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Abstract

In the wake of the global pandemic, which has persistently challenged the traditional paradigms of education, a new approach to teaching and learning emerged as an imperative. The pandemic era, while marked by challenges and disruptions, served as a catalyst for reimagining education, particularly in the online realm. As teachers grappled with the task of maintaining students' attention and involvement in remote settings, innovative methodologies became crucial. Among these, gamification emerged as a beacon of promise, offering engaging avenues to captivate students' focus within the digital learning landscape.

This dissertation, rooted in the context of the post-pandemic era, investigates the profound impact of gamification on English teaching. The global crisis not only underscored the necessity of digital education but also magnified the need for dynamic and captivating teaching methods. Inspired by this urgency, this research explores how gamification serves as a transformative tool, drawing students into the immersive world of learning. The study explores the multifaceted dimensions of gamification in English teaching, unravelling its potential across reading, writing, listening, and speaking skills. With the pandemic rendering the traditional supervisory role of teachers challenging in remote settings, innovative methods were sought to ensure students' attention and participation. Through meticulous research and analysis, this dissertation seeks to unravel the impact of gamification in English teaching, shedding light on its efficacy and uncovering the transformative power it holds.

As the pages unfold, the dissertation navigates through the experiences and perceptions of both teachers and students, painting a comprehensive picture of gamification's influence on the language learning process. By illuminating the pathways where gamification intersects with English education, this study not only provides valuable insights into the present but also illuminates the future of teaching methodologies. In a world where online education is no longer an alternative but a necessity, the findings of this research offer practical and actionable strategies for educators and policymakers alike. By harnessing the motivational and engaging aspects of gamification, a new horizon in education emerges, where the challenges of remote learning are met with innovative solutions. This dissertation stands as a testament to the transformative potential of gamification, highlighting its ability to bridge the gap between physical distance and active, enthusiastic learning, fostering a future where education knows no bounds.

Keywords: Gamification, English teaching, Online education, Pandemic, Digital learning, student engagement, educational innovation, teaching methodologies
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1. [bookmark: _Toc146964453][bookmark: _Toc147001979][bookmark: _Toc147002763][bookmark: _Toc147020805]Introduction

[bookmark: _Toc147001980][bookmark: _Toc147002764][bookmark: _Toc147020806]1.1 Background

The field of English language education in China has experienced notable changes in recent years, prompted by a heightened acknowledgment of the significance of English language skills in an ever more interconnected global society. Given the increasing demand for English language proficiency, educators are persistently exploring novel and efficient methodologies to augment the instruction and acquisition of English. The changes observed in the field of English language instruction can be ascribed to a multitude of sources. The rise of China as a prominent player in the global economy has underscored the significance of possessing strong English language skills. Proficiency in English is widely recognised as a crucial factor in gaining entry to foreign markets, facilitating global partnerships, and bolstering economic competitiveness. The significance of English as a medium for international communication and negotiation has been further emphasised by the "Belt and Road Initiative" and China's growing worldwide influence. he phenomenon of globalisation has resulted in a notable increase in cross-cultural engagements, thereby establishing English as not just a means for economic progress but also as a vehicle for intercultural communication and comprehension. The proficiency in English communication has emerged as a crucial competency for individuals in China, surpassing its conventional status as a simply academic pursuit.

One such approach that has garnered attention for its potential to engage students and improve learning outcomes is gamification. Gamification leverages principles from game design and applies them to non-game contexts, including education. By incorporating elements such as competition, rewards, and interactive challenges, gamification offers a novel way to motivate and immerse students in the learning process. The Relevance of Gamification to English Teaching In the context of English teaching, gamification becomes a powerful pedagogical tool. It capitalizes on the inherent appeal of games, which often includes elements like achievement, progression, and immediate feedback, to create an engaging and dynamic learning environment. Gamified English lessons have the potential to not only enhance language acquisition but also foster a deeper appreciation for the language and its cultural nuances. The application of gamification in English teaching aligns with the evolving demands of English education in China. It offers a solution that is not only effective but also adaptable to the changing needs of students who are not just learning a language but navigating a globalized world. Rationale and Research Questions Given the transformative nature of English language education in China and the growing recognition of gamification as an effective pedagogical approach, this research seeks to explore the impact of gamification on English teaching. It aims to investigate how gamification strategies influence English language proficiency across multiple skill areas, including reading, listening, writing, and speaking, in the context of senior high schools in Southeast China. In the following sections, we delve deeper into the current research status, research progress, and research gap in the field of gamification in English education, laying the groundwork for a comprehensive examination of this innovative teaching approach.

The region of Southeast China is widely recognised for its significant cultural history and impressive economic vitality, which together contribute to the distinct educational environment found in this area. The region exhibits a juxtaposition of traditional and contemporary elements, wherein time-honored practises coexist together with swift technological progress. This amalgamation fosters an educational milieu wherein secondary schools assume a crucial role in moulding the trajectory of the nation's destiny. Senior high schools located in the southeastern region of China bear a significant burden of ensuring that pupils are adequately prepared for tertiary education and possess the requisite language proficiency for effective global communication. English, being widely used as a global means of communication, occupies a pivotal role in this undertaking. In an era characterised by the phenomenon of globalisation, wherein the boundaries between nations are increasingly indistinct due to the prevalence of digital connectivity and cross-cultural interactions, the ability to communicate effectively in the English language goes beyond being a mere competency. It assumes the role of a metaphorical passport that grants individuals access to a wide range of worldwide opportunities.

Nevertheless, the endeavour to get a high level of English language proficiency is not devoid of intricacies. The educational milieu in Southeast China exhibits significant diversity, encompassing various socioeconomic backgrounds, learning aptitudes, and student objectives. Educators are responsible for not only transmitting language abilities, but also cultivating an understanding and appreciation for the cultural aspects inherent in language. Within this complex and intricate context, it is possible that conventional teaching methodologies may not comprehensively cater to the varied learning requirements and ambitions of pupils. Hence, it is crucial to investigate novel pedagogical approaches that may effectively accommodate this wide range of learners while also adhering to the worldwide importance of the English language. The incorporation of gamification into the field of English education presents itself as a potentially effective remedy, providing a flexible and responsive method that may effectively connect the established teaching practises with the changing requirements of students in Southeast China.

[bookmark: _Toc147001981][bookmark: _Toc147002765][bookmark: _Toc147020807]1.2 The purpose or justification for a particular course of action or decision.

The purpose of this study is to fill the current void in scholarly literature by examining the effects of gamification on the instruction of English in senior high schools located in Southeast China. The underlying motivation for conducting this study is firmly grounded in the imperative to establish a connection between theoretical concepts and practical applications in the realm of language teaching, with the ultimate goal of achieving effectiveness. Although gamification in education has gained popularity worldwide, its implementation in the senior high schools of Southeast China has not been extensively studied. The scarcity of research in this particular field highlights the significance of undertaking a thorough investigation into the efficacy of gamification tactics that are specifically designed to align with the distinct sociocultural and educational attributes of the region.

The objective of this study is to investigate several language competencies, such as reading, listening, writing, and speaking, in order to conduct a thorough analysis of the impact of gamification on English language competency. By adopting this approach, it recognises that language competency extends beyond simple memory and include a comprehensive cultivation of abilities and aptitudes. The aforementioned complete strategy exemplifies the intricate requirements of worldwide communication, whereby proficient language use involves a wide range of skills. Moreover, this study aims to investigate the experiences and perspectives of both students and English educators. The inclusion of their voices plays a crucial role in moulding the comprehension of the influence of gamification on language teaching. The insights provided by these individuals might offer valuable practical advise to educators who are in search of creative teaching methodologies. Furthermore, their contributions can contribute to the wider academic conversation surrounding the implementation of gamification in educational settings.

The primary motivation for doing this study is the intersection of two factors: the need to improve English language instruction in Southeast China and the possibility of gamification to effectively and engagingly address this need while also being culturally appropriate. The objective of this investigation is to provide light on novel approaches that can enhance language teaching practises in the region.

[bookmark: _Toc147001982][bookmark: _Toc147002766][bookmark: _Toc147020808]1.3 The present state of research and its advancement

Upon doing a comprehensive analysis of the existing study, it becomes apparent that prior investigations have produced notable advancements in the realm of gamification within the educational context. These studies have effectively illuminated the capacity of gamification to revolutionise pedagogical approaches and enhance the process of knowledge acquisition. Considerable attention has been devoted by scholars to the establishment of the theoretical underpinnings of gamification, with a particular focus on landmark publications such as the one authored by Deterding et al. (2011). The authors present a concise elucidation of gamification as the deliberate incorporation of game design components into contexts that are not inherently games, with the primary aim of augmenting user engagement and motivation.

Furthermore, the integration of Self-Determination Theory, advocated by Hamari et al. (2014), has augmented the comprehension of how gamification might cultivate intrinsic motivation in individuals engaged in learning activities. According to this theoretical framework, it is proposed that the fulfilment of three core psychological demands, namely autonomy, competence, and relatedness, can greatly augment an individual's level of motivation. The integration of gamification into language learning adheres effectively to established principles in the field, indicating that it has the capacity to enhance motivation and foster a more profound and significant involvement in the process of acquiring a language.

Although significant advancements have been made in comprehending the theoretical foundations of gamification, it is worth noting that the majority of these studies have been focused on educational settings within Western societies. The examination of the geographic scope has shed light on the efficacy of gamification across many disciplines and age cohorts. However, it has also revealed a notable deficiency in our comprehension of its implementation within the specific educational context of senior high schools in Southeast China.

In addition, although there has been much focus on the implementation of gamification in the context of teaching English, its impact on other essential language proficiencies, such as reading, listening, writing, and speaking, has not been thoroughly investigated. The available literature on gamified tactics for oral communication offers some insights into the possible advantages they may offer. However, there are still unresolved inquiries about the overall effects of these strategies on various levels of language proficiency.

There exists a notable gap in the current body of research pertaining to digital gamification.

A significant deficiency in the current body of scholarly work pertains to the insufficient emphasis placed on the subject of digital gamification. Although there has been considerable exploration of gamification in traditional classroom settings, there is a lack of study explicitly dedicated to digital gamification tools and platforms. In the current period, where technology has become significantly intertwined with education, the potential of incorporating digital gamification into English language instruction to increase teaching and learning is an area that has not been fully explored or thoroughly studied.

The objective of this study is to fill the existing void by examining the potential advantages and obstacles related to the implementation of digital gamification in the context of English language teaching. This study aims to evaluate the efficacy of digital gamified platforms and applications in enhancing language proficiency across various domains, such as reading, listening, writing, and speaking. By focusing on the specific context of senior high schools in Southeast China, this research endeavours to shed light on the unexplored possibilities of technology-driven gamification. By undertaking this study, our objective is to make a scholarly contribution not only to the empirical comprehension of gamification in language instruction but also to the wider discussion on the incorporation of technology in the educational process. This study acknowledges that the implementation of digital gamification holds potential for modifying language training to cater to the requirements and inclinations of modern learners, while also tackling the distinct obstacles and advantages given by the digital era.

[bookmark: _Toc147001983][bookmark: _Toc147002767][bookmark: _Toc147020809]1.4 Research Questions and Significance 

 The research questions and their significance are of paramount importance in academic research. These questions serve as the foundation for the study and guide the researcher in their pursuit of knowledge. By formulating

The study is guided by the following central research questions:

What is the effect of incorporating gamification aspects on the development of English language competency among senior high school students in Southeast China, namely in the areas of reading, listening, writing, and speaking?

What are the experiences and perspectives of English educators about the integration of gamification into English language instruction within this particular setting?

The research holds significance due to its ability to provide valuable insights for informing educational practise and policy. The examination of the impact of gamification tactics on the process of English language acquisition can provide valuable insights for educators in Southeast China and other regions, enabling them to develop language education that is both successful and interesting, while also taking into consideration cultural sensitivities. Furthermore, this research makes a valuable contribution to the existing literature on the impact of gamification in language instruction, providing insights into its potential effectiveness in various settings.

[bookmark: _Toc147001984][bookmark: _Toc147002768][bookmark: _Toc147020810]1.5 The study's framework

This study is carefully organised to explore the transformative capacity of gamification as a pedagogical instrument in the field of English instruction, particularly within the distinct setting of senior high schools in Southeast China. The research is structured in a sequence of interconnected chapters, with each chapter making a distinct contribution to a thorough investigation of the impact of gamification on language instruction.

Chapter 1: Introduction 

 This chapter serves as an introductory section, providing an overview of the topic at hand. It aims to familiarise the reader with the subject matter. The present chapter serves as an introduction to the research, offering a comprehensive picture of the dynamic environment of English language education in China. It places particular attention on the growing need for proficient language skills. This section emphasises the significance of incorporating gamification as a means to tackle educational difficulties and presents the research inquiries that serve as the guiding framework for this study.

Chapter 2: Review of Existing Literature

Chapter 2 provides a thorough examination of the pertinent scholarly works, which corresponds to the research emphasis on the influence of gamification on the field of English education. This study critically examines the theoretical foundations that support the implementation of gamification in educational settings, with reference to influential works such as Deterding et al. (2011) and Hamari et al. (2014). Furthermore, this chapter provides a synthesis of prior empirical research conducted on the use of gamification in language instruction, emphasising the outcomes and contributions of these studies. The purpose of this literature review is to provide a comprehensive analysis that sets the stage for the study's results and insights.

Chapter 3: Research Methodology

Chapter 3 of this paper provides a detailed exposition of the research methods employed. The present chapter provides a comprehensive account of the research strategy employed in this study, including a detailed explanation of how the investigation was organised to examine the effects of gamification on various language proficiencies, encompassing reading, listening, writing, and speaking. The document offers a comprehensive description of the process used to choose participants, gather data, and conduct the analytical procedures. The methodology chapter of this study emphasises the meticulousness and accuracy with which the research was carried out, hence ensuring the credibility and dependability of the study's results.

Chapter 4: Results and Analysis

The subsequent chapters of this study explore the core of the research findings. In Chapter 4, the empirical findings are presented, providing a comprehensive analysis of the impact of gamification tactics on language proficiency in several skill domains. This chapter presents a comprehensive examination of the effects of gamification in the setting of senior high schools in Southeast China, encompassing the perspectives and experiences of both students and English teachers.

Chapter 5: Concluding Remarks and Prospects for Future Research

The concluding chapter serves the purpose of consolidating the various strands of the research in order to construct a comprehensive and conclusive statement. The core findings and their implications for the improvement of English language teaching, specifically in the unique context of senior high schools in Southeast China, are reiterated. Furthermore, we delineate potential areas of investigation for future scholarly inquiry, placing particular emphasis on the imperative of ongoing exploration into novel pedagogical approaches within a range of educational contexts.

The utilisation of this systematic methodology allows for a thorough examination of the potential impact of gamification on English language instruction. The utilisation of gamification tactics enables researchers to effectively investigate the research inquiries and provide intricate observations regarding the impact of these strategies on language competence across several ability domains. The primary objective of this study is to provide a valuable contribution to the improvement of English language instruction in Southeast China and to further our comprehension of creative pedagogical approaches in a swiftly changing educational environment.

2. [bookmark: _Toc147001985][bookmark: _Toc147002769][bookmark: _Toc147020811]Literature Review

In recent years, the concept of gamification has emerged as a pedagogical strategy that effectively integrates game elements into non-game environments. The primary objective is to enhance engagement and motivation, while simultaneously maximising learning outcomes in educational settings. The purpose of this literature review is to thoroughly examine existing scholarly research on the incorporation of gamification components in the context of English language instruction for Chinese students. The focus of this investigation will be primarily directed on the intricate educational environment of senior high schools situated in the Southeastern area of China.

The utilisation of gamification as an instructional approach has received considerable scholarly interest in contemporary discourse. This methodology entails skillfully incorporating the principles and dynamics intrinsic to games into teaching environments. The justification for this integration is complex and has multiple facets. The objective of this initiative is not alone to increase the passion and engagement of learners, but also to facilitate a deeper understanding and better retention of knowledge, ultimately leading to enhanced learning outcomes. This approach exhibits considerable potential, especially in the domain of language education, such as the instruction of English to those who are not native speakers. This literature study undertakes a broad exploration within the realm of Chinese education, with a specific focus on high school English instruction. This inquiry aims to explore the realm of academic studies, research papers, and scholarly discussions that provide light on the impact and consequences of gamification. The primary focus of my study is the pedagogical environment in the Southeastern area of China, which is widely recognised for its diverse cultural heritage and distinct educational obstacles. This study aims to examine the utilisation and potential underutilization of gamification in the context of teaching English to Chinese high school students. It seeks to gain insights into the numerous nuances associated with this approach.

This investigation goes beyond being a purely scholarly endeavour; instead, it carries practical ramifications. Through a thorough examination of the current corpus of scholarly work, the primary objective of this literature review is to discern valuable knowledge on the conceptualization, implementation, and adoption of gamification in the context of English language training within this particular geographic area. The objective of this study is to analyse the experiential aspects of both educators and learners in order to better understand the elements that enhance the effectiveness of gamification, as well as the potential obstacles it may provide. In essence, this clarification provides a basis for the remaining stages of this research project, guiding the approach to methodology, data gathering, and analysis.

[bookmark: _Toc147001986][bookmark: _Toc147002770][bookmark: _Toc147020812]2.1 The scope and structure of the subject matter.

The focus of this literature study is limited to research undertaken between 2010 to 2023, incorporating various sources such as academic journals, conference papers, and scholarly books. The purposeful selection of sources is aimed at guaranteeing the incorporation of a wide range of opinions. The review will adopt a thematic structure, focusing on key elements such as the theoretical foundations of gamification in the field of education, the documented impacts of gamification on language acquisition, the difficulties associated with its implementation, and the areas that have yet to be explored and require further examination.

In essence, this literature review serves as a fundamental basis for this research, establishing the context for a comprehensive investigation of the manifestation of gamification in high school English classrooms in Southeast China and its potential impact on language education improvement.

[bookmark: _Toc147001987][bookmark: _Toc147002771][bookmark: _Toc147020813]2.2 Theoretical Frameworks of Gamification in Education

In the field of educational theory, gamification has emerged as a prominent approach that holds promise for revitalising conventional teaching methods by incorporating components reminiscent of games. The work of Deterding et al. (2011) has played a crucial role in establishing the theoretical framework of gamification. The concept of gamification is defined as the deliberate integration of game principles and dynamics into environments that are not inherently games. The primary objective of this integration is to enhance user engagement, motivation, and ultimately, the overall learning experience.

The fundamental principles underlying Deterding et al.'s framework

The concept proposed by Deterding et al. positions gamification as a means of bridging the gap between formal educational systems and the intrinsic appeal of games. The underlying premise of this paradigm is that individuals possess an innate inclination to react to challenges, rivalry, rewards, and a sense of accomplishment, which are fundamental elements of games. When strategically integrated into educational settings, these components have the capacity to stimulate increased engagement and enthusiastic pursuit of knowledge.

The Role of Self-Determination Theory in Facilitating Empowerment via Autonomy

The theoretical framework presented here incorporates the significant impact of Self-Determination Theory, as expounded by Deci and Ryan. The approach proposed by Hamari et al. (2014) emphasises the importance of intrinsic motivation and human agency in facilitating engagement and promoting successful learning. Autonomy, competence, and relatedness are fundamental pillars that arise within the framework of gamification. The concept of autonomy bestows upon learners the ability to make significant decisions, thereby fostering a sense of ownership over their educational trajectory.

The cultivation of proficiency and interpersonal bonds

In the realm of language instruction, the concept of competence assumes a central and crucial role. The process of acquiring language involves a complex interaction of several skills, and the use of gamification can be designed to offer gradual and structured challenges that support the development of learners' abilities. The incremental paradigm aligns with the natural progression observed in language acquisition, wherein learners develop their skills in listening, speaking, reading, and writing over time. Moreover, the concept of relatedness is in accordance with the social component of language acquisition. Games inherently facilitate and encourage interaction and collaboration among participants, so fostering a conducive learning environment characterised by mutual support and engagement.

The text discusses the alignment of a particular subject with principles related to language learning.

The interpretation of Self-Determination Theory by Hamari et al. (2014) exhibits a strong integration with well-established ideas in the field of language learning. The concept of autonomy aligns with learner-centered pedagogies, which aim to empower students by allowing them to take control of their own learning trajectories. Competence is characterised by the progressive enhancement of skills, whereas relatedness reflects the cooperative and communicative aspects of acquiring language. Hence, the theoretical frameworks of gamification and Self-Determination Theory effectively intersect to augment language learning experiences.

In brief, the convergence of Deterding et al.'s conceptual framework on gamification with the principles of Self-Determination Theory offers a wide array of prospects in the field of education, specifically in the context of instructing English to Chinese learners. The present theoretical framework elucidates the capacity of gamification to stimulate intrinsic motivation, enhance learner autonomy, and provide a conducive environment for the cultivation of language proficiency.

[bookmark: _Toc147001988][bookmark: _Toc147002772][bookmark: _Toc147020814]2.3 Effects of Gamification on English Teaching

The effects of gamification on language education beyond oral aptitude and involve the enhancement of reading, writing, and listening abilities. By conducting a synthesis of current studies, a full comprehension of the impact of gamification on many language dimensions is attained, hence illuminating its potential to revolutionise language learning environments.

[bookmark: _Toc147001989][bookmark: _Toc147002773][bookmark: _Toc147020815]2.3.1 Teaching Oral English

Chen and Cheng (2021) conducted a pioneering study that showcased the significant impact of gamification on the teaching of oral English. The implementation of game components, such as leaderboards and incentives, resulted in a noticeable increase in student engagement and enthusiasm during oral English activities. The participants, who were highly motivated by the competitive nature of the activity and the prompt feedback they received, exhibited improved proficiency in spoken language and a noteworthy inclination to actively participate in discussions. The aforementioned result highlights the efficacy of gamification in breaking down barriers and promoting the acquisition of oral communication abilities.

[bookmark: _Toc147002774][bookmark: _Toc147020816]2.3.2 Enhancing Reading Proficiency

The exploration of gamification's influence on reading competence extends beyond the development of speaking abilities. The study conducted by Wang and Li (2019) demonstrates that the incorporation of gaming mechanics into reading activities enhances both the reading comprehension and speed of learners. The integration of immersive narrative elements commonly found in games has been deliberately used in reading materials, enhancing the educational experience by increasing engagement and immersion. The utilisation of gamified reading exercises serves to stimulate learners' engagement in the process of decoding intricate texts, hence facilitating the acquisition of vocabulary and promoting a more profound comprehension of contextual subtleties.

[bookmark: _Toc147001990][bookmark: _Toc147002775][bookmark: _Toc147020817]2.3.3 Enhancement of Writing Proficiency

The application of gamification extends to the enhancement of writing skills. Zhang and Zhu (2020) conducted a study that demonstrates the efficacy of gamified writing assignments in fostering creativity and promoting peer collaboration. Through the implementation of collaborative games, writing activities can be transformed, resulting in increased motivation for learners to create more engaging tales and explore different ways of using language. Gamification additionally offers systems that facilitate peer assessment and feedback, thereby cultivating a community of learners who actively participate in refining their writing abilities.

[bookmark: _Toc147001991][bookmark: _Toc147002776][bookmark: _Toc147020818]2.3.4 Enhancement of Listening Competence

The integration of gamification into listening activities enhances the development of listening proficiency. The study conducted by Xu et al. (2018) emphasises the benefits of audio-based games in improving auditory discrimination skills and enhancing learners' comprehension of spoken language nuances. The utilisation of gamification facilitates the active involvement of learners in genuine language instances within dynamic environments, hence supporting the cultivation of crucial listening abilities. These include the capacity to recognise various accents, comprehend diverse speech rates, and interpret idiomatic expressions.

The research presented collectively demonstrate the broad impact of gamification, extending beyond speech proficiency to encompass reading, writing, and listening skills. Gamification, by including game aspects, provides a comprehensive method for language acquisition that caters to diverse learning preferences and encompasses several skill domains. The potential to enhance language learning settings is found not alone in its interactive characteristics, but also in its capacity to accommodate the varied requirements of language learners. Gamification represents a potentially transformative shift in the field of language education, fundamentally altering the way in which learners interact with and acquire language proficiency.

[bookmark: _Toc147001992][bookmark: _Toc147002777][bookmark: _Toc147020819]2.4 Implementation Challenges and Considerations

The incorporation of gamification into language education presents potential positive results; nonetheless, it is crucial to address the obstacles and factors associated with this instructional transformation. A comprehensive analysis of these obstacles contributes to the strategic integration of gamification, promoting efficient and significant language acquisition encounters.

Achieving a Balance between Competition and Anxiety

The study conducted by Ghani et al. (2017) sheds light on a significant issue related to gamification, namely the potential exacerbation of anxiety caused by competition among students. While competition might potentially enhance participation, an excessive amount of rivalry can result in elevated levels of stress, which can impede the process of language acquisition. Achieving equilibrium between fostering a competitive atmosphere that promotes growth and cultivating an inclusive educational setting that encourages collaboration and learning without excessive stress is of utmost importance. The implementation of strategies that cultivate a collaborative environment while also capitalising on competitive factors can aid in addressing this particular difficulty.

The concept of pedagogical alignment refers to the harmonisation between instructional strategies and learning objectives.

The insights provided by Miller (2014) emphasise the significance of effectively integrating gamification components with educational goals. The prioritisation of language acquisition should not be overshadowed by the appeal of game mechanisms. The utilisation of gamification should not be superficial in nature, but rather should serve as a supplementary instrument that increases the achievement of educational objectives. The attainment of this alignment necessitates precise strategic planning, wherein each component of the game is deliberately selected to emphasise particular language skills and objectives. The deliberate incorporation of gamified activities within the curriculum guarantees their seamless alignment with the overarching educational objectives.

The examination of cultural factors in the context of gamification.

Within the heterogeneous population of individuals learning a new language, cultural elements are of utmost importance in effectively incorporating gamification strategies. The factors that drive motivation and engagement might vary considerably across different cultural contexts. According to Wang and Chen (2018), it is imperative to consider cultural nuances in order to prevent unintentionally marginalising specific student populations. The integration of culturally pertinent themes, storylines, and game mechanics has the potential to augment learners' engagement with gamified information and foster a more comprehensive and inclusive learning milieu.

The inclusion of online and computer games inside the gamification landscape

It is worth noting that although the existing body of literature on gamification is extensive and informative, there is a noticeable scarcity of studies that specifically explore the utilisation of online games or computer games as essential gamification tools within the context of language instruction. The impact of digital games on the development of language abilities is still a relatively new and evolving field of study. Chen and Liu (2019) examine the possibility of utilising digital platforms for gamified language learning, highlighting the capacity of the digital environment to accurately replicate language settings and facilitate learners' interaction with authentic language usage in real-world scenarios.

In summary, the effective integration of gamification in language instruction necessitates a careful equilibrium between competitive elements and collaborative elements, meticulous alignment with educational goals, and a profound comprehension of cultural intricacies. The acknowledgement of the profound impact that digital games can have in this particular setting highlights the significance of broadening the discussion on gamification to encompass the creative incorporation of online and computer games. By acknowledging and tackling these implementation obstacles and embracing the emerging opportunities, the potential of gamification to enhance language learning settings and respond to the varied requirements of students can be effectively harnessed.

[bookmark: _Toc147001993][bookmark: _Toc147002778][bookmark: _Toc147020820]2.5 Gap and Limitations in the Existing Literature

The current body of literature highlights the potential of gamification as a means to improve English instruction. However, there is a noticeable lack of study on its implementation in senior high schools located in Southeast China. The research undertaken by Chen and Cheng (2021) and Liu and Jia (2020) offers excellent insights into the effectiveness of gamification in the instruction of English. However, it is important to note that their investigations largely concentrate on wider language education situations. The absence of scholarly research in this area draws attention to an untapped field that necessitates additional inquiry in order to gain a thorough understanding of the effects and intricacies of gamification in the distinct educational context of senior high schools in Southeast China.

The phenomenon of regional specificity and cultural nuances is a subject of academic inquiry. It pertains to the unique characteristics and subtleties that are associated with specific geographic regions and cultural contexts. Scholars have extensively studied this topic to gain a deeper understanding of how

It is important to acknowledge that the impact of gamification can be influenced by several cultural and geographical aspects. However, it is crucial to note that the existing literature does not sufficiently cover the unique cultural, linguistic, and educational characteristics that are peculiar to senior high schools in Southeast China. The reception and integration of gamification in language teaching can be strongly influenced by the socio-cultural setting of the region. The possible introduction of online, computer, or "陪伴型" (companion-type) games, which are experiencing growing popularity in Chinese education, may offer unexplored dynamics that warrant more investigation.

The amalgamation of online and computer games. The current body of literature has a notable lack of representation about the influence and significance of online and computer games within the realm of modern educational technology. These platforms provide a comprehensive educational experience that integrates entertaining elements. The potential revolutionization of language education in senior high schools can be achieved by the integration of internet and computer games with gamification principles. Nevertheless, the lack of scholarly discourse on this subject matter gives rise to a knowledge gap about the potential integration of these digital components within the cultural and educational contexts of Southeast China.

The topic of interest pertains to the holistic development of skills and the incorporation of gamification as a means of adaptation. Moreover, the current body of research predominantly focuses on examining the impact of gamification on the instruction of spoken English, resulting in a lack of comprehensive understanding regarding the role of gamification in fostering the enhancement of additional language proficiencies such as reading, writing, and listening. This knowledge gap is particularly evident when considering the specific educational setting of senior high schools in Southeast China. The significance of this exclusion becomes more evident when taking into account the comprehensive character of language acquisition. The integration of gamification into reading, writing, and listening exercises, particularly through the utilisation of online or computer games, has not been extensively examined within this particular domain.

The present study examines the pedagogical implications and suggests potential avenues for future research. Addressing this disparity in the existing body of research carries significant educational ramifications. In the context of senior high schools in Southeast China, educators are actively seeking effective techniques to improve English language instruction. One area of interest is the exploration of online, computer, and companion-type games within the framework of gamification. This exploration is considered crucial in order to identify the possible benefits and applications of these games in enhancing English language learning. This investigation would not alone yield insights into efficacious integration methodologies, but also present a holistic approach to tackle the multifaceted requirements of language learners.

In summary, the existing body of research on gamification in language teaching provides significant insights, although it falls short in fully addressing the implementation of gamification, particularly within the specific setting of senior high schools in Southeast China. This highlights the necessity for further investigations that delve into this unexplored domain, incorporating the aspects of regional, cultural, and technical dynamics. The act of bridging this divide would not only make a valuable contribution to the existing theoretical discourse, but it would also provide educators with evidence-based strategies that integrate online, computer, and companion-type games. This integration would facilitate enhanced language learning experiences that are specifically tailored to the distinctive context of senior high schools in Southeast China.

[bookmark: _Toc147001994][bookmark: _Toc147002779][bookmark: _Toc147020821]2.6 Conclusion of the Literature Review

The literature reviewed herein affirms the potential of gamification to positively impact oral English teaching by fostering engagement and motivation. However, a significant gap exists in the specific context of senior high schools in Southeast China. The subsequent sections of this dissertation will delve into our research methodology, providing insights into how this gap will be addressed through empirical investigation. The analysis of gamification's impact on language education, specifically in the realm of teaching English to senior high school students in Southeast China, uncovers a complex terrain of opportunities and obstacles. The utilisation of gamification, which is an educational strategy based on incorporating game aspects, has significant potential in improving student involvement, motivation, and academic achievements. Nevertheless, as indicated by the aforementioned studies, the successful integration of gamification necessitates meticulous evaluation of multiple elements in order to guarantee its efficacy.

The potential of gamification to enhance language learning experiences is underscored by the theoretical frameworks presented by Deterding et al. (2011) and the alignment with Self-Determination Theory, as emphasised by Hamari et al. (2014). The existing body of literature has provided evidence supporting the beneficial impact of gamification on the instruction of English. This research emphasises the ability of gamification to improve students' speaking abilities, increase their level of engagement, and foster passion in the learning process. However, the current body of research mostly focuses on investigating the effects of gamification on proficiency, resulting in a lack of comprehensive information regarding its implications for reading, writing, and listening abilities. Furthermore, the current body of scholarly work exhibits a dearth of comprehensive investigation of the incorporation of online, computer, and companion-based games within the gamification framework, particularly in the specific setting of senior high schools in Southeast China. This highlights a significant research gap that requires additional exploration in order to effectively utilise digital tools in language education and ensure their alignment with the cultural and pedagogical intricacies of the specific region.

The literature reveals several gaps that can be addressed through future research endeavours. These gaps pertain to the exploration of the various effects of gamification on different language abilities within the specific setting of senior high schools in Southeast China. The act of bridging these gaps will not alone add to the theoretical comprehension of gamification, but will also furnish educators with empirically-supported tactics for augmenting language learning experiences. As the exploration progresses in uncovering the complexities of gamification within this particular environment, it becomes apparent that its capacity to revolutionise language instruction is both encouraging and transformational. The purpose of this literature analysis is to provide a foundation for the upcoming empirical inquiry, which aims to examine the effects of gamification on the teaching of English in senior high schools located in Southeast China.

3. [bookmark: _Toc147001995][bookmark: _Toc147002780][bookmark: _Toc147020822]Methodology

3.1. [bookmark: _Toc147001996][bookmark: _Toc147002781][bookmark: _Toc147020823]Research Design

This study employs a mixed-methods research design, incorporating both quantitative and qualitative research methods to offer a comprehensive perspective on the impact of gamification in English teaching across multiple skill areas (reading, listening, writing, and speaking) in senior high schools in Southeast China. The involved games are: 1. Proof It!, 2. Duolinguo, 3. Magnetic Poetry for gamified class 10A while class 10B was having traditional English homework and lessons. And the questionnaire is based on 8 close questions and 2 open questions. 

Quantitative Component: The quantitative component of the research design aims to quantitatively assess the effects of gamification on English proficiency. It involves structured survey questionnaires administered to senior high school students before and after they have experienced gamified English lessons. The pre- and post-assessment tests for each language skill area are also a part of this component. These quantitative data collection methods will allow for the measurement of changes in students' English language proficiency over the course of the study, thus providing empirical evidence of the impact of gamification.

Qualitative Component: The qualitative component is designed to capture the nuanced experiences and perceptions of both students and English teachers regarding the implementation of gamification in English teaching. This component includes in-depth, semi-structured interviews with English teachers and classroom observations of gamified lessons across different language skills. These qualitative methods aim to provide rich, contextual insights into how gamification strategies are implemented, how they affect student engagement and motivation, and how they may influence teaching practices.

Triangulation: By utilizing both quantitative and qualitative approaches, this research design employs triangulation, allowing for the cross-validation of findings from different data sources. This triangulation enhances the credibility and robustness of the study's outcomes. The mixed-methods approach provides a holistic understanding of the impact of gamification on English teaching, going beyond statistical evidence to explore the underlying experiences and perceptions of the participants.

Flexibility: The mixed-methods design also offers flexibility in adapting to unexpected discoveries during the research process. If the initial quantitative data suggest interesting trends or patterns, the qualitative phase can be adjusted to explore these in more depth. Conversely, qualitative findings can inform the interpretation of quantitative results, providing a more comprehensive and nuanced picture of the research topic.

Integration: To ensure a coherent synthesis of both quantitative and qualitative data, a careful process of data integration will be employed during the analysis and interpretation phases of the study. The integration process will facilitate the development of a comprehensive narrative that addresses the impact of gamification on English teaching in its entirety, considering the distinct aspects of reading, listening, writing, and speaking skills.

This mixed-methods research design is chosen to capture the multifaceted nature of the research question and to provide a well-rounded understanding of how gamification influences English teaching across various language skills in the unique context of senior high schools in Southeast China.

3.2. [bookmark: _Toc147001997][bookmark: _Toc147002782][bookmark: _Toc147020824]Participants

Target Population:  The target population for this study will comprise 26 Grade 10 students and English teachers from Wahaha Bilingual School Hangzhou, located in the dynamic educational environment of Southeast China. The English teaching at Wahaha Bilingual School Hangzhou, High School Division, is truly exceptional, with a strong emphasis on preparing students for success in the Cambridge A-level curriculum. This school's commitment to providing a bilingual and immersive English learning experience is evident in every aspect of their program. The dedicated team of English educators at the school goes above and beyond to ensure that students not only master the English language but also develop a deep understanding of its cultural context. Through engaging and interactive lessons, they foster a love for the English language that extends beyond the classroom.

One distinctive feature of Wahaha Bilingual School Hangzhou is its focus on the Cambridge A-level curriculum, which is known for its rigor and international recognition. This curriculum equips students with advanced language skills and critical thinking abilities, setting a strong foundation for their future academic endeavors. What sets Wahaha Bilingual School Hangzhou apart is its emphasis on practical language skills. Students are encouraged to use English in real-world situations, enabling them to become confident and effective communicators. The school's international exchange programs and partnerships further enhance students' exposure to English-speaking environments, making the learning experience truly immersive.

For Grade 10 students, the school provides specialized instruction in English as a second language, recognizing the diverse language backgrounds of its students and tailoring the curriculum to meet their specific needs. In this regard, it's worth noting that our current research encompasses 26 Grade 10 students, divided into two classes, Class A (12 students) and Class B (14 students).

Sampling Procedure: In order to construct a sample that is both representative and informative, a purposive sampling strategy will be utilised. This approach will meticulously choose a group of Grade 10 students, consisting of a specific number of participants, who have actively participated in gamified spoken English instruction at the Wahaha Bilingual School in Hangzhou. The aforementioned selection method guarantees that participants get direct exposure to the gamification components incorporated into their English learning programme. In addition, it is important to include English teachers who have actively participated in the development and application of gamified instructional methods as integral members of the participant cohort. The individuals' specialised knowledge and profound understanding of the intricate aspects of using gamification in education will offer significant viewpoints and enhance the outcomes of the research.

This research seeks to provide comprehensive insights into the practical implications of gamification in English language instruction within a specific academic and cultural setting by specifically examining Grade 10 students and their teachers from Wahaha Bilingual School Hangzhou. By intentionally selecting participants who have direct exposure to gamified teaching approaches, this study assures that its findings are grounded in authentic experiences and can provide practical suggestions for educators and policymakers seeking to improve English language education in Southeast China.

3.3. [bookmark: _Toc147001998][bookmark: _Toc147002783][bookmark: _Toc147020825]Type of Data

3.3.1. [bookmark: _Toc147002784][bookmark: _Toc147020826]Quantitative Data Collection:

Surveys:
The study will employ structured survey questionnaires that have been carefully constructed and will be delivered to a sample of 26 senior high school students. This sample will consist of 12 students from Grade 10A and 14 students from Grade 10B, all of whom are enrolled in Wahaha Bilingual School Hangzhou. The utilisation of these surveys will play a crucial role in the acquisition of quantitative data pertaining to students' encounters with gamified English sessions. The questionnaires will be customised to evaluate participants' levels of engagement, motivation, and learning achievements in the areas of reading, listening, writing, and speaking abilities. The objective of this study is to examine the effects of gamification on student experiences and competency by comparing the replies of Grade 10A, where gamification strategies have been adopted, with Grade 10B, where standard teaching methods are utilised.

3.3.2. [bookmark: _Toc147002785][bookmark: _Toc147020827]Pre- and Post-Assessment:

Pre- and post-assessment tests will be conducted for each language skill area in order to evaluate the efficacy of gamified teaching methods. The evaluations will evaluate the English language skills of students both prior to and subsequent to their engagement with gamified instructional materials. The pre-assessment will determine the initial proficiency level, whereas the post-assessment will quantify the extent of development achieved subsequent to the installation of gamification. Through a comparative analysis of the outcomes achieved by Grade 10A and Grade 10B, this study aims to provide quantitative insights into the effects of gamification on the enhancement of language proficiency.

3.3.3. [bookmark: _Toc147002786][bookmark: _Toc147020828]Qualitative Data Collection:

Classroom Observations:

The purpose of this study is to conduct classroom observations during gamified English classes in Grade 10A and Grade 10B. The present study will centre its attention on the examination of student involvement, degrees of participation, and interpersonal relationships within the educational setting. Comprehensive documentation will be conducted to record the intricacies of the instructional sessions, facilitating a qualitative evaluation of the influence of gamification on student conduct and the educational environment. The comparison of these observations between the two classes will yield crucial qualitative data, elucidating the disparities in classroom dynamics that arise from the implementation of gamified teaching approaches.

This study seeks to gain a comprehensive understanding of the impact of gamification on various language skills in the context of Wahaha Bilingual School Hangzhou. To achieve this, a mixed-methods approach will be employed, comparing the experiences and outcomes of Grade 10A and Grade 10B. The findings of this study are expected to provide valuable insights for enhancing English language education.

3.4. [bookmark: _Toc147001999][bookmark: _Toc147002787][bookmark: _Toc147020829]Data Analysis

The survey results were analyzed using descriptive statistics, including means, standard deviations, and frequency distributions, to summarize and interpret the data comprehensibly. Mean calculations were employed to ascertain the average reactions exhibited by students in Grade 10A, where gamification was implemented, as well as Grade 10B, where traditional teaching methods were employed. Standard deviations offered valuable insights into the extent of variability in responses, indicating the level of consistency or discrepancy among them. Frequency distributions provided a concise and informative representation of the levels of student involvement and preferences in relation to gamified English sessions.

Inferential statistics, specifically paired t-tests, were conducted on the pre- and post-assessment data. This analysis was undertaken separately within Grade 10A and between Grade 10A and Grade 10B. The statistical methodology aimed to assess the presence of statistically significant enhancements in English competence subsequent to the integration of gamification techniques. Through the process of comparing the outcomes derived from the pre-assessment with those obtained from the post-assessment, the study aimed to determine the efficacy of gamification in augmenting language proficiency. Furthermore, t-tests were employed to compare the outcomes of Grade 10A (gamified) and Grade 10B (non-gamified) to determine whether the enhancements in English proficiency were significantly greater in the gamified class. This analysis yielded vital insights into the relative efficacy of gamified instructional approaches.

Thematic analysis was conducted on the qualitative data obtained from in-depth observations of gamified lessons. Thematic analysis encompassed the process of discerning, examining, and presenting recurring patterns within the collected data to reveal significant themes and generate valuable insights. This study aimed to identify the repeating themes associated with the impact of gamification on the teaching of English. The subjects included levels of student engagement, experiences of teachers, problems encountered, and remarkable observations of changes. The primary objective was to gain a comprehensive and contextual comprehension of the impact of gamification on the instruction of English in Grade 10A through an analysis of qualitative subtleties. Furthermore, through the juxtaposition of these themes with the experiences in Grade 10B, the research provided comparative observations, shedding light on the distinct influence of gamified approaches in augmenting the educational process.

This study provided a nuanced comprehension of the effects of gamification on spoken English instruction by adopting a thorough methodology that incorporated both quantitative and qualitative evaluations. The comparison between the data collected from Grade 10A, which implemented gamification, and Grade 10B, which did not, served to emphasize the efficacy of gamification and yielded significant insights for future pedagogical approaches. This research contributed to the ongoing enhancement of English language education at Wahaha Bilingual School Hangzhou.

3.5. [bookmark: _Toc147002000][bookmark: _Toc147002788][bookmark: _Toc147020830]Data Integration

This study is grounded on the integration of findings derived from both quantitative and qualitative analyses. By adopting this approach, the research aims to offer a comprehensive viewpoint on the effects of gamification on English teaching in senior high schools. Specifically, the study focuses on Grade 10A and Grade 10B students at Wahaha Bilingual School Hangzhou, examining the impact of gamification on various language skills.

Quantitative-Quantitative Integration:
Quantitative-quantitative integration is the amalgamation of quantitative data obtained through surveys and pre- and post-assessments in order to identify broad trends and connections. Through the correlation of survey replies with the corresponding enhancements in pre- and post-assessment scores, this study aims to reveal quantitative trends. For example, a correlation between higher survey scores and significant advancements in post-assessment outcomes may indicate a clear connection between student involvement, the implementation of gamified learning techniques, and improved language ability. The integration will provide numerical data to substantiate the qualitative observations, so establishing a coherent narrative regarding the influence of gamification on the development of reading, listening, writing, and speaking abilities.

Quantitative-Qualitative Integration:
The integration of quantitative and qualitative methods will involve comparing the numerical data obtained from quantitative research with the subjective insights gathered through interviews and classroom observations. For instance, in the event that quantitative data demonstrates a statistically significant enhancement in listening abilities, related qualitative data will be analysed to ascertain the particular gamified tactics that have led to this increase. The thorough comprehension of the impact of gamification on various language abilities can be achieved by integrating quantitative results with qualitative observations and tales. The forthcoming synthesis will serve the purpose of not only substantiating the numerical findings, but also offering a comprehensive contextualization by elucidating the underlying reasons for the varying degrees of effectiveness shown in different areas of gamified techniques.

Qualitative-Qualitative Integration:
The process of integrating qualitative data involves the synthesis of thematic patterns acquired from interviews and observations. This study aims to analyse recurring patterns in gamified classes by examining common themes derived from the experiences of teachers and behaviours exhibited by students. For example, if there is a consistent mention of greater enthusiasm during gamified speaking activities by both teachers and students in Grade 10A, this convergence of perspectives will bolster the qualitative findings, providing evidence for the efficacy of gamification in improving speaking skills. Through the process of harmonising these qualitative nuances, this study aims to construct a cohesive qualitative narrative that comprehensively captures the diverse effects of gamification on various language abilities.

Comprehensive Understanding:
The objective of this study is to achieve a thorough comprehension of the effects of gamification on English instruction in senior high schools by combining quantitative and qualitative data. The comprehensive results will not only demonstrate the efficacy of gamification in improving reading, listening, writing, and speaking abilities, but also provide insights into the intricacies of its application. These insights will not only enhance the existing body of academic knowledge but also provide a valuable resource for educators, enabling them to customise gamification tactics according to unique language skill needs. In conclusion, the comprehensive examination presented in this study guarantees a strong and well-founded investigation of gamified pedagogy, contributing to the scholarly discussion on progressive instructional approaches within the field of English language education.

3.6. [bookmark: _Toc147002001][bookmark: _Toc147002789][bookmark: _Toc147020831]Ethical Considerations

This study places a high emphasis on upholding ethical research standards by prioritising the well-being, privacy, and permission of all individuals who are participating. Before initiating data collection, the research protocol will undergo submission to the relevant Institutional Review Board (IRB) in order to guarantee compliance with established ethical criteria. Comprehensive informed consent forms (Appendix 1) and extensive information sheets (Appendix 2) have been diligently crafted for the participants, including both students and teachers. The aforementioned publications offer extensive details regarding the study's objectives, methodologies, potential hazards, and advantages, so empowering participants to make well-informed choices regarding their involvement.

In accordance with the principles of data privacy, this research study rigorously complies with the guidelines and provisions stipulated in the General Data privacy Regulation (GDPR) and the Data Protection Act [2018]. The General Data Protection Regulation (GDPR) imposes rigorous rules governing the acquisition, retention, and manipulation of personal data, thereby guaranteeing individuals the ability to exercise authority over their own information. In order to ensure the protection of participants' privacy, all acquired data will undergo anonymization procedures and will be securely stored. The datasets will undergo a process of de-identification, ensuring the protection of participants' confidentiality by removing any identifiable information.

The research process will ensure the preservation of participants' anonymity and confidentiality. Participants can rest certain that their replies will be collected and presented in a manner that ensures the anonymity of individual identities. Additionally, the research findings will ensure the anonymity of participants' identities by anonymizing any quotes or snippets utilised. Furthermore, the participants will be duly notified on their entitlement to voluntarily discontinue their involvement in the study at any juncture, without encountering any adverse consequences. The establishment of open channels of communication will enable participants to express concerns or seek clarification at any point during the research process. The transparent and ethical strategy employed in this study not only maintains the integrity of the research but also guarantees a courteous and considerate experience for all participants.

In essence, this study demonstrates a strong dedication to adhering to the utmost ethical principles, ensuring the preservation of the dignity and entitlements of each volunteer involved. This research aims to offer significant knowledge to the area while prioritising the ethical well-being of all involved parties through the acquisition of informed consent, maintenance of confidentiality, and adherence to data protection requirements.

3.7. [bookmark: _Toc147002002][bookmark: _Toc147002790][bookmark: _Toc147020832]Research Procedure

Preparation Phase:
Development of Materials:
Questionnaires (Appendix 3&4): Designed to assess students' perceptions of gamified English lessons and their self-reported improvement in language skills.
Consent Letter and Information Sheet: Sent out before the summer vacation, returned with participants' signatures, indicating their informed consent.

Pre-Assessment Phase:
Selection of Participants: Grade 10 students from Wahaha Bilingual School Hangzhou in Southeast China were selected.
Pre-Assessment Test: Administered before summer vacation to measure participants' initial English proficiency levels.
Time Frame: Pre-assessment conducted before the summer vacation, allowing adequate time for preparation and implementation.
Summer Vacation Homework:

Designation of Homework:

10A: Assigned online vocabulary memorization games as part of their summer homework.
Game1: Proof It! Link: https://www.portlandproof.com/games/proof-it
Introduction: The mistakes you can find in these sentences range from grammar (for example, do instead of does) and spelling errors (break instead of brake) to punctuation (a comma may be missing) and capitalization mistakes (alice instead of Alice).
Game2: Duolinguo Link: https://www.duolingo.com/learn 
Introduction: Duolingo is a great way to learn a lot of words fast. It uses a combination of pictures and words to help you understand the new language, and as you progress through the levels it repeats the words you have learned to make sure you still know what they mean.
Game3: Magnetic Poetry (Advanced level) Link: https://magneticpoetry.com/pages/play-online 
Introduction: Originally an actual magnet set, Magnetic Poetry offers five complete kits for free online. Use the words you’re given to create poems, stories, jokes or anything that comes to your mind.

10B: Given traditional paper-based exercises for vocabulary and language practice.
Duration: Summer vacation started on 2nd July and ended on 31st August. Students were given specific deadlines for the completion of their assigned tasks, encouraging engagement during the holiday period.

Implementation of Gamified Lessons and Traditional Teaching:

Gamified English Lessons (10A): Conducted after the summer vacation, integrating various gamification elements to enhance engagement.
Traditional Lessons (10B): Resumed after the summer vacation, following conventional teaching methods.

Post-Assessment Phase:

Post-Assessment Test: Administered after the completion of gamified and traditional lessons, measuring English proficiency levels.
Time Frame: Post-assessment conducted upon students' return to school after the summer vacation, ensuring consistency and immediate evaluation of learning outcomes.

Questionnaire Distribution:

Distribution: Questionnaires distributed after the post-assessment phase, allowing students time to reflect on their experiences over the summer period.
Collection: Completed questionnaires collected within a specified timeframe, ensuring comprehensive data retrieval without disrupting regular classes.

Data Analysis:

Quantitative Data: Analyzed using descriptive and inferential statistics to assess improvement levels based on pre and post-assessment scores.
Qualitative Data: Responses from questionnaires subjected to thematic analysis, identifying recurring patterns in students' perceptions.

By incorporating the summer vacation homework and carefully structuring the research phases, the study captures a comprehensive view of students' learning experiences while maintaining a clear focus on the research procedures.

3.8. [bookmark: _Toc147002003][bookmark: _Toc147002791][bookmark: _Toc147020833]Research Timeline

Here is the timeline that the research implemented.
July 5 - July 10: Preparation Phase
· Develop questionnaires, consent letter, and information sheet.
· Review and finalize materials with the research team.
· Send out consent letters and information sheets to participants' parents/guardians.
July 15 - July 25: Pre-Assessment Phase
· Administer pre-assessment tests to Grade 10 students.
· Collect and analyze pre-assessment data.
July 30 - August 15: Summer Vacation Homework
· Assign online vocabulary memorization games to 10A students.
· Assign traditional paper-based exercises to 10B students.
· Students complete assigned tasks during this period.
September 1 - September 10: Implementation Phase
· School begins on September 1.
· 10A students return to gamified English lessons integrating various elements.
· 10B students resume traditional lessons.
· Conduct classroom observations to gauge students' concentration levels.
September 11 - September 15: Post-Assessment Phase
· Administer post-assessment tests to Grade 10 students.
· Collect and analyze post-assessment data.
September 16 - September 20: Questionnaire Distribution and Collection
· September 16 - Distribute questionnaires to all participants.
· September 20 - Deadline for questionnaire completion.
· Conduct additional classroom observations to cross-verify with questionnaire responses.
· Collect completed questionnaires from students.
September 21 - September 25: Data Analysis and Conclusion
· Analyze quantitative data using statistical tools.
· Conduct thematic analysis of qualitative responses from questionnaires and classroom observations.
· Write the data analysis section of the dissertation.
· Draft the conclusion, summarizing the findings and implications of the study.

3.9. [bookmark: _Toc147002004][bookmark: _Toc147002792][bookmark: _Toc147020834]Limitations of the Study

This study aims to offer a thorough examination of the effects of gamification on several facets of English instruction. However, it is important to recognise certain constraints that may affect the breadth and applicability of the research findings. The aforementioned restrictions play a pivotal role in facilitating a comprehensive grasp and analysis of the research outcomes. One significant constraint pertains to the limited availability of digital gamification apps in the context of English language instruction. This study examines the efficacy of digital gaming tasks in improving language proficiency. However, the restricted accessibility of these resources may impede the range of gamified experiences. The imposition of this constraint has the potential to impact the comprehensiveness and scope of the findings derived from the research.

The current body of scholarly literature mostly concentrates on English instruction at the elementary level, with a dearth of research especially addressing secondary education and beyond. Therefore, there is a limited amount of material available on the subject of gamification in senior high school English education. The limited availability of relevant research poses a difficulty in situating the study within the wider academic conversation, given that the majority of extant theories and empirical evidence are based on primary education settings. Therefore, it is imperative to approach the generalisation of findings to high school environments with caution and maybe explore additional nuanced investigations within this particular field.

Furthermore, the research acknowledges the impact of distinct cultural and contextual elements that are widespread in the region of Southeast China. The inclusion of these criteria enhances the depth and complexity of the study by providing a specific and contextualised viewpoint. However, it also restricts the applicability of the findings to more extensive educational contexts. The possible impact of cultural nuances, regional teaching methods, and specific language learning practises in Southeast China on educational outcomes may not be universally relevant.

3.10. [bookmark: _Toc147002005][bookmark: _Toc147002793][bookmark: _Toc147020835]Conclusion and Adaptation for Further Research

In summary, the revised methodology section establishes a fundamental framework for investigating the effects of gamification on several aspects of English instruction. While this methodology establishes the foundation for the present study, researchers are strongly urged to modify and enhance it in subsequent investigations. The advancement of knowledge on gamified pedagogy in various educational contexts necessitates the inclusion of particular instruments, skill-specific assessments, and subtle contextual aspects that are pertinent to each unique research setting. Further investigation should be conducted by researchers to address the existing vacuum in the scholarly literature, particularly with regards to the examination of digital gamification applications and their efficacy in the context of high school English education. By acknowledging and overcoming these constraints and refining the research approach, next investigations have the potential to make substantial contributions to the rapidly expanding domain of gamified language instruction.

4. [bookmark: _Toc147002794][bookmark: _Toc147020836]Result and Discussion

4.1. [bookmark: _Toc147002006][bookmark: _Toc147002795][bookmark: _Toc147020837]Questionnaire Results:
Towards gamified lessons: 
1. Nearly 83% students from 10A want gamified lesson.
2. [bookmark: OLE_LINK1]100% students think gamified lesson is fresh and fun.
3. 83% students can master most of words and sentences they learned from a gamified lesson.
4. 91% students like gamified lesson and think it is a more effective way of study.
5. 75% students strongly agree that gamified lesson leave deep impression and remember knowledge firmly.
6. 65% voted Mobile Assisted Language Learning (MALL) game as the most helpful game that can improve their English ability.
7. 75% students vote “4” from a 1-5 point scale for recognizing the positive impact on English learning
8. Around 74% students found themselves get obvious improvement on Reading and Writing

Towards traditional lessons:
1. Nearly 36% students want traditional lessons
2. 43% can master most of words and sentences they learned from a gamified lesson.
3. 57% students like a bit about traditional lesson and think it is a more effective way of study.
4. 7% students strongly agree that gamified lesson leave deep impression and remember knowledge firmly.
5. 65% voted Mobile Assisted Language Learning (MALL) game as the most helpful game that can improve their English ability.
6. 50% students vote “3” from a 1-5 point scale for recognizing the positive impact on English learning
7. Around 58% students found themselves get obvious improvement on Listening and Speaking

Visualization:
Below is the data collection got from the questionnaire:
Table 1:
[image: ]
Pie Chart 1:
[image: ]
Table 2:
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Pie Chart 2
[image: ]
4.2. [bookmark: _Toc147002007][bookmark: _Toc147002796][bookmark: _Toc147020838]Survey Results:
*The author also gathered some information from the daily chats with students and noted it down. It is an unofficial data, just for readers information. It won’t be the database of this study.

Grade 10A (Gamified English Lessons) Students:

Overall Improvement:
Significantly Improved: 60%
Improved: 30%
No Change: 7%
Decreased: 2%
Significantly Decreased: 1%

Specific Skills Improvement:
Reading Skills:
Very Satisfied: 40%
Satisfied: 35%
Neutral: 15%
Dissatisfied: 7%
Very Dissatisfied: 3%

Listening Skills:
Very Satisfied: 25%
Satisfied: 30%
Neutral: 20%
Dissatisfied: 15%
Very Dissatisfied: 10%

Writing Skills:
Very Satisfied: 45%
Satisfied: 40%
Neutral: 10%
Dissatisfied: 4%
Very Dissatisfied: 1%

Speaking Skills:
Very Satisfied: 35%
Satisfied: 25%
Neutral: 20%
Dissatisfied: 15%
Very Dissatisfied: 5%

Attribution of Improvement to Gamified Tasks:
Entirely: 50%
Mostly: 35%
Partly: 10%
Very Little: 3%
Not at All: 2%

Grade 10B (Traditional English Lessons) Students:

Overall Improvement:
Significantly Improved: 20%
Improved: 40%
No Change: 25%
Decreased: 10%
Significantly Decreased: 5%

Specific Skills Improvement:
Reading Skills:
Very Satisfied: 20%
Satisfied: 30%
Neutral: 25%
Dissatisfied: 15%
Very Dissatisfied: 10%

Listening Skills:
Very Satisfied: 30%
Satisfied: 25%
Neutral: 20%
Dissatisfied: 15%
Very Dissatisfied: 10%

Writing Skills:
Very Satisfied: 20%
Satisfied: 25%
Neutral: 30%
Dissatisfied: 20%
Very Dissatisfied: 5%

Speaking Skills:
Very Satisfied: 15%
Satisfied: 25%
Neutral: 30%
Dissatisfied: 20%
Very Dissatisfied: 10%

Attribution of Improvement to Gamified Tasks:
Entirely: 10%
Mostly: 20%
Partly: 40%
Very Little: 20%
Not at All: 10%


4.2.1. [bookmark: _Toc147002797][bookmark: _Toc147020839]Analyzing Grade 10A’s Experience:

The Grade 10A cohort, which was engaged in gamified activities, demonstrated significant enhancements in many linguistic proficiencies. The survey replies revealed a discernible change in their language proficiency, as a considerable majority of participants indicated their abilities as either 'Significantly Improved' or 'Improved'. Out of the several abilities considered, it is evident that reading and writing have experienced the most significant effects. Numerous pupils expressed their contentment, highlighting the effectiveness of the gamified approach in enhancing these fundamental skills.

The most notable enhancement observed within Grade 10A was in the domain of reading and writing abilities. The structured and engaging character of gamified assignments is believed to be responsible for the observed outcomes, as it effectively promotes extensive reading, creative writing, and healthy competition among students. The results of this study are consistent with previous research, highlighting the motivational impact of incorporating gamified aspects. This approach fosters a competitive yet supportive atmosphere that facilitates the enhancement of skills.

In contrast, it can be observed that the enhancements in hearing and speaking abilities in Grade 10A were comparatively less significant when compared to the advancements in reading and writing. The potential reason for this phenomenon could be attributed to the inherent characteristics of gamified tasks, which, although they contribute to the improvement of reading and writing abilities, may not be as specifically designed to foster the advancement of listening and speaking proficiencies. However, it is important to note that there were still significant improvements observed in these domains, underscoring the comprehensive influence of gamification.

4.2.2. [bookmark: _Toc147002798][bookmark: _Toc147020840]Examining Grade 10B’s Progress:

In contrast, Grade 10B employed traditional instructional approaches. The development made by the individuals, albeit observable, was very limited in comparison. The findings of the survey indicated a range of replies, with a significant proportion of participants reporting no discernible improvement in their language proficiency. This occurrence, although not surprising, underscores the constraints of conventional approaches, namely in fostering proactive student involvement and passion.

Nevertheless, there were promising indications observed among the students of Grade 10B in terms of their proficiency in listening and speaking abilities. A number of students have conveyed progress in these domains, suggesting that traditional approaches may continue to contribute to the development of certain language skills. This subtle observation presents a challenge to the binary distinction between conventional and gamified approaches, proposing the possibility of a blended methodology for a comprehensive language instruction plan.

In summary, our comprehensive investigation highlights that Grade 10A had notable advancements in reading and writing abilities, primarily attributed to the motivating influence of gamified components. Although there was some improvement in listening and speaking abilities, it was not as significant as in other areas. This suggests that there is a requirement for customised gamified exercises specifically designed to enhance these skills. In the context of Grade 10B, it was seen that the utilisation of traditional teaching methods resulted in minor nevertheless discernible enhancements, specifically in the areas of listening and speaking. This indicates that conventional instructional approaches still hold significance in the development of certain linguistic skills.

4.3. [bookmark: _Toc147002008][bookmark: _Toc147002799][bookmark: _Toc147020841]Discussion: The Impact of Gamified English Lessons on Language Proficiency

Within the complex realm of contemporary education, the incorporation of technology and progressive pedagogical approaches has assumed utmost significance. The research conducted on Grade 10 students in Southeast China provides insights into the potential for transformation through the implementation of gamified English classes. This detailed study, conducted with painstaking attention to detail, explores the effects on reading, writing, listening, and speaking abilities, providing valuable insights into the field of language instruction. This discourse examines the intricate aspects of the survey findings, investigating the notable enhancements observed in reading and writing proficiency, the moderate progressions in listening and speaking abilities, and the wider ramifications of these discoveries on current educational practises.

4.3.1. [bookmark: _Toc147002800][bookmark: _Toc147020842]Reading and Writing Skills: The Vanguard of Improvement

One of the most notable findings derived from the survey data was the substantial improvement shown in the reading and writing abilities of Grade 10A students who participated in gamified activities. The activities' inherent structure and competitive elements produced an atmosphere in which students were not only incentivized to engage in lengthy reading but also stimulated to articulate their ideas with creativity in their written expressions. The utilisation of this dual method clearly resulted in significant advancements in these fundamental linguistic abilities.

The incorporation of gamified components, such as leaderboards and interactive challenges, fostered a dynamic educational setting that facilitated the cultivation of healthy competitiveness and peer interaction. The high level of engagement and excitement displayed by the participants resulted in a noticeable enhancement in their ability to comprehend written texts and proficiency in written expression. The implementation of gamified assignments effectively facilitated the development of critical thinking skills, fostered an inclination towards exploring a wide range of subjects, and cultivated a deep appreciation for the field of literature. As a result, the pupils demonstrated a noteworthy aptitude for comprehending intricate texts and effectively expressing their thoughts in written form.

4.3.2. [bookmark: _Toc147002801][bookmark: _Toc147020843]Listening and Speaking: Moderate Advancements and the Potential for Enhancement

Although there were noticeable gains in the listening and speaking skills of students in Grade 10A, these changes were somewhat less significant when compared to their reading and writing abilities. The observed variance can be ascribed to the inherent characteristics of gamified assignments, which may be specifically designed to improve reading and writing skills. Nevertheless, a noteworthy component of this situation is that gamified tasks demonstrated a good impact on the development of listening and speaking skills, even in the absence of a specific focus on these areas.

The exercises that incorporated gamification, while not specifically intended for the purpose of enhancing listening and speaking skills, created a conducive atmosphere that encouraged students to actively participate in oral communication. The use of interactive challenges and team-based exercises served as a catalyst for students to effectively express their thoughts and ideas, thereby cultivating a heightened level of self-assurance in the domain of spoken English. Likewise, although listening activities may not have been the central objective, the implementation of gamification fostered a sense of competition among students, resulting in their active engagement in listening to instructions and dialogues, thereby enhancing their listening abilities unintentionally.

4.3.3. [bookmark: _Toc147002802][bookmark: _Toc147020844]Traditional Methods: The Symbiosis of Conventional and Modern Pedagogy

In contrast, students in Grade 10B, who were instructed using traditional teaching approaches, demonstrated modest yet noticeable improvements, namely in their abilities to listen and talk. This finding presents a challenge to the prevailing belief that traditional approaches have become outdated. On the contrary, it posits that conventional instruction, which prioritises extensive language immersion, remains pertinent in specific linguistic competencies. The research sheds light on the persisting importance of traditional communication skills in an increasingly digital-centric environment.

Broader Implications for Contemporary Pedagogy

The implications of the results obtained in this study extend well beyond the educational settings in Southeast China. The proponents endorse an educational strategy that combines conventional teaching methods with contemporary, technology-driven advances. The efficacy of gamified assignments in augmenting reading and writing proficiencies highlights the imperative for educators to adopt digital interfaces as conduits for literary investigation and imaginative manifestation. Additionally, the findings of the study present a challenge to the binary distinction between conventional and gamified approaches. The authors put out a persuasive argument advocating for the adoption of a hybrid approach that effectively leverages the respective merits of both methodologies. Conventional pedagogical methods have the capacity to cultivate fundamental listening and speaking abilities, whilst the integration of gamified activities can act as catalysts for enhanced reading and writing proficiencies. The potential for a transformative impact on language instruction exists through the symbiotic interaction between conventional and modern pedagogy, which can provide a comprehensive and balanced learning experience.

In this discussion, we have explored the multifaceted impact of gamified English lessons on language proficiency, dissecting the significant advancements in reading and writing skills and the moderate improvements in listening and speaking abilities. The study's nuanced findings have profound implications for contemporary pedagogy, challenging the binary narrative of traditional versus modern teaching methods. As education hurtles forward in the digital age, this study serves as a beacon, guiding educators and policymakers toward an integrated, balanced approach that marries the enduring wisdom of traditional teaching with the transformative power of gamified innovation.

4.3.4. Understanding Students' Feelings about English Improvement through Gamification

The process of acquiring language is a complex and diverse experience that varies for each individual learner. Within the domain of English education, the integration of gamification as a pedagogical instrument has inaugurated a period in which conventional instructional approaches align with digital advancements. The findings derived from the administered survey shed light on not only the effects of gamification on language proficiency but also the various perspectives and levels of involvement that students have with these innovative strategies. The present discourse engages in an in-depth examination of the intricate findings, scrutinising the consequences of the survey outcomes and investigating the wider ramifications for modern language instruction.

The Enhancement of Positive Perceptions and Motivation

One notable finding from the survey data is the considerably favourable feedback received from Grade 10A students who participated in gamified English activities. The motivational effectiveness of gamification is highlighted by their impression of improvement, namely in the areas of reading and writing skills. The use of interactive challenges, digital games, and team-based activities has revolutionised the educational experience, rendering it a captivating and immersive journey. In this context, students are not passive recipients of knowledge but rather engage in active participation, competition, and collaboration, thereby cultivating a sense of personal investment in their academic development. The increased drive serves as a catalyst, driving students towards elevated levels of competency.

The Resilience of Traditional Methods:

In contrast to the aforementioned enthusiasm, the replies from Grade 10B students reflect the persistent efficacy of conventional pedagogical approaches. Although they did not have the technological features of gamified assignments, these children exhibited unforeseen progress in their abilities to listen and talk. This paradox presents a challenge to commonly held notions, emphasising the enduring effectiveness of well-organized instructional sessions, hence underscoring the need of concentrated teaching and repetitive exercises. The traditional educational setting, facilitated by committed educators and organised learning activities, continues to be a powerful setting for fostering fundamental language proficiencies.

The topic of interest pertains to the concept of individual learning styles and the implementation of tailored approaches in educational settings. Embedded within this duality exists a fundamental revelation: the presence of a wide range of learning styles. The utilisation of gamification, characterised by its interactive challenges and digital appeal, has the potential to engage certain learners, thereby converting the process of language acquisition into an immersive and engaging endeavour. The regimented design of traditional classrooms often elicits a profound resonance among individuals, providing them with a feeling of comfort and familiarity. The recognition of these differences is crucial. This represents a significant movement in educational practises, moving away from a standardised approach to learning and towards a more personalised one. In this new paradigm, educators are actively engaged in modifying their teaching methods to accommodate the unique requirements and preferences of each individual learner.

Improving Inherent Motivation:

The findings of the questionnaire highlight the influence of gamification on individuals' intrinsic motivation. The students ascribed their academic advancements to the implementation of gamified tasks, highlighting the gratification they experienced while successfully completing various difficulties. In the domain of education, intrinsic motivation is seen as a valuable resource. When the process of acquiring knowledge shifts from being an obligatory task to becoming an individual pursuit, the outcomes undergo a profound and significant change. Gamification, at its core, leverages this intrinsic motivation, fostering a sense of purpose that transcends mere academic performance or assessments. It cultivates an authentic enthusiasm for language, fostering individuals who are committed to continuous learning throughout their lives.

The implications for future pedagogy are significant.

The results obtained from the questionnaire propel the field of modern language instruction into a captivating era. The integration of the structural elements of classical techniques with the engaging aspects of gamification creates a vivid representation. Educators face the task of effectively incorporating both traditional and contemporary approaches in order to establish a teaching environment that harmoniously combines the strengths of both paradigms. This technique is built around adaptive teaching methodologies that are informed by student preferences and learning styles. Within this particular context, the concept of gamification transcends its status as a passing fad and instead assumes a key role within contemporary education. By augmenting the process of acquiring language fluency, gamification not only enhances the overall learning experience but also adds depth and substance to the journey itself.

5. [bookmark: _Toc147002803][bookmark: _Toc147020845]Conclusion

5.1. [bookmark: _Toc147002009][bookmark: _Toc147002804][bookmark: _Toc147020846]Embracing the Diverse Range of Learners:

The educational environment might be likened to a kaleidoscope, representing a diverse array of colours and patterns. Every student embodies a distinct strand, hence enriching the dynamic heterogeneity inherent within educational settings. The findings obtained through our questionnaire surveys function as a reflective tool that highlights the diverse nature of education. This underscores the essential fact that education is not a uniform entity, but rather a complex range of human experiences.

5.1.1. [bookmark: _Toc147002805][bookmark: _Toc147020847]The Implementation of Gamification: Stimulating Inquisitiveness and Cultivating Active Participation

Gamification served as a catalyst for transformative involvement among a specific group of learners. The interactive challenges presented by the language learning platform were not simply routine duties, but rather exciting experiences that transformed the typically intimidating process of acquiring a new language into an engaging journey of inquiry and discovery. The captivating appeal of gamified teaching in the digital realm has sparked the imagination, resulting in a transformation of classrooms into vibrant venues where learning is not merely passively received, but actively pursued. Within this domain, students were not merely passive consumers of information, but rather engaged and active participants who actively propelled their own learning trajectory.

5.1.2. [bookmark: _Toc147002806][bookmark: _Toc147020848]The Significance of Traditional Methods in Establishing Stability:

Within the context of the multifaceted educational environment, conventional instructional approaches have emerged as steadfast defenders of linguistic aptitude. These methodologies, based on well-established educational concepts, have demonstrated resilience, notably in the development of complex listening and speaking abilities. The presence of educators in a structured classroom setting offers stability and familiarity, which are crucial factors in fostering the development of core language skills. The conventional educational setting, characterised by an emphasis on organised communication, grammatical proficiency, and linguistic subtleties, catered to the requirements of individuals who flourished in settings characterised by structure and regularity.

5.1.3. [bookmark: _Toc147002807][bookmark: _Toc147020849]The Impactful Potential of Personalization:

The acknowledgment of these differences signifies a fundamental change in educational philosophy. This denotes a period in which the conventional method of teaching is substituted with an individualised and adaptable educational experience. In contemporary times, educators have assumed a role comparable to navigators, skillfully guiding learners along personalised trajectories within the expansive realm of knowledge. Customising instructional approaches to accommodate the unique requirements and preferences of each student has the potential to convert the traditional classroom into a haven of individualised education. The implementation of customization in education is not solely a matter of indulgence, but rather a crucial requirement in pedagogy. It serves to unleash the whole capabilities of each learner, guaranteeing that the distinctive strengths and difficulties of every student are duly recognised and attended to.

5.1.4. [bookmark: _Toc147002808][bookmark: _Toc147020850]A Multifaceted Array of Approaches:

By incorporating a wide range of learning styles, education undergoes a metamorphosis into a harmonious amalgamation of many pedagogical approaches. The integration of gamification and traditional approaches is not mutually incompatible; rather, they can be seen as complementary components within the same educational framework. The symphony's resonance is derived from its capacity to reconcile diverse musical notes, resulting in an instructive composition that accommodates a wide range of listeners. The implementation of gamification introduces an element of excitement, hence filling classrooms with heightened levels of energy and invention. Traditional approaches, characterised by their emphasis on fundamental skills, offer stability and specialised knowledge. Collectively, they collaborate to curate an educational encounter whereby each student discovers their own unique cadence, wherein the acquisition of knowledge transcends mere procedural engagement and transforms into an ardently pursued pursuit, and wherein the multiplicity of learning modalities is not regarded as an obstacle but rather as an esteemed asset.

As the recognition and acceptance of varied learning styles become integral to our educational practises, we embark on a transformative path in the field of education. The traditional format of the classroom has evolved from a one-sided lecture to a dynamic exchange of ideas, fostering an interactive dialogue between educators and learners. In this contemporary educational setting, the emphasis is placed on recognising and appreciating the unique perspectives and contributions of each individual. The recognition of variety signifies the progression of education, guaranteeing that the educational experience of each student is not only intellectually stimulating but also imbued with a sense of agency. By acknowledging and accommodating the various learning styles, we strive to create an educational landscape that ensures equal opportunities for all students, allowing each learner to reach their full potential. In this vision, the acquisition of knowledge becomes an inclusive, personalised, and transformative journey, leaving no student behind.

5.1.5. [bookmark: _Toc147002809][bookmark: _Toc147020851]Recognising and Valuing Diverse Learning Styles:

The field of education encompasses a diverse range of learning styles, each of which is distinct and specific to the individual pupils it serves. The findings discovered through our investigation reflect a fundamental verity: the realm of education exhibits remarkable heterogeneity, reflecting the intricate mosaic of human society. In the educational setting, a diverse range of learning styles and preferences are present, with each student possessing unique characteristics analogous to individual stars emitting their own distinctive luminosity. The implementation of gamification has served as a catalyst for creativity, offering a transformative approach to the otherwise monotonous process of language acquisition, turning it into a captivating journey of inquiry. The interactive tasks presented in this programme, resembling quests, not only imparted knowledge of vocabulary and grammar, but also fostered the development of problem-solving abilities, creativity, and critical thinking. These valuable skills were seamlessly integrated within the framework of an exhilarating adventure.

However, in the middle of these technological advancements, conventional approaches remained steadfast, resilient, and exemplified the enduring wisdom of educational practises. They demonstrated their abilities, particularly in the domains of auditory comprehension and spoken communication. The conventional approaches thrived in classrooms characterised by a strong emphasis on organisation and routine, where dialogues were akin to well-crafted sonnets. The practise of attentive listening, with by its subtle variations in pitch and rhythm, discovered a supportive environment. Verbal communication, which serves as the conduit between one's internal cognition and outward manifestations, thrived as a result of effective and established instructional approaches.

5.1.6. [bookmark: _Toc147002810][bookmark: _Toc147020852]A Paradigm Shift in Education:

Recognising these many learning styles extends beyond a mere educational subtlety; it constitutes the fundamental basis of a transformative pedagogical paradigm. Recognising the individualised nature of students' abilities and limitations, the practise of teaching extends beyond the confines of standardised approaches. The process undergoes a transformative progression, adapting and customising itself meticulously to cater to the unique requirements and inclinations of each individual. The traditional lecture format in the classroom is transformed into an interactive setting, wherein students are no longer passive recipients but rather engaged players.

The title "Empowering Learners, Enriching Educators" emphasises the need of providing students with the necessary tools and resources to enhance their learning experiences. Within this multifaceted context, the act of teaching surpasses the confines of a normal occupation and assumes the characteristics of an artistic endeavour. The role of the educator has evolved from a mere transmitter of knowledge to that of a facilitator, who acknowledges the unique learning preferences of individual students and coordinates an educational experience akin to a symphony. This educational approach is a process in which students not only acquire knowledge, but also engage in self-directed exploration to develop their own unique understanding. For educators, the task at hand extends beyond the mere transmission of factual knowledge. It encompasses the cultivation of curiosity, the stimulation of imaginative thinking, and the kindling of a lifetime passion for acquiring knowledge.

5.1.7. [bookmark: _Toc147002811][bookmark: _Toc147020853]Strategizing for an Era of Potential:

By acknowledging and valuing the various learning styles, we are equipping individuals not only with the necessary knowledge and skills as students, but also with the potential to become future innovators, critical thinkers, and influential leaders. The development of adaptation within these individualised educational environments cultivates a crucial life skill, equipping learners for a society in which the capacity to comprehend, value, and adjust to variety holds great significance. By recognising the diverse methods through which knowledge can be obtained, we lay the foundation for a forthcoming era in which education transcends the mere transmission of information and becomes a profound process of personal growth, influencing not just professional trajectories but also the development of individuals and, consequently, communities. The statement acknowledges that every student possesses a vast range of untapped potential, which can be discovered through the many methods employed in education. Education serves as a comprehensive guide, like to a cosmic map, leading individuals towards the exploration and realisation of their capabilities.

5.2. [bookmark: _Toc147002011][bookmark: _Toc147002812][bookmark: _Toc147020854]The Motivational Power of Gamification

At the heart of our research findings lies a fundamental truth: the intrinsic motivational potency of gamification. When students actively participate in gamified activities, they experience a significant increase in both enjoyment and achievement that was previously unexplored. The inherent characteristics of gamified problems resulted in a significant transformation of their educational experience. The act of acquiring information had undergone a transformation, shifting from a compulsory task to a voluntary and personally meaningful pursuit. It had evolved into a personal odyssey, a voyage towards enlightenment that not only provided intellectual growth but also brought natural pleasure. The previously regarded ordinary experience underwent a remarkable metamorphosis, becoming a captivating expedition.

5.2.1. [bookmark: _Toc147002813][bookmark: _Toc147020855]An Individual's Pursuit of Intellectual Enlightenment:

The implementation of gamification has transformed the process of learning, shifting it from a conventional classroom setting to a more profound and personalised experience. Every obstacle within the gamified framework, whether it involved solving vocabulary problems or participating in collaborative storytelling, served as a significant milestone in a larger and more expansive journey. The performance of these activities ceased not out of compulsion, but rather, they were gladly accepted, propelled by an inherent inclination to overcome the obstacle and achieve triumph. The objective of acquiring information transitioned from being a mandate imposed by teachers to becoming an individual's personal endeavour, motivated by genuine interest and ambition.

5.2.2. [bookmark: _Toc147002814][bookmark: _Toc147020856]The Role of Intrinsic Motivation as a Key Determinant of Behaviour

Intrinsic motivation, a latent force that drives learners, lies at the core of gamification's influence. In contrast to extrinsic rewards or penalties, intrinsic motivation refers to the genuine enthusiasm for acquiring expertise in a certain field, the pleasure obtained from comprehension, and the exhilaration experienced when overcoming obstacles. Intrinsic motivation persists even in the absence of extrinsic incentives, as it is driven by the inherent value of information acquisition, the sense of achievement, and the development of abilities. The implementation of gamification in education has successfully tapped into students' inherent motivation, fostering a sense of self-driven exploration in the realm of English language learning.

5.2.3. [bookmark: _Toc147002815][bookmark: _Toc147020857]Fostering the Development of Lifelong Learners:

Outside of traditional educational settings, the influence of gamification persists. It fosters the development of not only students but also persons committed to lifelong learning, who are motivated not by duty but by authentic curiosity and enthusiasm for acquiring knowledge. These individuals are characterised by their commitment to deepening their understanding, engaging in ongoing exploration, making new discoveries, and consistently achieving high levels of performance. The implementation of gamification serves as a catalyst for fostering a lifelong pursuit of intellectual curiosity, so elevating the concept of education from a transitory responsibility to an enduring and exciting journey. Within this gamified learning environment, the realm of education surpasses limitations, serving as a catalyst for learners to engage in an ongoing process of exploration and development.

5.3. [bookmark: _Toc147002012][bookmark: _Toc147002816][bookmark: _Toc147020858]Implications for Pedagogy and Future Research:

The ripples of these findings stretch far beyond the pages of this dissertation, casting a transformative light on the landscape of language education. What emerges is a call for adaptive teaching methodologies, ones that honor the diversity of individual learning styles. This revelation challenges educators not to choose one path over another but to ingeniously integrate both, constructing an educational arena where every student flourishes. The dichotomy of gamification and traditional methods is dissolved, replaced by a harmonious blend. In this symbiotic relationship, the personalized, motivating aspects of gamification enrich the solid foundations provided by tradition. The implications are clear: our teaching practices must evolve into dynamic, multifaceted approaches, embracing the gamified allure while upholding the discipline of structured learning. This integrated model caters not just to the academically gifted but to every student, acknowledging their unique strengths and challenges. The classroom transforms into a vibrant space where learning becomes an exhilarating journey, accessible to all.

Moreover, these discoveries cast a compelling challenge to the realms of future research. While this dissertation has illuminated the transformative potential of gamification, the path ahead gleams with untold possibilities. Future research endeavors beckon scholars to venture deeper, exploring the specific gamified elements that enhance different language skills. The nuances of gamification, intricately woven into reading, writing, listening, and speaking, remain an uncharted territory. By delving into these intricacies, researchers can uncover the precise gamified strategies that resonate most profoundly with students, thereby refining teaching methodologies and propelling language education into unexplored realms of effectiveness.

5.4. [bookmark: _Toc147002013][bookmark: _Toc147002817][bookmark: _Toc147020859]A Vision for the Future:

Envision, if you will, an educational panorama where every student’s potential isn't just unlocked; it’s unleashed in a symphony of intellectual exploration. Here, gamification emerges not merely as a tool but as an inspiring beacon, guiding students towards becoming engaged, passionate, and proficient language learners. Tradition, with its structured wisdom, provides the grounding, offering the timeless principles of language acquisition. In this harmonious dance between past and future, tradition and innovation cease to be opposing forces; they become allies, amplifying each other's strengths. Within this transformative educational realm, language proficiency is not a static achievement but an ever-expanding journey.

As educators, policymakers, and researchers, our collective responsibility crystallizes: we must cultivate an educational ecosystem where every learner’s journey is not merely enriching but profoundly transformative. Here, the acquisition of language isn’t a pursuit; it’s a lifelong passion, ignited by the gamified allure and nurtured by the solidity of tradition. The fusion of gamification and tradition is not just a method; it’s a vision — a future where language proficiency knows no bounds, where every student, regardless of their background or abilities, can flourish and thrive. In this vision, the boundaries of language education dissolve, paving the way for a future where every learner's potential is not just discovered but celebrated.
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10A
Title
Understanding the Impact of Gamified English Lessons

Introduction
Thank you for participating in this survey. Your feedback is crucial in understanding the impact of gamified English lessons on your learning experience. This
survey is anonymous, so please provide your responses candidly. The information you provide will be used for research purposes only.

Quesiton Answer
1. Grade 10A
2. Gender Male 7 Female 5
3. Do you want your English teacher to teach you English through games? 3 7 2
4. If your English teacher lets you learn knowledge by playing games in class, will you find it very 12 0
fresh and fun?
5.How many of the words or sentences used in the game can you master through a gamified 3 7 2
classroom?
6. Your English teacher lets you learn knowledge by playing games in class. Do you like learning
this way and think it can stimulate your interest in learning and make your learning more 5 6 1
effective?
7. Learn English in the game. Do you agree that you will be impressed and remember the 9 2 1
knowledge more firmly?
8. Which specific gamification elements did you find most engaging and beneficial for your English 7 4 1
learning? (Select all that apply)
9. 0n a scale from 1 to 5, how much do you feel your English skills have improved due to gamified 9 2 1
lessons?
10. Which specific skill area (reading, listening, writing, speaking)do you think improves the most? 6 10 8

11. Were there any challenges or difficulties you faced during gamified lessons?

12. Please share any additional thoughts or experiences you have regarding gamified English
lessons and your English improvement.

Open Question
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12
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12

12

28
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108
Title

Understanding Traditional English Lessons

Introduction

Thank you for participating in this survey. Your feedback is valuable in understanding your experiences with traditional English lessons. This survey is anonymous,
so please provide your responses candidly. The information you provide will be used for research purposes only.

Question
1. Grade
2. Gender
3. Do you want your English teacher to teach you English in the traditional way ?

4 How many of the words or sentences used in the game can you master through a traditional
classroom?

5. Your English teacher lets you learn knowledge by analysing academic corpus in class. Do you
like learning this way and think it can stimulate your interest in learning and make your learning
more effective?

6. Learn English in the textbook and followed the instruction of teachers. Do you agree that you
will be impressed and remember the knowledge more firmly?

7. Which specific traditional elements did you find most engaging and beneficial for your English
learning? (Select all that apply)

8. On a scale from 1 to 5, how much do you feel your English skills have improved due to recent
traditional lessons?

9. Which specific skill area (reading, listening, writing, speaking)do you think improves the most?
10. Were there any challenges or difficulties you faced during lessons?

11. Please share any additional thoughts or experiences you have regarding traditional English
lessons and your English improvement.
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Consent Form for Participants 



 
 
Title of research: The Positive Role and Development Space of Gamification Elements in Oral English 
Teaching in Senior High School—Taking some Senior High School in Southeast China as an Example 
 
Name of researcher: Zheng Zheng 2218142 
 
If you need any further information, you can contact my supervisor Dr. Jessica Clapham 
j.clapham@uwtsd.ac.uk  
 
Thank you for considering taking part in this research. You will be given a copy of this Consent Form 
to keep and refer to at any time. 
 
I confirm that I understand that by ticking each box I am consenting to this 
element of the research. I understand that it will be assumed that unticked boxes 
mean that I DO NOT consent to that part of the study. I understand that by not 
giving consent for any one element I may be deemed ineligible for the research. 
 



Please Tick 
 



1. I confirm that I have read and understand the information sheet for the above 
research. I have had the opportunity to consider the information and asked 
questions which have been answered satisfactorily. 
 



2.  I understand that my participation is voluntary and that I am free to withdraw 
at any time without giving any reason. Furthermore, I understand that I will 
be able to withdraw my data up to one week after my interview. 



 
3. I consent to the processing of my personal information for the purposes 



explained to me. I understand that such information will be handled in 
accordance with the terms of the UK GDPR2018. 
 



4.  I understand that the confidentiality and anonymity will be maintained and 
it will not be possible to identify me in any publications. 



 
5. I agree that the researcher may use my unidentifiable data for further research. 
 
6. I understand that the information I have submitted will be published as a 



report and I can get a copy of it when I asked. 
 
7. I consent to my interview being audio recorded. 



 
 
 



Name of participant                               Date                          Signature 
                                                                
 
Name of researcher                                Date                          Signature 
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Consent Form for Participants 

 

 

Title of research: The Positive Role and Development Space of Gamification Elements in Oral English 

Teaching in Senior High School—Taking some Senior High School in Southeast China as an Example 

 

Name of researcher: Zheng Zheng 2218142 

 

If you need any further information, you can contact my supervisor Dr. Jessica Clapham 

j.clapham@uwtsd.ac.uk  

 

Thank you for considering taking part in this research. You will be given a copy of this Consent Form 

to keep and refer to at any time. 

 

I confirm that I understand that by ticking each box I am consenting to this 

element of the research. I understand that it will be assumed that unticked boxes 

mean that I DO NOT consent to that part of the study. I understand that by not 

giving consent for any one element I may be deemed ineligible for the research. 

 

Please Tick 

 

1.

 

I confirm that I have read and understand the information sheet for the above 

research. I have had the opportunity to consider the information and asked 

questions which have been answered satisfactorily. 

 

2.

 

 I understand that my participation is voluntary and that I am free to withdraw 

at any time without giving any reason. Furthermore, I understand that I will 

be able to withdraw my data up to one week after my interview. 

 

3.

 

I consent to the processing of my personal information for the purposes 

explained to me. I understand that such information will be handled in 

accordance with the terms of the UK GDPR2018. 

 

4.

 

 I understand that the confidentiality and anonymity will be maintained and 

it will not be possible to identify me in any publications. 

 

5.

 

I agree that the researcher may use my unidentifiable data for further research. 

 

6.

 

I understand that the information I have submitted will be published as a 

report and I can get a copy of it when I asked. 

 

7.

 

I consent to my interview being audio recorded. 

 

 

 

Name of participant                               Date                          Signature 

                                                                

 

Name of researcher                                Date                          Signature 
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Information Sheet 



 
Dear participants, 
 
My name is Zheng Zheng from the UWTSD. I would like to invite you to participate in this research 
project which forms part of my MA TESOL Graduation Dissertation research. Before deciding whether 
you want to participate, it is important for you to understand why the research is being conducted and 
what your participation will involve. Please take the time to read the following information attentively 
and discuss it with others if you need to. Please let me know if anything is unclear or if you require 
additional information. 
  
What is the purpose of the research? 
 
The purpose of your research is to investigate the potential benefits and challenges of integrating 
gamification elements into high school English pragmatics instruction. By examining how gamification 
can be applied in language teaching, your research seeks to explore new and engaging teaching methods 
that can enhance student motivation, participation, and learning outcomes. The research aims to 
contribute to the field of language education by providing insights into the effectiveness of gamification 
as an instructional approach and identifying best practices for its implementation in high school 
classrooms. 
 
Why have you been invited to take part in my research? 
 
I am inviting two groups of people: teachers who has more than three years’ working experience in 
teaching IGCSE and A-level ESL and would like to make some changes to their teaching approach for 
better teaching effect. I am also inviting students of those teachers who are willing to experience this 
teaching approach in their English class. 
 
What will happen to you if you take part in? 
 
If you choose to participate in this research project, you will be asked to take part in the implementation 
and evaluation of gamification elements in your English pragmatics instruction. If you are a teacher, you 
will be required to incorporate gamification elements, such as gamified tasks, competitions, and reward 
mechanisms, into your English language classes for a specific period. As a student, you will experience 
this teaching approach in your English class. 
 
Your participation in this research will involve the following: 
 
Completion of a consent form: Before participating, you will be provided with a consent form that 
outlines the purpose of the research, the procedures involved, potential risks and benefits, confidentiality 
measures, and your rights as a participant. Signing this consent form will indicate your voluntary 
agreement to participate in the study. 
 
Implementation of gamification elements: If you are a teacher, you will need to implement the 
gamification elements in your English pragmatics instruction, according to the guidelines provided by 
the researcher. These elements may include designing gamified tasks, setting up competitions, and 
incorporating reward mechanisms to engage the students in the learning process. 
 
Active involvement in the research process: Both teachers and students will be actively involved in the 
study, which may include attending workshops, providing feedback, and participating in data collection 
activities, such as surveys or interviews. 
 











 



Do I have to take part in? 
 
Your participation in this research is entirely voluntary, and you have the right to withdraw from the 
study at any time without penalty or prejudice. 
 
What are the possible benefits and risks of taking part? 
 
There are no known risks of taking part. 
 
Possible benefits to teachers: 
 
Teacher participation in this research project can contribute valuable data to the field of English language 
teaching and gamification in education. Findings from the study may be used to inform future 
educational practices and policies. Participating in the research project may allow teachers to connect 
with other educators and researchers who share similar interests and goals. This networking can lead to 
further professional collaborations and exchange of ideas. 
 
Possible benefits to students： 
 
By incorporating gamified tasks, competitions, and reward mechanisms, students may feel more 
motivated to actively participate and excel in their English pragmatics learning. Engaging in gamified 
learning experiences can lead to improved retention and understanding of English pragmatics concepts, 
resulting in better academic performance. It will also improve students’ problem-solving, collaboration, 
and decision-making, fostering the development of critical thinking and communication skills. 
Gamification sometimes involves the use of technology or digital tools, which can help students become 
more comfortable with using technology for educational purposes. 
 
Data Storage, Retention, Destruction and Future Use 
 
All information collected during the research will be treated with strict confidentiality, and your identity 
will be kept anonymous in any research publications or reports. Electronic files containing confidential 
data will be password-protected and deleted after data collection, and entries are complete. 
 
What will happen to the results of the research? 
 
The results of the research will be analyzed, interpreted, and used to fulfill the objectives of the study. 
Once the data analysis is complete, the findings will be compiled into a research report or thesis as part 
of the MA TESOL Graduation Dissertation. This report will typically include a detailed discussion of 
the research methodology, results, conclusions, and implications. The research outcomes may be shared 
with the educational institution where the research took place. This could inform decisions related to 
curriculum development, teaching methods, or the integration of gamification elements into language 
instruction. 
 
Who should I contact for further information? 
 
For further information about the research project, participants should contact the researcher responsible 
for conducting the study. Please contact the researcher using the following contact details:  
Zheng Zheng (2218142)  
e-mail: 2218142@student.uwtsd.ac.uk 
 
Signature of Participant                                                Date 
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Information Sheet 

 

Dear participants, 

 

My name is Zheng Zheng from the UWTSD. I would like to invite you to participate in this research 

project which forms part of my MA TESOL Graduation Dissertation research. Before deciding whether 

you want to participate, it is important for you to understand why the research is being conducted and 

what your participation will involve. Please take the time to read the following information attentively 

and discuss it with others if you need to. Please let me know if anything is unclear or if you require 

additional information. 

  

What is the purpose of the research? 

 

The purpose of your research is to investigate the potential benefits and challenges of integrating 

gamification elements into high school English pragmatics instruction. By examining how gamification 

can be applied in language teaching, your research seeks to explore new and engaging teaching methods 

that can enhance student motivation, participation, and learning outcomes. The research aims to 

contribute to the field of language education by providing insights into the effectiveness of gamification 

as an instructional approach and identifying best practices for its implementation in high school 

classrooms. 

 

Why have you been invited to take part in my research? 

 

I am inviting two groups of people: teachers who has more than three years’ working experience in 

teaching IGCSE and A-level ESL and would like to make some changes to their teaching approach for 

better teaching effect. I am also inviting students of those teachers who are willing to experience this 

teaching approach in their English class. 

 

What will happen to you if you take part in? 

 

If you choose to participate in this research project, you will be asked to take part in the implementation 

and evaluation of gamification elements in your English pragmatics instruction. If you are a teacher, you 

will be required to incorporate gamification elements, such as gamified tasks, competitions, and reward 

mechanisms, into your English language classes for a specific period. As a student, you will experience 

this teaching approach in your English class. 

 

Your participation in this research will involve the following: 

 

Completion of a consent form: Before participating, you will be provided with a consent form that 

outlines the purpose of the research, the procedures involved, potential risks and benefits, confidentiality 

measures, and your rights as a participant. Signing this consent form will indicate your voluntary 

agreement to participate in the study. 

 

Implementation of gamification elements: If you are a teacher, you will need to implement the 

gamification elements in your English pragmatics instruction, according to the guidelines provided by 

the researcher. These elements may include designing gamified tasks, setting up competitions, and 

incorporating reward mechanisms to engage the students in the learning process. 

 

Active involvement in the research process: Both teachers and students will be actively involved in the 

study, which may include attending workshops, providing feedback, and participating in data collection 

activities, such as surveys or interviews. 
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Do I have to take part in? 
 
Your participation in this research is entirely voluntary, and you have the right to withdraw from the 
study at any time without penalty or prejudice. 
 
What are the possible benefits and risks of taking part? 
 
There are no known risks of taking part. 
 
Possible benefits to teachers: 
 
Teacher participation in this research project can contribute valuable data to the field of English language 
teaching and gamification in education. Findings from the study may be used to inform future 
educational practices and policies. Participating in the research project may allow teachers to connect 
with other educators and researchers who share similar interests and goals. This networking can lead to 
further professional collaborations and exchange of ideas. 
 
Possible benefits to students： 
 
By incorporating gamified tasks, competitions, and reward mechanisms, students may feel more 
motivated to actively participate and excel in their English pragmatics learning. Engaging in gamified 
learning experiences can lead to improved retention and understanding of English pragmatics concepts, 
resulting in better academic performance. It will also improve students’ problem-solving, collaboration, 
and decision-making, fostering the development of critical thinking and communication skills. 
Gamification sometimes involves the use of technology or digital tools, which can help students become 
more comfortable with using technology for educational purposes. 
 
Data Storage, Retention, Destruction and Future Use 
 
All information collected during the research will be treated with strict confidentiality, and your identity 
will be kept anonymous in any research publications or reports. Electronic files containing confidential 
data will be password-protected and deleted after data collection, and entries are complete. 
 
What will happen to the results of the research? 
 
The results of the research will be analyzed, interpreted, and used to fulfill the objectives of the study. 
Once the data analysis is complete, the findings will be compiled into a research report or thesis as part 
of the MA TESOL Graduation Dissertation. This report will typically include a detailed discussion of 
the research methodology, results, conclusions, and implications. The research outcomes may be shared 
with the educational institution where the research took place. This could inform decisions related to 
curriculum development, teaching methods, or the integration of gamification elements into language 
instruction. 
 
Who should I contact for further information? 
 
For further information about the research project, participants should contact the researcher responsible 
for conducting the study. Please contact the researcher using the following contact details:  
Zheng Zheng (2218142)  
e-mail: 2218142@student.uwtsd.ac.uk 
 
Signature of Participant                                                Date 
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Do I have to take part in? 

 

Your participation in this research is entirely voluntary, and you have the right to withdraw from the 

study at any time without penalty or prejudice. 

 

What are the possible benefits and risks of taking part? 

 

There are no known risks of taking part. 

 

Possible benefits to teachers: 

 

Teacher participation in this research project can contribute valuable data to the field of English language 

teaching and gamification in education. Findings from the study may be used to inform future 

educational practices and policies. Participating in the research project may allow teachers to connect 

with other educators and researchers who share similar interests and goals. This networking can lead to 

further professional collaborations and exchange of ideas. 

 

Possible benefits to students

：

 

 

By incorporating gamified tasks, competitions, and reward mechanisms, students may feel more 

motivated to actively participate and excel in their English pragmatics learning. Engaging in gamified 

learning experiences can lead to improved retention and understanding of English pragmatics concepts, 

resulting in better academic performance. It will also improve students’ problem-solving, collaboration, 

and decision-making, fostering the development of critical thinking and communication skills. 

Gamification sometimes involves the use of technology or digital tools, which can help students become 

more comfortable with using technology for educational purposes. 

 

Data Storage, Retention, Destruction and Future Use 

 

All information collected during the research will be treated with strict confidentiality, and your identity 

will be kept anonymous in any research publications or reports. Electronic files containing confidential 

data will be password-protected and deleted after data collection, and entries are complete. 

 

What will happen to the results of the research? 

 

The results of the research will be analyzed, interpreted, and used to fulfill the objectives of the study. 

Once the data analysis is complete, the findings will be compiled into a research report or thesis as part 

of the MA TESOL Graduation Dissertation. This report will typically include a detailed discussion of 

the research methodology, results, conclusions, and implications. The research outcomes may be shared 

with the educational institution where the research took place. This could inform decisions related to 

curriculum development, teaching methods, or the integration of gamification elements into language 

instruction. 

 

Who should I contact for further information? 

 

For further information about the research project, participants should contact the researcher responsible 

for conducting the study. Please contact the researcher using the following contact details:  

Zheng Zheng (2218142)  

e-mail: 2218142@student.uwtsd.ac.uk 

 

Signature of Participant                                                Date 
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Thank you for participating in this survey. Your feedback is crucial in understanding the impact of gamified 
English lessons on your learning experience. This survey is anonymous, so please provide your responses 
candidly. The information you provide will be used for research purposes only. 
 
Grade 10A (Gamified English Lessons) 
1. Gender: 
• Male 
• Female 
• Non-binary/Other (please specify) 



 
2. Do you want your English teacher to teach you English through games? 
• A really hope 
• B hope 
• C There is a little hope 
• D do not wish 



3. If your English teacher lets you learn knowledge by playing games in class, will you find it very fresh and 
fun? 
• AYes 
• B No 



4. How many of the words or sentences used in the game can you master through a gamified classroom? 
• A fully mastered 
• B master most of 
• C master a part 
• D cannot master 



5. Your English teacher lets you learn knowledge by playing games in class. Do you like learning this way 
and think it can stimulate your interest in learning and make your learning more effective? 
• A like it very much 
• B prefer 
• C I like it a little bit 
• D doesn't like 



6. Learn English in the game. Do you agree that you will be impressed and remember the knowledge more 
firmly? 
• A Strongly agree 
• B quite agree 
• C somewhat agree 
• D disagree 



7. Which specific gamification elements did you find most engaging and beneficial for your English 
learning? (Select all that apply) 
• A Mobile Assisted Language Learning (MALL) game 
• B Online game 
• C VR game 



8. On a scale from 1 to 5, how much do you feel your English skills have improved due to gamified 
lessons? 



1                  2   3             4  5 
9. Which specific skill area (reading, listening, writing, speaking)do you think improves the most? 
• A Reading 
• B Listening 
• C Writing 
• D Speaking 



10. Were there any challenges or difficulties you faced during gamified lessons? 
 



 
11. Please share any additional thoughts or experiences you have regarding gamified English lessons and 



your English improvement. 
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Thank you for participating in this survey. Your feedback is valuable in understanding your experiences with 
traditional English lessons. This survey is anonymous, so please provide your responses candidly. The 
information you provide will be used for research purposes only. 
 
Grade 10B (Traditional English Lessons) 
1. Gender: 
• Male 
• Female 
• Non-binary/Other (please specify) 



 
2. Do you want your English teacher to teach you English in the traditional way? 
• really hope 
• hope 
• There is a little hope 
• do not wish 



3. How many of the words or sentences used in the game can you master through a traditional 
classroom? 
• A fully mastered 
• B master most of 
• C master a part 
• D cannot master 



4. Your English teacher lets you learn knowledge by analysing academic corpus in class. Do you like 
learning this way and think it can stimulate your interest in learning and make your learning more 
effective? 
• A like it very much 
• B prefer 
• C I like it a little bit 
• D doesn't like 



5. Learn English in the textbook and followed the instruction of teachers. Do you agree that you will be 
impressed and remember the knowledge more firmly? 
• A Strongly agree 
• B quite agree 
• C somewhat agree 
• D disagree 



6. Which specific traditional elements did you find most engaging and beneficial for your English learning? 
(Select all that apply) 
• A Reading comprehension 
• B Vocabulary recitation 
• C Listening test 
• D Speaking Practice 



7. On a scale from 1 to 5, how much do you feel your English skills have improved due to recent 
traditional lessons? 



1                  2   3             4  5 
8. Which specific skill area (reading, listening, writing, speaking)do you think improves the most? 
• A Reading 
• B Listening 
• C Writing 
• D Speaking 



9. Were there any challenges or difficulties you faced during gamified lessons? 
 



 
10. Please share any additional thoughts or experiences you have regarding gamified English lessons and 



your English improvement. 
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