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[bookmark: _Toc133178981]Abstract
Learning is a continuous process achieved from the birth to death of a person and is essential to all humans. Formal education is one of these forms of learning. The restrictive nature of lectures makes engaging students difficult, reducing academic performance and increasing anxiety in students. Research has shown that student engagement is linked to student retention and academic performance, which is the essence of this psychological intervention, gamification, and game-based learning. Gamification and Game-based learning have gained recognition in recent years due to the feats accomplished with this software in banking, hospitality, education etc. The widespread nature of these terms has led to outstanding developments. Yet, in higher education, very few efforts have gone into designing and implementing games for students at all higher education levels. This study will be undertaken to determine the benefits of learning with games and, at the end of the experiment, contribute to existing bodies of knowledge. However, this project encounters difficulty in determining learning content that can apply to all. Hence language learning will be the focus of the study.












[bookmark: _Toc133178982]Chapter One: Introduction
1.1. [bookmark: _Toc133178983] Background Information
The term ‘education’ has been defined in several ways, with the general idea remaining the same. The dictionary [1] defines education as the process of acquiring knowledge through teaching or learning. Adesemowo and Sotonade [2] define education as a life-long process of learning and skill development through acquiring knowledge or discipline of the mind. Less formal definitions could be drawn from the quotes of Oprah Winfrey, who said, “Education is the key to unlocking the world, a passport to freedom”, and Nelson Mandela, “Education is the most powerful weapon you can utilise to transform the world”. It is a known fact that education is essential to success as it helps develop crucial life skills, which include reading, writing, independent learning, social skills etc. It is also believed that attending school and attaining several degrees aligns a person on the path to success. While attending classes can have positive results, this belief holds only ideally and not realistically. Education is supposed to teach facts while training the mind to think, but the traditional teaching methods defeat the latter purpose of ‘training the mind to think’. Nowadays, students are fed a lot of information without the means to utilise this information, the instructors carry out teaching, but the learning does not occur. The conventional techniques teach what to think instead of the ‘how’ or ‘why’. Frankly, the average student is not interested, as their main goal is to complete that level of education regardless of whether a subject or topic was learned. The current education system focuses on the conformity of students, where every student learns the same thing at the same pace. Cramming rather than studying to pass an exam is prevalent in schools because too much information is delivered but cannot be understood and applied, defeating the main purpose of examinations. This system results in students who are less passionate about learning and look to others instead of themselves for knowledge. The pedagogical methods involve taking notes, reading lengthy textbooks, and attending lectures delivered in the same format on the same day and time every week over the semester, which could be mentally draining. Theorists Albert Einstein and Plato some time ago talked about the adverse effects coercion and compulsion had on students and how they prevented any form of learning. This could be viewed as a thing of the past due to the significant changes due to technological advancements. However, the reality is that the problem persists year after year. In more recent times, Sasha et al. [3], the internet entrepreneur and CEO of Meta, Mark Zuckerberg [4], and Elon Musk [5], founder and CEO of multiple innovative companies, stated that the education system needs to be improved. They emphasised the importance of thinking ‘outside the box’ and the value of purpose-driven programs and curricula in the education system. It is also puzzling that in some schools, the use of digital devices is banned or severely restricted. Notably, it could distract the learner, defeating the purpose of being in the class, especially if the student is doing something else, for instance, texting instead of paying attention. From one perspective, the focus should be taken away from the student, and the question could be asked, ‘Why is the student not able to pay attention to the lecture?’. A simple answer can also be provided ‘It is not engaging’. Another way to phrase the question would be, ‘If the lectures were engaging, purpose-driven, and offering intrinsic values to the learner, why would they be texting in the classroom? We can also picture a scenario in which a lecturer explains a complex topic using elements and characters of a popular game or movie. Surely, at the end of the lecture, it would be easier for them to remember part, if not all, of what was taught. Learning itself is enjoyable and occurs in different forms and environments. Humans are curious by nature; when coercion and control in education are removed and replaced with engaging elements, the result is intrinsically motivated, excited, and passionate students willing to do their best and do more than the bare minimum to achieve excellent grades. One way to accomplish this is by using games and game elements in classroom lectures. Statistics showed that 2022 recorded 3.03 billion gamers worldwide [statista]. Games are organised forms of play which use a medium such as a digital device, cards, boards etc. It allows children to learn through experimentation, from their victories and failures [https://www.cambridgeenglish.org/learning-english/parents-and-children/your-childs-interests/kids-are-here-to-play-the-importance-of-games/#:~:text=Research%20has%20shown%20that%20games,build%20new%20confidence%20and%20skills.]. Psychologists Jean Piaget in 1962 [https://files.eric.ed.gov/fulltext/EJ1090277.pdf] and Lev Vygotsky [00] in 1978, talked about the importance of play in education. Before then, Plato [https://www.researchgate.net/publication/336460471_Game-based_learning_-_a_long_history] proposed that play had an important role in education. In his words, “Play is the first step on a ladder towards true knowledge”. Also, the theory of education proposed by John Comenius [9] in the 17th century viewed games (Ludus) as the ideal form of learning.
Games in education refer to gamification and game-based learning (GBL). These terms are similar, but they do not mean the same thing. The general idea behind both is the same, i.e., transferring the positive features of a game into a mundane process or activity. Hence the term ‘gamifying’. These positive features in games that make them fun and engaging to users are the reason for their application in education. The word ‘Gamification’ was invented by Nick Pelling [6] in 2002, but it did not get much recognition until the year 2010. It involves using extrinsic motivational elements in games like leaderboards, badges etc., to engage and motivate students. Game-based learning takes a more active approach and involves utilising a game application, i.e., learning through playing games. These methods promote critical thinking and collaboration and enhance students’ problem-solving skills. Jean Piaget in 1973 and Lev Vygotsky in 1978 introduced GBL as an approach to teaching at the university level [https://www.researchgate.net/publication/336460471_Game-based_learning_-_a_long_history]. Since then, game-based learning and gamification have become increasingly popular due to their power to engage, motivate, and enhance students’ learning. Researchers have studied the usefulness and impact of games and have observed that if designed well, they could allow opportunities for communication, collaboration, problem-solving, hypothesis generation, reflective thinking etc. [10]. Nowadays, where many students have access to the internet and digital devices, it is natural for them to feel comfortable learning in a gaming environment. In the textbook approach, the students are left to develop novel ways to apply their knowledge in solving problems. Game-based learning offers a new way of immersing students in their education as no other technology and can provide platforms to engage the students in deeper understanding [11]. 
Recently, the ‘Metaverse’ has become buzz due to its ability to incorporate elements such as AI, big data, games, and extended reality (virtual reality, augmented and mixed reality) to immerse students in their curriculum fully. It provides a more comprehensive and immersive platform than regular gaming software applications. Within the Metaverse, students can take advantage of the real-time 3D-enhanced perception of a physical world and other virtual elements. This visualisation technology overcomes the limitations of over-reliance on textual content. Using these immersive technologies in an educational context is based on the need to pique students’ curiosity, arouse interest in education, engage and encourage them to have fun, achieve more ambitious goals and identify their passions. Another advantage of games in education is to promote learning from failures that never happen in school and takes away the fear of failure that the current teaching method instils in students. In gaming, it is common for gamers to lose or fail, if not once but repeatedly and continue playing to win while learning from their mistakes. It is also effective as it appeals to different types of learners and encourages personalised learning. The game-based education approach does not imply eradicating teachers and lecturers; they operate together. An instructor must guide students using game-based learning applications to maximise learning. The best part is that these software applications can be tailored to function on different platforms (laptops, tablets, mobile phones and even cyberspace) in different environments while meeting the learning objectives and providing immediate feedback.
[bookmark: _Toc133178984]1.2. Statement of the Problem
The education system needs to change from fundamental to higher levels. The traditional pedagogical methods (method of teaching) in place in the education system [13] need to be updated. The advent of technology has changed the way things work in different fields, even in certain areas of education, but the method of teaching is finding it difficult to adapt. From one perspective, the traditional model of lectures, taking notes, and reading textbooks without some autonomy, doesn’t work for twenty-first-century students. Many students are not engaging with these methods as a result. It also has been known to affect student satisfaction with school. This can lead to low academic performance as students do not feel motivated enough to be creative in their work. The focus, instead, is attaining a passing grade by whatever means, regardless of whether learning took place. Game-based education focuses on personalised learning and immersing students in the course content. The use of games and game elements in classrooms has become more popular over the years. However, the importance of ‘fun’ and ‘play’ in universities is still severely underrated. The misconception remains that learning is only achieved in formal and serious environments utterly devoid of humour. Hence the need for research in this field to disseminate information on the use of GBL and gamification in universities to better understand incorporation principles in the education system.
[bookmark: _Toc133178985]1.3. Aim of the Study
The study aims to determine the importance of play in education through gamification and game-based learning. This study will also involve research on the issues of student engagement with conventional teaching methods. The study proposes using gamification and game-based learning at higher levels of education to increase students’ play and engagement, which is vital for learning. It also seeks to discover implementation strategies in education to transform the current system of conformation and compliance into autonomy and creativity-driven learning. The research question to be answered is: What are the benefits of games in education? Do they facilitate or impair the learning process?
[bookmark: _Toc133178986]1.4. Objectives of the Study
a. Discuss learning and education to understand principles that must be followed to incorporate games into the curriculum.
b. Review existing literature on gamification and game-based learning to understand the concepts.
c. Review existing game-based learning and gamification software applications in education.
d. Evaluate existing gaming applications used in education.
[bookmark: _Toc133178987]1.5. Study Outline
The study to be carried out will be outlined as follows: Chapter One introduces the area being researched and the aim and objectives of the study. Chapter Two discusses related works in the field and explains the basic concepts. Chapter Three describes the work (to be) done and gives the rationale for the method used. Chapter Four discusses the (expected) results of the study, and Chapter Five summarises the study, highlighting the challenges faced.










[bookmark: _Toc133178988]Chapter Two: Literature Review
[bookmark: _Toc133178989]2.1. Overview of Learning
Learning, defined by [Lachman, 1997], is a process which develops a modification in stimulus-response relations due to continuous interaction with the environment through sensory perception. Learning is also a process of actively acquiring new knowledge. Learners begin their educational journey with a range of knowledge and skills previously acquired that influence their perceptions of the environment [Bransford et al. (1999)], which affects how they remember and interpret new information. This process also involves critical thinking and problem-solving using activities that enable the learner to think and build on prior knowledge [(Wenger, 2000; Edelson, 2001; Sharples et al., 2010]). This means that learning involves learning something somewhere and at a particular time. Education is one of the ways through which learning is achieved, and it could be formal or informal. Formal education occurs in a formal setting such as a school. It involves attending lectures, and usually, a trained instructor is present. Informal education occurs in less formal and social environments, i.e., knowledge could be acquired through interaction with peers or relatives. However, this study focuses on formal education at the university level.
Several years ago, information was passed from one person and generation to another through speech due to the absence of a reliable information carrier and distortions that may arise as information is being spread. Later, the invention of paper allowed learning through texts as it was more reliable than word of mouth [Metaverse in education 2022]. Due to technological developments like digital devices capable of conveying information in real time, the interest in acquiring information through text is gradually diminishing. In higher education, the pedagogical methods still in use involve taking notes, reading lots of text, and reproducing these texts in assignments or exams, and the conclusion is that learning has taken place. This method which has promoted acquiring abstract knowledge, causes students to feel disconnected from what they are learning. It causes disengagement from what is being taught. Therefore, students resort to cramming to get higher grades. After exams, whatever was read becomes forgotten, contrary to the aim of education. This disengagement from the lectures also leads to low grades and high dropout rates of students. Admittedly, several other factors could contribute to the lack of interest in education and the high dropout of students, such as issues with work-life balance, which causes anxiety and distress in students. The fear of failure and perceived inability to attain high grades also causes increased high levels of stress leading to avoidance behaviours and procrastination. As there exists a connection between academic success and the engagement of students [(Kahu and Nelson, 2018; Vaez and Laflamme, 2008)] which is also related to play, institutions must endeavour to allow for creativity and innovation in their curriculum and pedagogy to assist each student’s growth and development. The gamification and use of games in education can be implemented as a positive psychological strategy to foster students’ engagement and retention.
[bookmark: _Toc133178990]2.1.	Gamification and Game-based Education
Several technologies have been developed and will continue to evolve as technology continues to improve to aid areas of human endeavour. In education, research has contributed to the body of knowledge concerned with enhancing the pedagogical methods in existence, i.e., the way lecture contents are being delivered and taught to students. Gamification and Game-based learning fall under these technologies. They have also been extended to the use of the Metaverse and Extended Reality in education. Gamification can be harnessed as a tool to increase student engagement by using real-time feedback to allow them to reflect on their understanding of a subject. [activity (Costello, Lambert & Smith, 2019)]. Through game-based learning, students in higher education can identify peers who can mentor or guide them by looking at their leaderboards and badges, thereby creating a supportive network [gamification strategies for RME)]. The researcher [Coonradt (2007)], in his book, ‘Game of Work, How to Enjoy Work as Much as Play’, applied gamification in the business domain to motivate the workforce. This study mentions the importance of feedback for positive reinforcement to enable players’ improvement. More recently, studies by [Costello & Lambert (2019) and Costello, Lambert & Smith (2019)] indicate that gamification can ease anxiety, isolation, and retention of learners. The study by [gamification strategies by..] also highlights the importance of extrinsic motivation through rewards, points and badges and intrinsic motivation derived through a sense of achievement or accomplishment by completing a level and progressing to the next.
A few years after the introduction of gamification [origins and future of gamification], it was deemed pointless as the information being circulated revolved around its failure. A source stemmed from the hotel Marriott’s inability to gamify its training and recruitment process. According to [origins and future of gamification], the business tried to gamify its process without fully understanding the principle of gamification or gamifying a process. Marriott failed to engage their audience, which was one of the reasons for its failure. Later, more research was carried out in the field to understand its components and the underlying principles to identify the correct implementation methods due to the increasing number of gamers globally. Gamification uses elements like points or scores, badges, leaderboards rewards, feedback and progress bars, and storytelling which are vital components that make games engaging. For personalised teaching with gamification, it is essential to understand the four types of gamers identified by the researcher Richard Bartle. They include the ‘achievers’, who are more interested in the points and scores aspect of games, as these types of gamers are very competitive; The ‘socialisers’, who are more interested in collaborative games and interacting with new people; The ‘explorers’, who play games out of curiosity to explore the game environment, and are less concerned about other players; The ‘killers’ who are very competitive and try to win by making others lose [Bartle or origin and future of gamification]. These player types are not mutually exclusive as a gamer could be a socialiser and an achiever or all four [origins and future of…]. The Achievers are more into games that can earn them a bragging right; Explorers are fans of simulation games; Socialisers delight in interactive games that do not require competition, while Killers could be said to be more interested in action games. 
The use of virtual, augmented, mixed and augmented reality has gained recognition recently and has become a buzz in the world today. These terms have been generalised to the ‘metaverse’ incorporating one or more elements [Metaverse in education 2022]. [S. Mystakidis and J. Huggett] define the Metaverse as a 3-D world in which activities are conducted through avatars representing humans in the real world. The real world and the Metaverse exist independently, with actors in both environments interacting. It has been applied in several areas, such as business, entertainment and even education. This technology in education is in the form of educational games where each student uses visualisation technology to learn. It aims to immerse students actively and fully in the lecture content, contrary to the system, which relies heavily on textual contents [N. Friesen] [metaverse in education 2022] has many unsolved limitations, such as low participation and engagement of students, limited availability of time and lots of abstract information. Research conducted by [education meets the Metaverse] explains the importance of active and playful learning achievable within the Metaverse. With the aid of these environments, lecturers can organise personalised activities, communicate effectively with students, and track their progress in time. It also allows for collaboration between students through their avatars. [Metaverse in education] reveals that the Metaverse in education can aid personalised learning through content customisation to foster play while learning. This personalisation aims to provide tailored experiences to each student and cater to their individuality by adapting to the learner’s interests [(Costello, 2016, 2017; Chen, Liu, & Huang, 2019)]. Some universities like Stanford University and Case Western Reserve University have begun implementation in their classrooms [Metaverse in education]. Some of the challenges in its implementation in education [Digital games for minority engagement] include (1) the risk of students focusing on the gameplay rather than learning, (2) it can limit the teacher’s role, (3) developing and implementing games in the curriculum can be expensive. Institutions must ensure that the games are designed appropriately to enable students to learn more effectively, as improper design principles can lead to ineffective learning [Digital games for minority engagement].
[bookmark: _Toc133178991]2.2.	Gamification and Game-based Education Applications in Existence
The table in Figure 2.1 gives a brief review of studies on game-based learning and gamification in education.
	Educational Games
	Results
	Paper

	FoldIt
	Students could appreciate the complex nature of protein folding and the scientific processes employed in solving the structure of proteins.
	MAT:UAOPFG,FTS..

	Kahoot
	The study showed that it minimised distractions, enhanced students’ engagement, and improved classroom dynamics.
	SPOKIOTAL

	Variant: Limits
	This calculus game-based application was used to encourage students’ engagement, participation, and improved understanding of mathematical concepts.
	G-BCD:ANAFEOT

	Classcraft
	Classcraft had a positive impact on students’ engagement and academic performance.
	CASRTIGIE-MI

	Roblox
	It allows for autonomy and collaboration to increase the learning experience.
	MIE: VOAC(2022)

	Socrative
	The study concluded that Socrative was easy and fun to use. It also aided the active participation of students.
	TUOSIUSCT

	Duolingo
	The students were excited and motivated students to learn
	SPOUDAAMILV

	Minecraft
	Increased student engagement and competencies in a range of fields.
	TEWM

	PaGAmO
	The research on PaGAmO as a GBL tool showed that it offered extrinsic and intrinsic benefits to learners, especially when combined with traditional teaching.
	AOTEGTESL


[bookmark: _Toc133178020][bookmark: _Toc133178191]Table 2.1: Review of gamified application in education
Figures 2.1, 2.2, 2.3, and 2.4 represent some gamified and game-based educational applications.
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[bookmark: _Toc133178021][bookmark: _Toc133178192]Figure 2.1: Classcraft Interface [classcraft.com]
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[bookmark: _Toc133178022][bookmark: _Toc133178193]Figure 2.2: Blooket.com [Blooket.com]
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[bookmark: _Toc133178023][bookmark: _Toc133178194]Figure 2.3: Duolingo Interface [Duolingo.com].
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[bookmark: _Toc133178024][bookmark: _Toc133178195]Figure 2.4: Kahoot! Interface [Kahoot.com]













[bookmark: _Toc133178992]Chapter Three: Methodology
This chapter outlines the material and methods used to carry out the project.
3.1.	Research Approach and Methods
The study to be conducted uses mixed methods. It is a combination of quantitative and qualitative research methods. It is based deductive research approach, which attempts to test the theories derived from the literature review with the data derived from the project after analysis. 
[bookmark: _Toc133178993]3.2.	Study Population
The population to be studied will be chosen at random. The sample population are people aged 18 to 50 who have experienced traditional teaching and learning methods at the basic and advanced education levels, i.e., students currently in higher education or have completed a degree at the university level. They can compare their previous (or current) education and pedagogical methods with the method they will explore in this study, i.e., using games to learn. The population will consist of people of different ages, genders, and technical backgrounds and from various geographical locations to get multiple perspectives on the topic and determine factors that can influence their experiences with the applications. These participants will make use of the application for six weeks, during which their progress with the application will be recorded.
[bookmark: _Toc133178994]3.3.	Data Collection
Qualitative and Quantitative data will be obtained from the participants via email to gather information quickly and easily from individuals in different geographical locations. The qualitative research method is to get insight into each individual’s overall experience with the application by capturing information in greater detail. At the same time, quantitative data will be collected using the Likert Scale to measure user satisfaction with the features of the applications used in the study. This will be done to ensure that the study’s goal is achieved. Data will be obtained from the population via questionnaires. Daily time spent on the application and recorded on their device will be screenshot and saved. This information will be emailed to the primary researcher at the end of each week. The data will be handled using Jamovi.


[bookmark: _Toc133178995]3.5.	Study Strategy
The first objective of the research is a literature review using books, articles and journals on learning within the four walls of a university. This review will aid in understanding how students learn to determine the best approach for introducing games in the classroom. The research will use four gamified and game-based applications: Classcraft, Kahoot, Blooket and Duolingo. The apps contain paid and free features and can be used via their websites or downloaded on Android and Apple devices. They will be given a language based on the majorly selected language from the pre-questionnaire. Each participant will be recommended an application based on their player types- achievers, socialisers, explorers or killers, to account for some form of personalisation and autonomy. They will also be presented with more options (one out of the four) on request if they do not want to be limited to one game. The experiment will also account for collaboration by grouping participants into teams to use the games, their performance as a team will be recorded. The links for the applications will be sent to each person alongside the minimum hardware and software requirements required to use applications. Also, the participants will get a weekly reminder to participate in the game.
Based on the nature of the games: 
Classcraft will be recommended for explorers.
Blooket will be recommended for killer types.
Duolingo will be recommended for achievers.
Kahoot! will be recommended for socialisers.
[bookmark: _Toc133178996]3.6.	Ethical Issues
The study will not require sensitive data, and the participants will not be named in any written work based on this project. A consent form will be sent to the participants to inform them of the requirements of the study before participation. However, an ethics form will be completed and submitted for approval to comply with the guidelines for any research project. 
[bookmark: _Toc133178997]3.7.	Timeline
























[bookmark: _Toc133178998]Chapter Four: Results and Discussion
[bookmark: _Toc133178999]4.1. Result
The results derived from the experiment will help give a general idea of how gamification in education works and its advantages (or disadvantages). If successful, the study will also develop strategies for incorporation in classrooms to benefit students and lecturers. At the beginning and towards the end of the study, test questions will be designed through Blooket or Kahoot! and administered to test their knowledge of the language learned. Data analysis will be performed afterwards to determine the correlation between their performance scores at the beginning and end of the experiment.
It should be noted that the essence of this study is not to eliminate the presence of paper and pens in classrooms but rather to limit the over-reliance on reading and writing lengthy texts to study or understand a lecture which could be mentally stressful and tiring. It also promotes visualisation, play and autonomy, which are vital in any form of learning. 












[bookmark: _Toc133179000]Chapter Five: Evaluation
[bookmark: _Toc133179001]5.1. Limitations and Conclusion
The study will give a general idea of the concepts, and contribute to the existing knowledge on gamification and game-based learning in education. It also aims to understand the effects of learning with games, i.e., the benefits or disadvantages. The limitations due to the nature of the study include the inability of participants to fully utilise the applications, as some features require payment, and the inability to account for each person’s learning style due to insufficient available time. The diversity of the participants makes it challenging to create learning content suitable for all of them. Therefore, the study will focus on learning a foreign language, where all the participants will be at a beginner level.















[bookmark: _Toc133179002]Appendix: (Sample Forms)
A. Research Consent Form (sent via email)
· Name of Researcher: 
· Title of Study:
Please read the form carefully before providing answers to the following questions. If you are able and willing to participate in the research, please underline the appropriate response. Further information will be provided upon request.
· The research has been satisfactorily explained to me by the researcher: Yes / No
· I understand that this research will take six weeks to complete, during which:
a. I would be required to use a gamified application (s) to learn.
b. I would be required to provide a weekly report of my progress with the applications (s).
c. I would be required to complete a pre and post-research questionnaire.
· I understand that I may withdraw from this study at any time: Yes / No
· I understand that all information provided about me will be treated in strict confidence: Yes / No
· I understand that my name will not be included in the written work: Yes / No.
· I understand that the data collected is for the sole purpose of research and will be erased upon completion of the project: Yes / No.
· I freely consent to participate in the study and have received a copy of this form: Yes / No.

Signature: ……………………………………………………………………………………..
Name (in capital letters): …………………………………………………………….
Date: ………………………………………………………………………………………………..
Email address: …………………………………………………………………………………
Phone number: ……………………………………………………………………………….


B. Personal Information Form

1) Age: ……………………………..

2) Sex: 
· Female
· Male
3) Country of Residence: ……………………………
4) Highest level of education achieved/Current level of Education?
· Undergraduate level/degree
· Master’s level/degree
· Doctorate level/PhD.

C. Pre-Questionnaire
1) Do you have prior knowledge of gamification and game-based learning:
2) How often would you say you felt present or engaged in the classroom (in %): …………………..
Reason for answer: ……………………………..
3) How would you rate your experience with the method of teaching you have been used to until now? (That is, note-taking, reading textbooks)
· Completely Satisfied
· Satisfied
· Slightly dissatisfied
· Completely dissatisfied.
Give reason (s) for your answer: …………………………….
4) Opinion on the use of games to learn: ………………………………..
5) How often do you play games?
· Frequently 
· Averagely
· Rarely 
· Never
6) What gamer type would you say you are (you can be a mix of gamer types): 
Provide answer: ………………………………………………………………………..
· Achievers- More interested in rewards, scores, and badges.
· Killers- Very competitive, loves to be sole winners or survivors, and at the top of the leaderboard.
· Socializers- Interested in meeting new people and making friends.
· Explorers- Not interested in mingling with other players, likes to explore the game environment.
7) How good would you say you are at playing games?
· Excellent
· Very good
· Good
· Fair
· Poor
8) Have you made use of games in learning at some point?
· Yes
· No 
· I don’t know.
9) How would you rate your previous experience using games and similar applications to learn?
· Excellent
· Very good
· Good
· Fair
· Poor
Give reason(s) for your answer.
10) Do you think learning with games in the classroom is a good idea? Give reason(s) for your answer.
Yes
No
I don’t know
If yes or no, provide reason(s) for your answer:  …………………………….
11) Would you have access to devices for the duration of the project?
· Yes 
· No
12) What language you be interested in learning: ………………………………………..
13) What is your level of proficiency in the language you wish to learn: ……………………………………….

D. Post Questionnaire
1) How would you rate your experience with the application?
· Excellent
· Very good
· Good
· Fair
· Poor
2) Would you prefer/ have preferred to learn this way in school/classroom?
· Yes
· No 
· I don’t know.
3) I was able to learn something new with this application.
· Strongly agree
· Agree
· Slightly disagree
· Strongly disagree
4) How likely are you to recommend the application to friends and family?
· Very Likely
· Likely
· Not Likely
· Very Unlikely
5) The application was easy to use.
· Strongly agree
· Agree
· Slightly disagree
· Strongly disagree
6) This application is suitable for my current level of education.
· Strongly agree
· Agree
· Slightly disagree
· Strongly disagree
7) This application and similar applications should be implemented in the education system.
· Strongly agree
· Agree
· Slightly disagree
· Strongly disagree
8) I was motivated to learn with this application.
· Strongly agree
· Agree
· Slightly disagree
· Strongly disagree
9) What was your motivation for continued use of the application?
Explain here      
10) What suggestions would you give to make this application and similar, beneficial in education?
 Explain here      
11) Do you have any questions?
Explain here      
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