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ABSTRACT

This study examined how gamification affected students' motivation, participation, teamwork, and learning outcomes in an
English-language e-learning platform. Semi-structured interviews and structured observations were used in a qualitative case
study. Sixty-two third-semester English education majors from Universitas Sulawesi Barat, Indonesia, participated in the
study. They were specifically chosen from two classes that used an e-learning platform with gaming elements. The results
showed that gamification components such as incentives, achievements, and challenges considerably enhanced learners'
motivation, excitement, and active engagement in English learning activities. Furthermore, gamification fostered positive
social interactions, including collaboration, idea-sharing, mutual support, and healthy competition among learners. The
observation data corroborated these findings, demonstrating high engagement levels, effective utilization of gamification
features, strong focus and persistence, and notable improvements in achieving English learning goals. The study concludes
that gamification can produce interesting, fun, and productive learning environments that improve students' motivation,
engagement, teamwork, and general success in learning English. It is suggested by the implications that gamification
techniques be used to encourage learners’ motivation, engagement, and positive social dynamics. Future studies could
examine how gamification affects self-regulated learning mechanisms, intrinsic motivation, and language ability over the
long run.
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INTRODUCTION

Lately, there has been a noticeable increase in the adoption of gamification techniques in educational platforms, which
presents a viable method for improving student motivation, engagement, and learning experiences in general. Gamification,
or the use of game principles and components outside of games, is becoming increasingly popular in various fields,
including language acquisition (Isma et al., 2024; Zhang & Hasim, 2023). Previous studies have explored the potential of
gamification in improving learners' motivation, engagement, and achievement across different educational settings
(Bouchrika et al., 2021; Isma et al., 2022; Kaya & Ercag, 2023; Mohammed et al., 2024; Yu et al., 2020). Researchers have
shown the benefits of gamification components like points, badges, leaderboards, and prizes on students' intrinsic motivation
and general performance. The benefits of gamification components like points, badges, leaderboards, and prizes on students'
intrinsic motivation and general performance have been shown by researchers (Saleem et al., 2022; Xiao & Hew, 2024; Xu
etal., 2021). Furthermore, gamification has been discovered to encourage playfulness and enjoyment in the learning process,
which raises learner satisfaction and engagement (Alt, 2023; Rivera & Garden, 2021; Saleem et al., 2022).

In the context of English language e-learning platforms, an absence of research thoroughly examines the effects of
gamification on encouraging cooperation and pleasant social interactions among learners. While some studies have explored
the potential of gamification in promoting peer interactions and cooperative learning (Fonseca et al., 2023; Ho et al., 2022;
Redondo-Rodriguez et al., 2023), there is a need for in-depth qualitative investigations that capture the nuances of learners'
experiences and perspectives. Although gamification is becoming increasingly popular, little research has explored the
complex dynamics of how gamification affects students' motivation, engagement, teamwork, and overall learning
experiences in English language e-learning settings. Qualitative investigations that offer a deep understanding of the learners'
experiences and views are needed, even while quantitative research has provided light on the effects of gamification on
particular learning outcomes, such as test scores or task completion rates.
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This research aims to close this gap by performing a qualitative case study investigating how gamification affects learners'
motivation, engagement, teamwork, and overall learning experiences on an English-language e-learning platform. Through a
qualitative methodology, the researchers want to understand the participants' viewpoints, drives, and interactions in the
gamified learning environment. This study contributes to the growing literature on applying gamification in educational
contexts, specifically within English language learning. The results of this study may also influence the development and
application of gamified e-learning platforms by offering perceptions of how gamification techniques might be applied to
improve learner motivation, engagement, teamwork, and general learning experiences.

METHODS
Research Design

This study uses a qualitative case study methodology, and the current study investigated how gamification affects learners'
motivation, engagement, teamwork, and overall experience in an English-language e-learning platform. A case study design
made sense since it enabled a thorough examination of a current issue in the context of real-world events. (Yin, 2018).
Qualitative methods were used to gain a rich understanding of the participants' experiences and perceptions, aligning with
the interpretive nature of the research. In this study, the case was the implementation of gamification strategies in an English
language e-learning platform at a specific university.

Context and Participants

The research was conducted at the English Language Department of Universitas Sulawesi Barat, Indonesia. The participants
were third-semester students enrolled in the department's Intermediate Grammar courses. There were five classes in the third
semester, and a purposive sampling method was employed to select classes, Class A and Class B, for the study. The
combined number of participants from these two classes was sixty-two students. The gamification strategies were
implemented in these two Intermediate Grammar classes using Quizizz, an online gamified learning platform that can be
accessed via personal computers and mobile devices. Quizizz incorporates gamification elements like time challenges,
leaderboards, memes, and personalized feedback to create an engaging and interactive learning experience (Isma et al.,
2022).

Instruments and Measures

The researchers used observations and interviews as their two main instruments for gathering data. Four participants were
chosen, and semi-structured interviews were held with them to get their thoughts, experiences, and viewpoints on applying
gamification in the English language e-learning platform. The researchers used observations and interviews as their two
main instruments for gathering data. Four participants were chosen, and semi-structured interviews were held with them to
get their thoughts, experiences, and viewpoints on applying gamification in the English language e-learning platform. The
motives, levels of involvement, collaborative experiences, and overall learning experiences of the participants were all
thoroughly explored through the interviews.

Additionally, structured observations were conducted during the participants' interactions with the gamified e-learning
platform. The observations aimed to capture real-time data on the participants' participation levels, motivation, social
interactions, utilization of gamification features, focus and persistence, and achievement levels. The combination of
interviews and observations provided a comprehensive understanding of the phenomenon from multiple angles.

Procedures

The study was conducted within the context of English language courses at the university, where gamification strategies
were implemented in an e-learning platform. The researchers followed these procedures: (1) Introduction to the gamified e-
learning platform: Participants were provided with an overview of the platform, its features, and the gamification elements
incorporated, such as rewards, achievements, leaderboards, and interactive challenges; (2) Training and familiarization:
Participants received training on how to navigate and effectively utilize the gamified e-learning platform. They were given
time to familiarize themselves with the platform and its gamification components; (3) Implementation of English language
learning activities: The participants engaged in various English language learning activities, such as grammar practices and
assignments, through the gamified e-learning platform; (4) Data collection: During the implementation phase, the
researchers conducted semi-structured interviews with four selected participants to gather their perspectives and experiences.
Additionally, structured observations were carried out to document the participants' behavior, interactions, and engagement
with the platform; (5) Debriefing and follow-up: After the data collection phase, the researchers conducted debriefing
sessions with the participants to clarify any remaining questions or concerns.
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Data Analysis

Thematic analysis, a popular qualitative data analysis technique, was utilized to examine the information gathered from
observations and interviews. (Braun & Clarke, 2006). Finding, examining, and summarizing patterns or themes in the data
constitute the process of thematic analysis. The researchers took a systematic approach as they became acquainted with the
data, created preliminary codes, looked for themes, reviewed and improved them, and finally defined and named them.
Through this iterative process, a thorough comprehension of the participants' experiences was made possible, and significant
themes regarding the effects of gamification on motivation, engagement, teamwork, and general learning experiences
emerged. After that, the results were analyzed and debated in light of previous research and theoretical frameworks, using
methods including member verification, peer debriefing, and triangulation to guarantee rigor and reliability.

FINDINGS

Interviews Results

Here is a description and explanation of the findings from the interviews:
1. Motivation and enthusiasm

Participants expressed high motivation and enthusiasm when using the gamified e-learning platform to learn English. They
felt motivated and energized to learn English due to gamification elements such as rewards and achievements.

"l feel very motivated when using an e-learning platform that uses gamification. Using rewards and recognition makes me
more eager to learn English."

"Yes, gamification increases my motivation to learn English. | feel challenged to achieve the targets and earn the rewards
offered."

The research revealed that learners exhibited high motivation and enthusiasm when using the gamified e-learning platform.
They felt motivated and driven to learn English due to the gamification elements.

2. Engagement and English language skills

Participants demonstrated high levels of engagement in English learning tasks and activities on the gamified e-learning
platform. They felt that gamification increased their active participation and involvement. Furthermore, participants believed
that gamification enhanced their English language skills more interestingly and interactively.

"With gamification, | am more active and engaged in English learning tasks and activities. | feel more motivated to try new
things and develop my English skills."

"Yes, gamification makes learning English more interesting and interactive. | feel more involved in the learning process and
feel the improvement of my English skills."

The study found that participants engaged highly in English learning tasks and activities on the gamified e-learning platform.
They felt that gamification contributed to their active participation and involvement. Participants also noted that gamification
enhanced their English language skills by making learning more interesting and interactive.

3. Collaboration and competition

Participants reported positive social interactions with their classmates using the gamified e-learning platform. They engaged
in collaboration, shared ideas, and supported each other. The competitive elements within the gamification framework
provided additional motivation for them to compete with their classmates.

"l enjoy interacting with my classmates in using the gamified e-learning platform. We share ideas and support each other to
achieve our learning goals."

"The competition element in gamification makes me more motivated to compete with my classmates. We encourage each
other and try to achieve the highest achievement in English learning."
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Participants demonstrated positive social interactions with their classmates using the gamified e-learning platform. They
engaged in collaboration, idea-sharing, and mutual support. The competitive elements within the gamification framework
motivated them to compete with their classmates.

4. Learning experience

The participants indicated a preference for using gamification in English language instruction. Because of gamification, they
had a more interesting and joyful learning experience. Their motivation and involvement in the English language learning
process increased.

"What I like most about using gamification in English learning is the excitement and fun | feel. | feel more enthusiastic and
happy in learning."

"Yes, using gamification makes the English learning process more interesting and fun. It motivates me to keep learning and
developing my English skills."

Participants responded favorably to the application of gamification in the study of English. Gamification made learning more
entertaining and engaging, raising their interest and motivation in learning English.

The results show that learners' motivation, engagement, teamwork, and overall learning experience were all improved by the
gamification of the e-learning platform. Applying gamification components, such as competition, prizes, and interactive
features, made learning English more pleasurable and successful.

Observations Results
The following is an overview of the research findings that can be observed from the observation instrument:

1. Participation Level: The learners actively participate in using the gamified e-learning platform. They consistently carry
out assigned tasks and activities.

2. Motivation Level: The learners display high motivation and enthusiasm when using the gamified e-learning platform.
They show great enthusiasm and a strong interest in learning English.

3. Social Interaction: The learners actively collaborate with their peers within the gamified e-learning platform. They assist
each other, share ideas, and support one another.

4. Utilization of Gamification Features: The learners effectively utilize the available gamification features and elements
within the e-learning platform. They use rewards, achievements, leaderboards, and other gamification elements to
enhance their motivation and engagement in English language learning.

5. Focus and Persistence: The learners demonstrate high focus and persistence when using the gamified e-learning
platform. They remain engaged in tasks and activities with good concentration.

6. Achievement Level: There is a significant improvement in the learners' achievements in attaining the set learning goals
within the gamified e-learning platform. They show improved English language proficiency, better task completion, and
successful attainment of the established learning targets.

The observations reveal that the implementation of gamification in the e-learning platform has positively influenced the
learners' participation, motivation, social interaction, utilization of gamification features, focus, persistence, and overall
achievement in English language learning. The learners actively engage with the platform, demonstrate high motivation
levels, collaborate with their peers, effectively utilize gamification elements, remain focused, and progress significantly in
their language learning journey.

DISCUSSION

The current study examined how gamification affected students' motivation, engagement, teamwork, and overall learning
experience on an English-language e-learning platform. The results showed some advantageous effects linked to the
application of gamification techniques. The interview results demonstrated that gamification elements, such as rewards,
achievements, and challenges, significantly increased learners' motivation and enthusiasm for English language learning.
These elements provided a sense of accomplishment and enjoyment, fueling their desire to continue learning and improving
their skills. The opinions, approaches, and difficulties encountered in language instruction might offer insightful information
to enhance students' language learning outcomes (Rasmin et al., 2024). One of the strategies in learning is gamification,
which can stimulate students' motivation (Isma et al., 2024).
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Additionally, gamification increased students' interest in and participation in educational tasks and activities, which helped
them grow their English language proficiency in a fun and engaging way. Notably, the competitive aspects of gamification
fostered positive social interactions among learners. They collaborated, shared ideas, and supported one another while
experiencing healthy competition that motivated them to excel. The observation findings corroborated the interview results,
indicating that learners actively participated, displayed high motivation and enthusiasm, effectively utilized gamification
features, and demonstrated strong focus and persistence in their learning endeavors. Significantly, learners achieved notable
improvements in attaining English language learning goals and enhancing their overall proficiency.

Previous studies have demonstrated that gamification positively affects motivation, engagement, and learning experiences.
For example, Sailer & Homner (2020) found that learners' motivation, enthusiasm, and engagement notably increased
through rewards, achievements, and challenges. These aspects enhanced learners' desire to continue learning and fostered
collaboration, healthy competition, and positive social interactions among learners (Sailer & Homner, 2020). The results of
studies on gamification in education are consistent with the high levels of motivation, excitement, and perseverance that
learners exhibit, as well as their noticeable gains in English language proficiency (Alahmari et al., 2023; Lim et al., 2023).
Studies have demonstrated that gamification enhances students' inner and extrinsic motivation, engagement, and academic
success (Lim et al., 2023). Research has also demonstrated the beneficial effects of gamification on students' morale, drive,
and academic performance (Alahmari et al., 2023). Furthermore, gamification has been associated with improved higher-
order thinking skills and English language learning outcomes (Nathan & Hashim, 2023; Zhang & Hasim, 2023). These
findings support that gamification can effectively enhance language learning experiences and outcomes.

It is imperative to recognize the study's limitations despite its valuable insights into the effects of gamification on English
language e-learning. Firstly, the study's narrow focus on a specific e-learning platform and small sample size could limit how
broadly the results can be applied to different topic areas or educational situations. Secondly, the study did not examine the
long-term effects of gamification on learners' motivation, engagement, and language proficiency, as it was conducted within
a specific timeframe. The results of this study have some ramifications for how gamified e-learning systems are developed
and used, especially when it comes to language acquisition. Educators and instructional designers should consider
incorporating gamification elements that promote motivation, engagement, and social interactions among learners. These
elements may include rewards, achievements, leaderboards, and opportunities for collaboration and friendly competition.
Furthermore, the positive impact of gamification on English language skill development suggests the potential for expanding
its application to other language learning contexts or subject areas where interactive and engaging learning experiences can
enhance learners' performance and achievement.

CONCLUSION

This qualitative case study explored the impact of gamification on learners' motivation, engagement, collaboration, and
overall learning experiences in an e-learning English language e-learning platform. The findings revealed that gamification
elements like rewards, achievements, and challenges significantly increased learners' motivation, enthusiasm, and active
participation in learning tasks. Additionally, gamification fostered positive social interactions, collaboration, idea-sharing,
and healthy competition among learners. The observation data corroborated these findings, showing high levels of
participation, effective use of gamification features, strong focus, and notable improvements in achieving English learning
goals. These results highlight the potential of gamification in creating engaging, enjoyable, and effective learning
experiences that enhance motivation, engagement, collaboration, and overall achievement. While the study has limitations,
its findings contribute to the literature on gamification in education, particularly language learning. The implications suggest
incorporating gamification strategies that promote motivation, engagement, and social interactions among learners. Future
studies should look into the long-term impacts of gamification on language competency, the efficacy of certain gamification
components, and how gamification affects learners' intrinsic motivation and self-regulated learning techniques. The research
adds to the increasing knowledge about how gamification might improve learning and encourage favorable results in various
educational contexts.

REFERENCES

Alahmari, M., Jdaitawi, M. T., Rasheed, A., Abduljawad, R., Hussein, E., Alzahrani, M., & Awad, N. (2023). Trends and
gaps in empirical research on gamification in science education: A systematic review of the literature. Contemporary
Educational Technology, 15(3). https://doi.org/10.30935/cedtech/13177

Alt, D. (2023). Assessing the benefits of gamification in mathematics for student gameful experience and gaming
motivation. Computers & Education, 200, 104806. https://doi.org/https://doi.org/10.1016/j.compedu.2023.104806

325


https://ejournal.ummuba.ac.id/index.php/SNKP/hm

/ Prosiding Seminar Nasional Keguruan dan Pendidikan
SNKP Universitas Muhammadiyah Muara Bungo

SR Volume (1) Juli 2024
E-1SSN: XXXX-XXXX https://ejournal.ummuba.ac.id/index.php/SNKP/hm

Bouchrika, 1., Harrati, N., Wanick, V., & Wills, G. (2021). Exploring the impact of gamification on student engagement and
involvement  with  e-learning  systems. Interactive  Learning  Environments, 29(8), 1244-1257.
https://doi.org/10.1080/10494820.2019.1623267

Braun, V., & Clarke, V. (2006). Using thematic analysis in psychology. Qualitative Research in Psychology, 3(2), 77-101.
https://doi.org/10.1191/1478088706qp0630a

Fonseca, I., Caviedes, M., Chantré, J., & Bernate, J. (2023). Gamification and Game-Based Learning as Cooperative
Learning Tools: A Systematic Review. International Journal of Emerging Technologies in Learning (IJET), 18(21),
4-23. https://www.learntechlib.org/p/223722

Ho, J. C.-S., Hung, Y.-S., & Kwan, L. Y.-Y. (2022). The impact of peer competition and collaboration on gamified learning
performance in educational settings: a Meta-analytical study. Education and Information Technologies, 27(3), 3833—
3866. https://doi.org/10.1007/s10639-021-10770-2

Isma, A., Abdullah, A., & Baharuddin, A. F. (2022). Non-English language students’ perceptions in learning English
through online Quizizz application. International Seminar on Language, Education, and Culture (ISOLEC), 1-12.

Isma, A., Lestari, I. W., Halim, A., Halim, N. M., Sastri, L., Ramadhani, Y. R., Sari, . M., Simarmata, J., Ritnawati, &
Nurlely, L. (2024). Innovative Approaches to Teaching English: Exploring the Power of Technology (1st ed.).
Yayasan Kita Menulis.

Kaya, O. S., & Ercag, E. (2023). The impact of applying challenge-based gamification program on students’ learning
outcomes: Academic achievement, motivation and flow. Education and Information Technologies, 28(8), 10053—
10078. https://doi.org/10.1007/s10639-023-11585-z

Lim, D., Sanmugam, M., & Wan Yahaya, W. A. J. (2023). Addressing the Dilemma of Online Gamification with Subgame
Perfect Equilibria. International Journal of Information and Education Technology, 13(4), 757-762.
https://doi.org/10.18178/ijiet.2023.13.4.1864

Mohammed, M., Fatemah, A., & Hassan, L. (2024). Effects of Gamification on Motivations of Elementary School Students:
An Action Research Field Experiment. Simulation & Gaming, 10468781241237388.
https://doi.org/10.1177/10468781241237389

Nathan, L. S., & Hashim, H. (2023). A Systematic Review on Gamified Learning for Improving Language Skills in ESL
Classrooms. International Journal of Academic Research in Business and Social Sciences, 13(4), 481-493.
https://doi.org/10.6007/ijarbss/v13-i4/16873

Rasmin, L. O., Samsudin, & Isma, A. (2024). Investigating EFL Lecturers’ Perception and Strategies in Enhancing Effective
English Language Teaching: A Case Study. UHAMKA International Conference on ELT and CALL (UICELL),
December 2023, 462-472.

Redondo-Rodriguez, C., Becerra-Mejias, J. A., Gil-Fernandez, G., & Rodriguez-Velasco, F. J. (2023). Influence of
Gamification and Cooperative Work in Peer, Mixed and Interdisciplinary Teams on Emotional Intelligence, Learning
Strategies and Life Goals That Motivate University Students to Study. In International Journal of Environmental
Research and Public Health (\Vol. 20, Issue 1). https://doi.org/10.3390/ijerph20010547

Rivera, E. S., & Garden, C. L. P. (2021). Gamification for student engagement: a framework. Journal of Further and Higher
Education, 45(7), 999-1012. https://doi.org/10.1080/0309877X.2021.1875201

Sailer, M., & Homner, L. (2020). The Gamification of Learning: a Meta-analysis. Educational Psychology Review, 32(1),
77-112. https://doi.org/10.1007/s10648-019-09498-w

Saleem, A. N., Noori, N. M., & Ozdamli, F. (2022). Gamification Applications in E-learning: A Literature Review.
Technology, Knowledge and Learning, 27(1), 139-159. https://doi.org/10.1007/s10758-020-09487-x

Xiao, Y., & Hew, K. F. T. (2024). Intangible rewards versus tangible rewards in gamified online learning: Which promotes
student intrinsic motivation, behavioural engagement, cognitive engagement and learning performance? British
Journal of Educational Technology, 55(1), 297-317. https://doi.org/https://doi.org/10.1111/bjet.13361

Xu, J., Lio, A., Dhaliwal, H., Andrei, S., Balakrishnan, S., Nagani, U., & Samadder, S. (2021). Psychological interventions
of virtual gamification within academic intrinsic motivation: A systematic review. Journal of Affective Disorders,
293, 444-465. https://doi.org/https://doi.org/10.1016/j.jad.2021.06.070

Yin, R. K. (2018). Case study research and applications: Design and methods. SAGE Publication, Inc.
https://doi.org/10.1177/109634809702100108

Yu, Z., Gao, M., & Wang, L. (2020). The Effect of Educational Games on Learning Outcomes, Student Motivation,
Engagement and  Satisfaction. Journal of Educational Computing Research, 59(3), 522-546.
https://doi.org/10.1177/0735633120969214

Zhang, S., & Hasim, Z. (2023). Gamification in EFL/ESL instruction: A systematic review of empirical research. Frontiers
in Psychology, 13(January), 1-12. https://doi.org/10.3389/fpsyg.2022.1030790

326


https://ejournal.ummuba.ac.id/index.php/SNKP/hm

