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ABSTRACT

Gamification has grown tremendously in popularity and is now widely used in various fields
including information and communication technology (ICT), healthcare, marketing, education
and business. Its core principle revolves around the integration of elements from games into
non-game environments with the ultimate goal of shaping behavior, enhancing motivation, and
fostering increased engagement (Caponetto, 2014). The main aim of this study is to investigate
MAP EDUCATION the impact of gamification on student motivation and academic performance in the specific
AND HUMANITIES context of teaching English as a foreign language (EFL) at higher education institutions in Bosnia
T vowumea andHerzegovina. To conduct this study, a cohort of 202 students attending both private and public

ISSN: 2744-2373] © The Authors. universities in Bosnia and Herzegovina was carefully selected using targeted snowball sampling
Published by MAP - Multidisciplinary — techniques. The questionnaire distributed to the participants included 57 items from various areas,
Academic Publishing. including academic achievement, frequency and proficiency in using language learning apps,
Ari‘;t'fclseuf\’c";:ﬁ‘iaﬁ{‘fu'ﬁ gg:g motivation and attitudes towards app-based language learning, and perceived improvements in
Article Published: 12 July 2023 listening, speaking, reading and writing skills This is attributed to the use of apps to learn the English
language (ELL). To analyze the gathered data, descriptive statistics, tests for normality, reliability
analysis, and linear regression were employed. The results of the study indicate a significant impact
of gamification strategies on students’ motivation to learn English as a foreign language, as well
as their overall success in EFL learning and academic achievement. In higher education settings,
the inclusion of games has been shown to have a positive impact on students’ listening, speaking,
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thus increases their academic performance. The integration of games into education is expected
to continue to evolve and lead to transformative changes in curricula, teaching methods and
learning models. Consequently, acquiring ICT skills among academic staff is crucial to effectively
mentoring students and ensuring successful educational experiences.
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1. Introduction

Rapid advances in technology are increas-
ing pressure on professionals in academia to im-
prove their technological skills. This pressure is
particularly pronounced for teachers, who are en-
couraged to move from traditional teaching meth-
ods to a more modern and technology-oriented
approach (Godwin-Jones, 2015). One area that is
growing rapidly is computer-based and mobile
learning and language learning is no exception to
this trend. The advent of mobile apps and devices
introduced a transformative concept that forever
changed the educational landscape: gamification.
In education, the use of gamification means the in-
tegration of game components in conjunction with
different teaching approaches to enhance lan-
guage teaching and learning, with the primary goal
of increasing motivation (Boudadi, 2020).

The need for the integration of game ele-
mentsin courses was created due to the widespread
presence of smartphones and applications in the
everyday lives of students. Game-based language
apps have high-engagement potential, which
promotes and maintains motivation for acquiring
knowledge since the needs of new-generation stu-
dents have evolved and are no longer satisfied with
the traditional teacher-centered approach. Nowa-
days, for learning English or other languages, stu-
dents turn to apps based on gamification such as
Duolingo, Busuu, Babbel, and Memrise, which pro-
vide categorized, bite-sized lessons. Students are
increasingly drawn to mobile applications for lan-
guage learning due to several noteworthy factors.
Firstly, these apps offer unparalleled accessibility
as they can be easily accessed on smartphones,
which are commonly owned by most students.
Secondly, the apps employ an entertaining and
engaging format, incorporating multimedia-inte-
grated tasks that enhance the learning experience.
Additionally, the convenience of being able to learn
anytime and anywhere is a compelling aspect of
these mobile applications. Finally, students value
the chance to generate and exchange content with
their peers, expanding the learning experience be-
yond the boundaries of the conventional classroom
environment (Haliem, 2018).

Gamification is a popular concept that has
spread to many areas of human activity, includ-
ing information and communications technolo-
gy, medicine, marketing, education, and business.
As Caponetto (2014) explains, gamification in-
volves the integration of elements typically found in
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games into non-gaming contexts to influence be-
havior, increase motivation, and encourage greater
participation. The term is gaining popularity in the
Balkan region and is increasingly used in academ-
ic research, as well as in educational and business
contexts. Therefore, this research examines how the
use of gamification increases learners’ motivation
to learn English, influences their academic perfor-
mance, and improves their language skills.

1.1. Theoretical Background

Second language acquisition has become
one of the greatest necessities in a modern inter-
connected world. Bilingualism is gradually becom-
ing the norm and, in 2021, it was estimated that
43% of the global population is bilingual, while an
additional 17% is multilingual (Gration, 2022). This
encompasses a majority of the global population.
The study conducted by Lee and Hammer (2011)
has provided compelling evidence indicating that
low motivation stands out as one of the prevalent
challenges encountered by learners. Prensky (2011)
argues that with the changing times, the manner
in which learners study and the primary means of
input are changing, which has an impact on mo-
tivation. Consequently, games, as a form of en-
tertainment, present fertile ground for knowledge
transmission and have been doing so for a long
time (Rego, 2015).

111 Funhdamental Concepts of Gamification
and Game-based Learning
in Educational Settings

Deterding et al. (2011) have defined gamifi-
cation as the implementation of game design ele-
mentsin contexts that are notgames per se. Similar-
ly, Sheldon (2020) supports this perspective, noting
that gamification involves the integration of game
mechanics into real-world activities. Bedwell et al.
(2012) proposed a categorization of nine game at-
tributes that Landers (2014) modified to make them
applicable in the learning context. These attributes
include storyline, evaluation, conflict/chollenge,
control, environment, game fiction, human interac-
tion, immersion, and rules or goals (Bedwell et al,
2012). Nuez Castellar et al. (2016) present game-
based learning as a vehicle for the learning process
and distinguish between two types. The first type is
the deliberate development of games for educa-
tional purposes, the second type is the adaptation
of originally entertainment-based games for learn-
ing contexts. Game-based learning differs from

https://mapul peh/4/the-eff f. [P »

YMP

https:/[doi.org[10.53880/2744-2373.2023.4.10

Page N



https://doi.org/10.53880/2744-2373.2023.4.10
https://mapub.org/mapeh/4/the-effects-of-gamification-on-student-motivation-and-achievement-in-learning-english-as-a-foreign-language-in-higher-education/

Education and HBumanities

by MAP - Multidisciplinary Academic Publishing

THE EFFECTS OF GAMIFICATION ON STUDENT MOTIVATION AND ACHIEVEMENT IN LEARNING ENGLISH
AS A FOREIGN LANGUAGE IN HIGHER EDUCATION
Lamija Huseinovi¢

gamification in that it offers its own learning space,
while gamification facilitates the learning process
and increases motivation.

Due to the inherently competitive human
nature, games provide a sense of fulfillment by of-
fering rewards such as points, titles, advancement
to higher and more challenging levels, and recog-
nition (Werbach & Hunter, 2012). In the field of lan-
guage learning, gamification is crucial element in
facilitating language practice and knowledge ac-
quiring through the use of language learning ap-
plications. Available on any mobile device with in-
ternet access, these applications offer a free way
to learn vocabulary, grammar, writing and/or pro-
nunciation in various foreign languages anytime,
anywhere, and make learning motivating and fun
through the use of gamification. A great example of
this is Duolingo, an application that has taken the
world by storm. Duolingo and other similar applica-
tions based on gamification provide a space for so-
called edutainment, where through games learners
can acquire skills that can be applied to problems
in real-world context (Lee & Hammer, 2011).

Werbach and Hunter (2012) conducted
comprehensive research on the topic of gamifica-
tion, wherein they provided an extensive definition
of the concept. They described gamification as the
implementation and utilization of game princi-
ples in real-life situations for the purpose of prob-
lem-solving. According to their research, elements
of the game can be divided into three distinct cat-
egories: components, dynamics, and mechanics.
The components category encompasses various
elements found in games, such as levels, avatars,
badges, quests, unlocking mechanisms, visual rep-
resentations (graphs), teams, and similar features
(Werbach et al, 2012). Dynamics, as described by
Werbach and Hunter (2012), involve the intricate
abstractions that exist within a game. This includes
elements such as the narrative structure, limita-
tions imposed on the players, and the progression
system that drives the game forward. The mechan-
ics aspect refers to the interactive processes that
engage users. It includes elements such as re-
wards, feedback mechanisms, the number of at-
tempts allowed collaboration with other users, and
the presence of challenges (Werbach et al,, 2012).
Werbach and Hunter’s research provides valuable
insights into the multifaceted nature of gamifica-
tion, offering a comprehensive understanding of its
key elements, dynamics, and mechanics.

Available Online on

Kapp (2012) goes further and proposes
game aspects that are specifically crucial in the
context of education, and he categorizes them as:

e mechanics - includes points, rewards and
statuses that can be improved,

e aqesthetics — includes the appeal of the in-
terface,

e game thinking — applying competitiveness
to daily situations.

Points are a form of reward that adopt the
same role as money in a real-life context, so they
are a virtual currency that a player earns by spend-
ing more time and effort on playing, thus making
greater achievements (Kim, 2015). Badges are also
virtual rewards that motivate the player by reflect-
ing the level of success in completing tasks in the
game (Thornbury, 2005). Levels are virtual ranks
that reflect the progress of skill, mastery, and knowl-
edge of the player, so they serve to reflect their

rowth in abilities and it promotes competitiveness

Kim, 2015). Leaderboards are digital lists of players
sorted by level of achievement in the form of scores
to sh)dpe a competitive environment (Thornbury,
2005

1.1.2 Gamification and the Psychology
of Learning

These game elements and gamification as
a general concept are tied to and based on child
psychology. Games are a process for children to
explore various roles and develop new perspec-
tives. Most importantly, children acquire knowl-
edge or learn through play. In this regard, a child
should have opportunities for unrestricted play so
as to recognize ambitions and sensations (burie,
2022), which is necessary for his/her general devel-
opment — social, cognitive, sensi-motor and so on
(Rajic & Petrovic-Soco, 2015). Consequently, learn-
ing through play is instilled in human psychology
from early stages. It is for this reason that play is so
important and it is a crucial aspect to incorporate
into the educational context and allow children and
adults to nurture this natural model of acquiring
knowledge through enjoyable experiences tailored
to their needs (buri¢, 2022).

In Werbach and Hunter's (2012) research,
they highlighted the importance of two forms of
motivation in foreign language learning: intrinsic
motivation and extrinsic motivation. Intrinsic mo-
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tivation is considered the internal drive that arises
from the inherent rewards associated with an ac-
tivity, such as personal enjoyment, learning, or a
sense of achievement. On the other hand, extrinsic
motivation occurs when individuals participate in
an activity to attain rewards or avoid punishment
(Lepper, 1988). Gamification leverages game ele-
ments to address both types of motivation. For in-
stance, features like levels, points, and badges can
serve as extrinsic motivators, encouraging learners
through rewards and recognition. At the same time,
feelings of accomplishment, autonomy, and mas-
tery within the game context inspire intrinsic moti-
vation among learners (Werbach and Hunter, 2012).
By incorporating these aspects, gamification caters
to both intrinsic and extrinsic motivations, fostering
a holistic motivational environment for language
learners.

1.1.3 Barriers and Opportunities in Complex
Digital Transformation of Education

The widespread adoption of games as
an educational tool faces a significant obstacle,
namely the resistance from teachers and par-
ents who associate gaming with potential violence
and addictive behaviors (Elson & Ferguson, 2014).
This perception poses a challenge to the integra-
tion of games into educational settings. However,
computer and mobile games can be adjusted for
teaching purposes in a manner that boosts cre-
ativity, understanding, initiative-taking, and pro-
ductivity, and strengthens motivation for students
to continue their studies at home. Lee and Hammer
(2011) highlight the potential of gamification as a
powerful tool for motivating learner engagement
within educational environments. They argue that
gamification offers educators enhanced resources
to provide scaffolding and reward students’ learn-
ing efforts, ultimately fostering deep learning expe-
riences. Through the utilization of gamification prin-
ciples, educators have the opportunity to construct
a learning environment that is not only captivating
but also fosters active engagement and facilitates
the acquisition of meaningful learning outcomes.

1.1.4 Gamification for Enhanced Learning
of English as a Foreign Language

The results of many studies show that gam-
ification can improve the process of acquiring En-
glish skills (Kriyakova, Yordanova and Angelova,
2014). These studies provide evidence and argu-
ments that highlight the positive impact of gam-
ification on the process of language learning. En-
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glish learning is often perceived as uninteresting
and challenging for foreign learners in non-gaming
contexts, and it is more engaging through gamifi-
cation. In his comprehensive report The Advantag-
es of Gamification in the English Learning Context
(2020), Rahmani studied a number of studies con-
sistent with the advantages of Gamification in the
acquisition of English. The results of these studies
consistently show that gamification has a favour-
able impact on English learning results. Despite dif-
ferences in participant preferences and learning
contexts, these studies consistently identified four
main advantages of gamification: increased moti-
vation, improved attitudes and performance, culti-
vation of 2Ist-century skills and cognitive achieve-
ment, and improvements in social interaction,
independence and competitiveness. These advan-
tages are constantly observed in various studies,
underscoring the positive impact of gamification in
these important areas of English learning.

Research by Al-Falgani (2019), Lin, Gana-
pathy, Kaur (2018), and Mufida (2016) consistently
shows that English proficiency in high and low-lev-
el learners is not significant when playing gamified
activities. Gamification promotes active student
participation and increased use of English, creating
an inclusive, fear-free learning environment, and
was found to increase the use of English, as report-
ed by Flores (2015), Mufida (2016), and Lam (2016).
The integration of badges into game activities
promotes social interaction and healthy compe-
tition between students, thereby improving social
competence, improving English language abilities
(including grammar, vocabulary, fluency, pronun-
ciation, speed and conversation) and using tech-
nology for learning. These conclusions were sup-
ported by research by Flores (2015), Mufida (2016),
Lam (2016), Mikasyte (2018), Boyinbode (2018), Lin,
Ganapathy, Kaur (2018) and Dehghanzadeh. (2019)
and Alfulaih (2019). The implementation of gam-
ification in English classrooms offers a promising
solution to combat the ineffective and passive
learning environment and provides students with
more engaging and meaningful experiences. Suc-
cessful integration of gamification strategies into
these classrooms leads to an active learning at-
mosphere, active student involvement, improved
English skills (especially in speaking) and improved
cognitive performance, as evidenced by higher
scores in the above-mentioned studies.
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2. Literature Review
2.1 Gamification and Motivation

The central element of gamification lies in
the user's motivation, which plays a crucial role in
determining their performance within the applica-
tion. Zichermann and Cunningham (2011) empha-
size entertainment as one of the primary drivers and
reasons for the extensive engagement with video
games. Psychologists have extensively studied vid-
€0 games as a source of motivation for decades,
which has led to a significant interest in their appli-
cation in educational and other contexts (Ramirez
& Squire, 2015). Prensky (2011) proposes that by le-
veraging the motivational influence of games and
integrating it into educational contexts, learning ex-
periences can become more efficient. Through the
integration of gamification, the negative connota-
tion of failure in the learning process is reframed as
a constructive and valuable experience. Instead of
feeling helpless, anxious, or overwhelmed, students
perceive failure as a new opportunity for growth
and improvement. This shift in perspective enables
students to embrace challenges and view setbacks
as steppingstones towards progress and success.

Felicia (2009) also revises about how mo-
tivating computer educational games are, stat-
ing that it is one of the main qualities of comput-
er games since they contain a variety of auditory,
tactile, visual and intellectual stimuli, which actu-
ally make the game more interesting and addic-
tive. According to the researcher, the incorporation
of multimedia content within games results in in-
creased concentration and focus among players,
compelling them to employ their abilities to achieve
the objectives set forth in the game. By incorporat-
ing diverse forms of multimedia such as visuals,
audio, and interactive elements, games captivate
players’ attention and encourage them to actively
engage with the game mechanics to achieve their
goals. This immersive and interactive experience
facilitates the utilization and development of vari-
ous skills by the players. In this regard, motivation it
is possible to achieve different factors, depending
on the student’'s personality, aspirations, interests,
complexity of the game, and so on (Felicia, 2009).

As Skender and Karas (2017) state, due to
this way of choosing games, students are more
concentrated and more active in teaching com-
pared to other forms of learning. The game is one
of the easiest ways to bring the teaching content
closer to the students, which is adjusted to their in-
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terests and intellectual abilities. Several research-
ers and studies found that for successful teaching,
it is necessary to methodically and creatively de-
sign games that will be adapted to the age, abili-
ties, and interests, but also games that will be fo-
cused on the teaching content and achieving the
goals of teaching (Deterding et al., 2011; Pipo, 2021).

Applications may speed up feedback pro-
cesses by providing students with timely responses
to maintain their continuous engagement (Lee &
Hammer, 2011). This timely feedback enables stu-
dents to evaluate their own abilities and progress,
creating an environment where effort is rewarding
rather than focusing solely on competence. As are-
sult, the pressure associated with learning process-
es has been reduced. Figueroa-Flores (2015) argues
that the integration of gamification activities leads
to greater student engagement. Such activities are
seen as exciting challenges for students to over-
come. Challenges in gaming serve as motivators
for students and encourage active participation
and effort in learning processes (Figueroa-Flores,
2015). This increased engagement contributes to
a more dynamic and interactive learning environ-
ment. According to Huang and Soman ?2013), the
majority of students prefer interactive learning be-
cause it allows them to acquire knowledge on their
own time and tempo, thereby eliminating tradition-
al educational pressures.

However, Yanes and Bououd (2019) discov-
ered through their research that a minority of stu-
dents perceive gamified environments as childish
and immature. Some students also indicated that
although game-based activities may improve their
competitive spirit, they do not necessarily contrib-
ute to a deeper understanding of the importance
of learning. Gamification is considered to be a
valuable tool for enhancing motivation and sup-
porting language learning, but it is recognized that
games are valuable tools for improving motivation
and support language learning, Lee and Hammer
(2011) argue that it should be regarded as an ad-
ditional resource rather than a substitute for tra-
ditional learning methods. This perspective aligns
with Brown's (1994) assertion regarding the crucial
role of motivation in foreign language acquisition.
Figueroa Flores (2015) further highlights the poten-
tial of gamification to increase student motivation.
Furthermore, Ybarra and Green (2003) emphasize
the advantages of incorporating technology tools
into the learning of second languages and em-
phasize the importance of technology to improve
effective language learning. In short, while games
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may not be favourable to all students, they should
be considered as complementary approaches, and
in combination with suitable technology resources,
they can be useful tools to increase motivation and
support language learning.

According to Rajendran and Shah (2020),
gamification elements in education cater to stu-
dents’ needs and enhance their motivation, creat-
ing a healthy competitive environment for learn-
ing. Hashim et al. (2019) emphasize that students’
interest in playing games positively impacts their
self-esteem and confidence in learning grammarr.
In the context of autonomous learning, Anisa et al.
(2020) emphasize that gamification promotes stu-
dents’ intrinsic and extrinsic motivation, leading
to increased participation and autonomy in their
learning journey. Language-focused games pro-
vide a non-threatening and enjoyable environment
for vocabulary acquisition, allowing shy and slower
learners to progress at their own pace while auton-
omously exploring word meanings using dictionar-
ies, as discussed by Letchumanan et al. (2015).

Lee (2016) argues that incorporating games
in the classroom offers benefits when considering
learners’ cultural perspectives. Ortega-Dela Cruz
(2020) asserts that the incorporation of new gam-
ification elements facilitates learners’ self-evalu-
ation and autonomy, enabling them to cultivate a
more profound understanding of the learning pro-
cess. Matsumoto (2016) emphasizes that game-
based content sustains learner motivation and
fosters creativeness. The utilization of gamification,
particularly through information and communica-
tion technology (ICT) tools, allows highly motivat-
ed learners to effectively acquire English language
skills (Azar & Tan, 20203/. Lam et al. (2011) empha-
size the importance of instant feedback in gami-
fied learning environments, providing students with
valuable learning opportunities.

Rafig et al. (2019) indicate that students have
highly positive perceptions of language learning
games, perceiving them as engaging and motivat-
ing, boosting their self-esteem and overall learn-
ing. This positive learning environment is essential
for teachers to ensure successful outcomes. Muller
et al. (2015) conclude that gamification enhances
student involvment and facilitates the growth of
socio-economic aspects as well as both, personal,
along with technical competencies.

In summary, gamification in education ad-
dresses students’ needs, enhances motivation,

Available Online, on
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promotes autonomy, and provides an enjoyable
learning experience. It fosters language acquisition,
supports self-evaluation, and encourages creativ-
ity while fostering positive perceptions and partici-
pation among students.

2.2 Principles of Gamification and
Psychology of Motivation

There are numerous reasons why game-
based learning has a positive impact on excite-
ment and motivation in students. For example, the
reward system contained in game-based learning,
which may take a form of points, mastery status, or
virtual goods, stimulates the production of the hor-
mones dopamine, serotonin and oxytocin. Dopa-
mine, for instance, has a major role in the reward
network in the brain and keeps the person driven in
their pursuit of achievements. When the production
of these ,happy hormones” stop, the person feels
the need to reach that state of being repeatedly,
thus they are motivated to continuously engage
in the activities that elicit those sensations. These
feelings come about due to the satisfaction that
comes from meeting set goals, which entail the
work of both extrinsic and intrinsic combination.
Csikszentmihalyi (1998) proposes that flow theory
posits two key factors that contribute to the expe-
rience of happiness: concentration (or immersion)
and absorption in the activity. It is argued that for
the achievement of such as state, an equilibrium
needs to exist between the person’s ability and the
level of difficulty of the given challenge.

Vygotsky's (1978) theory of cognitive so-
ciocultural development introduced the concept
of the Zone of Proximal Development (ZPD), which
represents the difference between the current de-
velopmental level and the potential developmen-
tal level of a person. In order to promote learning,
this gap must be bridged through cooperation and
the use of existing resources, including technologi-
cal tools such as language learning games. A task
must be within the range of cognitive growth ca-
pabilities that need a certain level of motivation to
achieve. In terms of gamification, it aims to increase
intrinsic motivation through socialization, autono-
my, and self-control improvement (Gregory, 2015).
Language learning games can be a technological
resource that provides scaffolding and support to
learners within the ZPD.

The past few years, a significant increase in
interest regarding the use of gamification in English
vocabulary learning has been recorded by numer-
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ous research. Multiple studies have demonstrated
that this approach to learning enhances motiva-
tion and engagement among learners (Hurtado
& Medinag, 2017; Castro-Garces & Guaquate, 2017;
Hasegawa et al, 2015; Walsh & Abrams, 2014; Sun
& Hsieh, 2018). The positive influence of games on
motivation and engagement can be attributed to
the use of reward systems within these learning en-
vironments. Typically, these systems involve imple-
menting scoring systems and recognition symbols
like badges or titles such as “master” or “legend.”
These prizes create a sense of achievement and
promote strong motivation to continue learning vo-
cabulary (Castro-Garces & Guaqueta, 2018; Walsh
& Abrams, 2014; Hasegawa et al, 2015). According
to Gee (2009), digital games offer problem-solving
environments that promote continuous learning,
mastery, and enjoyment. By incorporating game
elements into vocabulary learning, learners are im-
mersed in captivating and pleasurable experiences
that foster active engagement and the cultivation
of problem-solving abilities.

The integration of game mechanics, includ-
ing systems of rewards, with the process of vocab-
ulary learning generates a dynamic and interactive
educational setting.. Gamification transforms the
learning process into an enjoyable and goal-ori-
ented experience, allowing learners to develop their
vocabulary skills while experiencing a sense of en-
tertainment and pleasure. Such a form of learning
can be used for forming a stronger and deeper un-
derstanding of concepts and, thus, solving prob-
lems. However, in research done by Abramovic et
al. (2013) it is discussed how badges in games have
both a negative and positive potential in terms of
effects on learning, depending on the situation and
the student, recommending a careful application
of such mechanism in the classroom context, with
high consideration of pedagogical approaches as
to prevent distraction from core activities in the
class (e.g. students focusing on collecting scores
more than developing skills). To prevent negative
effects educators may apply activities that require
finding alternative solutions, resource-manage-
ment, and collaboration to compensate for low lev-
el of skill.

Smiderle et al. conducted a study with 40
undergraduate students on how points, ranking and
badges affect engagement and learning based on
student personality. They divided the groups and
allocated each to a gamified or non-gamified pro-
gram. The results revealed behavioral changes in
the gamified group, showing that students with less

Available Online on

agreeable, less open, and introverted personali-
ty traits who used the gamified version later in the
course had better accuracy (Smiderle et al.,, 2020).
The study yielded intriguing results concerning the
influence of gamification on various student profiles.
The study observed a decrease in accuracy during
semester among low-conscientious students in
the non-gamified system. However, this decline in
accuracy was not observed in the gamified group,
suggesting that gamification helped maintain per-
formance levels among these students.

Additionally, the study found that introvert-
ed students using the gamified version exhibited
more positive attitudes compared to extroverted
students using the same version. This indicates that
the gamified approach was particularly beneficial
for introverted individuals, enhancing their engage-
ment and satisfaction with the learning process.
Furthermore, the research identified a strong neg-
ative correlation between extraversion traits and
the number of ranking views. This suggests that ex-
traverted students may not derive as much benefit
from ranking elements within the gamified system
compared to introverted students. The results shed
light on the varied outcomes of gamification across
diverse student profiles, adding to our knowledge of
how gamification can be customized to accom-
modate individual learner traits and preferences.
These findings offer important views in the design
and implementation of games in educational set-
tings.

2.3 Internet Usage Patterns, Gender,
Academic Performance, Attitudes
Towards Blended, Online, and In-Person
Learning, and English as a Foreign
Language Acquisition by Students

Bec¢irovié and Dervié (2022) conducted a
study which revealed a significant correlation be-
tween Internet habits, satisfaction, tech-related
anxiety, readiness for e-learning, and their inter-
est for hybrid or online, and face-to-face learning.
These preferences, in turn, have an influence on
students’ GPA. The study emphasizes the impor-
tance of taking into account students’ individual
characteristics and attitudes towards technology
when designing learning environments to optimize
their educational outcomes. Beéirovié et al. (2022)
discovered that factors such as online time and
gender have a notable impact on students’ satis-
faction with online learning. Nevertheless, the re-
search also indicated that a majority of students
demonstrate a high level of self-assurance in their
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ability to utilize the Internet proficiently and active-
ly engage in self-directed learning. These findings
provide support for the incorporation of online tools
and gamification in indoor settings, as students’
perceived competence in using technology and
their inclination towards self-directed studying can
be leveraged to enhance their experience of learn-
ing as a process. In this study, interestingly, it was
found that males report higher satisfaction than
females. Additionally, the study revealed that stu-
dents with higher GPAs tend to have higher levels of
satisfaction with online learning compared to stu-
dents with lower grades. Moreover, students who
spend more time utilizing devices, online tools, and
the Internet reported a greater sense of self-effica-
cy and self-regulation.

These findings suggest that students who
are more academically successful and actively
engage with digital resources have a more posi-
tive perception of online learning and demonstrate
greater confidence in their ability to manage their
learning effectively. Dautbasi¢ and Beéirovié (2022)
argue that online teaching will soon become the
most used method of knowledge transference
that will allow learning to become resistant to cri-
ses such as the COVID-19 pandemic, ensuring that
generations to come will always have an opportu-
nity for self-improvement. However, they argue that
the educational system will not be able to make a
shift fromn analogue to digital-only in terms of con-
tent, thus some principles from the traditional sys-
tem will have to remain — such as a lecturer and
curriculum.

In a separate quantitative investigation car-
ried out by Beéirovi¢ et al. (2022), the main objec-
tive is to study the impact of teacher support on
the acquisition of English as a foreign language by
students in secondary schools in Bosnia and Herze-
govina. The findings of the study showed that stu-
dents had a positive experience in technology-as-
sisted learning and that teachers’ support played
an important role in facilitating the learning pro-
cess. In addition, the relationship between motiva-
tion and achievement in English as a foreign lan-
guage learning was examined in a previous study
conducted by Bectirovi€ and Huri€-Becirovi¢ with
185 students. The results of the study showed that
female students were more likely to be proficient in
English than male students.

Available Online, on
b.

2.4 Enhancing Listening Proficiency
in English Language Acquisition

Listening is a core aspect of language learn-
ing and based on human developmental stages,
it is a predecessor of speech development. Mee
(2017) defines listening as a process of percep-
tion that involves paying attention, becoming con-
scious, and selectively engaging with environmen-
tal signals. His research also considers hearing and
auditing as key factors in listening. Hearing which
entails the physiological sound-detection ability,
sound distinction and blending, as well as sequen-
tial retention of sound in memory. Auding refers to
the process of meaning-making, imagining and
organizing input information in the mind. Effective
language learning relies on listening, which builds
comprehension, vocabulary, and grammar skills
for successful communication. Field (2010) further
emphasizes that incorporating abundant listening
practice within the classroom and utilizing effective
listening strategies by teachers significantly con-
tribute to achieving a high level of success in lan-
guage learning. Snowling (2016) proposed the main
factors dictating the scale of difficulty in oral tasks:

1. Speaker (Number of speakers, speech pace,
accents)

2. Listener (role in interaction, response re-
quirement, interest in the conversation top-
ic)

3. Content (grommor, vocabulary, information
structure, prior knowledge)

4. Supporting media (diagrams, images, vid-
eos and other)

According to Sayfli et al. (2020), meeting
the diverse listening skill needs of English language
learners poses a significant challenge for teachers.
This refers to differences in sound recognition and
processing, selectivity in listening, and their ability
to follow the pace of information exchange, among
other aspects. In this sense, games with custom-
izable options for improving ELL listening skills can
prove highly valuable for overcoming the challeng-
es presented in the aforementioned sections.

2.5 Speaking Skills in English
Language Learning

Making the connection between listening
and speaking skills, the latter can be defined as
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the application of acquired sound-pattern recog-
nition through purposeful formation of speech with
the aim of conveying meaning. Speaking, the abil-
ity to construct proper syntax and use appropriate
vocabulary for communication of thought, is con-
sidered as a gauge of language proficiency level
based on which student success is approximat-
ed (Thornbury, 2005; Nunan, 1995). In speech pro-
duction, there are two crucial aspects that affect
the perceived level of mastery: pronunciation and
speed rate. Pronunciation is connected to phonol-
ogy and the awareness related to rules of accurate
spelling interpretation and sound production, while
speed rate signifies the ability to recognize the ap-
propriateness of pacing with regards to recipient
capabilities for speech input processing. In this
sense, the learner observes progress through feed-
back provided by the recipient about outputted
information (Kaur & Abdul Aziz, 2020). Games are
useful tools for speech practice that allow the elim-
ination of potential blockers in learning such as
discomfort experienced in public expression due
to negative perception of error occurrences or di-
vergence in learning speed (the need for repetition
and additional practice). Users are provided a safe
space for repeated practice and improvement,
and autonomous learning. Posada and Francis
(2012) found that the application of gamification in
ELL classes boosts motivation for English language
learning and speech production.

2.6 Reading Skills in English
Language Learning

Reading is a cognitive activity dependent
on the ability of decoding textual content based
on background knowledge and experience, for the
purpose of deriving and understanding meaning
(Hashemi, 2021). Comprehension is an inseparable
component in reading, as it entails active engage-
ment in acquiring information, meaning-mak-
ing, and context interpretation that results in mind
growth (Mzayaki, 2019). Hashemi's research (2021)
uncovered that games significantly improve vo-
cabulary learning and motivation for English lan-
guage learning due to the factor of enjoyment of-
fered through gamification. Moreover, with regards
to reading comprehension, games were found to
be more impactful in the classroom than traditional
teaching and learning methods. Games prompted
higher engagement level among students and, in
turn, input repetition cycles increased in frequen-
cy when games were employed in teaching prac-
tice. Derakhshan and Davoodi Khatir (2015) as well
as Ebrahimzadeh and Alavi (2016) discovered that

Available Online, on

games have a positive influence on student moti-
vation and promote increased engagement in vo-
cabulary learning.

2.7 Writing Skills in English
Language Learning

Writing entails the cognitive activity of ide-
ation and mental syntax construction expressed
through symbols forming sentences and state-
ments for the purpose of communication. In lan-
guage learning writing is a core skill required for
language mastery. In his research, Bing (2013) found
that action-adventure games allow student to im-
plicitly learn and improve narrative writing skills. He
demonstrated the potential of games to be used
as pseudo-classrooms for immersive learning that
helps students to tie learning material with experi-
ences. This study also provided reason to question
the need for reliance on explicit theoretical teach-
ing over the integration of implicit components that
provide a low-pressure approach to learning En-
glish writing skills, and that enable a more natural
or optimum model for ELL.

3. Methodology

The aim of this study is to investigate the
impact of gaming on the motivation and academ-
ic performance of students in the context of the
teaching of English at the Higher Education level
in Bosnia and Herzegovina. Previous research into
gamification in learning English has yielded vary-
ing results, depending on the region. Since similar
studies were not conducted in Bosnia and Herze-
goving, alternative variables were investigated. The
research question is: Does playing games influence
the motivation and performance of students to
learn English as a foreign language?

The hypotheses aim to obtain a holistic an-
swer to the research question, and are as follows:

HI: There is an influence of games on student
motivation to learn English as a foreign lan-

guage.

H2: Playing games will influence student EFL
learning outcomes.

H3: Using games will influence English listening
skills.

H4: Using games will influence English speaking
skills.
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H5: Using games will influence English reading
and writing skills.

H6: Student listening, speaking, reading and
writing EFL skills obtained by playing games
predict student EFL achievement.

The variables studied in this research in-
clude the English-language proficiency of students
(measured by the GPA), the level of motivation, the
influence of games on learning results, and the de-
velopment of skills in listening, speaking, reading,
and writing.

3.1 Participants

The study included students enrolled in pub-
lic and private universities in the higher education
system in Bosnia and Herzegovina. The sampling
method used was a logical and snowball sampling
method. The aim was to reach 200 participants
and to ensure that men and women participated
at the same age and social status. The objective
of sample size is to have a variety of age groups,
socio-economic status, level of English knowledge,
GPA, area of study, and year of study.

The sample size is 202, thus it is big enough
for listed types of tests. There were no missing data
points in data processing. Gender representation
in the sample is overall equally distributed. Out of
the 202 participants, 50.5% are male and 49.5% fe-
male. The majority of surveyers, 61.4%, are between
29 - 39 years old, while 15.8% and 14.4% are be-
tween 40 and 50 or over 50 years old, respectively.
The smallest percentage group in the sample are
learners between 18 and 28, which make up 8.4%.
The participants’ academic background includes
PhD and Doctorate students, as well as those en-
rolled in Master and Bachelor studies. Fields of study
represented are: English and Literature, Information
Technologies, Engineering, Natural Sciences, Eco-
nomic and International Relations/Political studies.

When it comes to the level of English in the
sample, most participants have a Bl or B2 level of
proficiency, making up 71% and 65% of the sam-
ple, respectively. In third place, the most repre-
sented level of proficiency are Cl and C2, with 34%.
The least present levels of English proficiency in
the sample are Al and A2, with 32%. The GPA level
was categorized into three groups: low, moderate,
and high. The largest portion of the sample, 62.9%,
falls into the moderate GPA category, while the high
GPA category accounts for 35.6% of the partici-

Available Online, on

pants. Only 1.5% are in the low GPA category. When
it comes to student academic performance in En-
glish, participants could rate it on a scale between
"acceptable” and “excellent”. The majority reported
their performance as “very good’, making 35.6% of
the sample. The second and third most represent-
ed groups in the sample are those with “good” and
“satisfactory” level of academic performance, with
28.7% and 18.8% respectively. 9.4% are in the top end
of the scale, while 7.4% are in the bottom end.

The table below displays the demographic
characteristics of the sample population, including
information on gender, age, English proficiency lev-
el, GPA, and academic performance in English.

Table 1.
Demographic Characteristics of the Population
Sample

N %
Gender Male 102 50.5
Female 100 495
Age 18 - 28 17 8.4
29 -39 124 61.4
40 - 50 32 15.8
50+ 29 144
English
proficiency A1&A2 32 15.8
level
Bl 7 351
B2 65 322
Cl&C2 34 16.8
GPA low 3 1.5
moderate 127 62.9
high 72 35.6
Academic
?Eenr;?gﬂonce Excellent 19 9.4
classes)
Very good 72 35.6
Good 58 28.7
Satisfactory 38 18.8
Acceptable 15 7.4
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3.2 Instrument and Procedure

In order to collect data on students’ mo-
tivation and achievement in learning English as a
foreign language, a questionnaire of 57 questions
was used. The questionnaire used a Likert scale of 5
points where participants could choose one of the
five statements ranging from 5 (strongly agreed)
to 1 (strongly opposed). The questions related to
listening, speaking, reading, and writing skills in En-
glish (5 items each) were adapted from research by
Ke Sin and Said (2020). Questions about motivation
(24 items) and learning outcomes (4 items) were
adapted from the Pratama 2020 study on student
perception of game play to improve classroom
participation and motivation in higher education. In
addition, there were three questions about the aca-
demic performance of English (return) and the fre-
quency of game use. The other four questions col-
lected demographic information from participants.

The questionnaire was distributed using an
online survey instrument (Google Forms) which
was distributed via email, social media (Facebook,
LinkedIn, and Instagram) and communication plat-
forms such as Viber, WhatsApp, Signal, and Gmail,
to students in higher education in universities
across Bosnia and Herzegovina.

3.3 Normality

This research included a sample size of
over 200 participants. The results of the Kolmog-
orov-Smirnov test showed that the sample did not
follow a normal distribution (p < 0.05). However,
with a large sample size, we can still apply para-
metric statistical analysis based on the Central
Limit Theorem. The Central Limit Theory states that
a large enough sample of random subjects from
the general population will follow a normal distribu-
tion. The normality in this case approaches the real
arrangement from nature and the sample is com-
plete, meaning there are no missing data points,
thus normality is 100% achieved.

3.4 Reliability

Using the Cronbach’s Alpha test, the valid-
ity and reliability of the measurement scales used
in this study were evaluated. Higher values denote
greater reliability. The Cronbach’s Alpha coefficient
measures the internal consistency of a set of state-
ments and ranges from 0 to 1. According to Kline’s
(1998) recommendations, coefficients around 0.9
are excellent, around 0.8 are very good, and around

Available Online on
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0.7 are acceptable for reliability. In contrast, co-
efficients below 0.5 denote a significant level of
random error, making the variables unreliable for
further investigation. The Cronbach’s Alpha coef-
ficients for each variable are shown in the above
table to aid in data interpretation and analysis. The
variables covered in the following text are made up
of groups of questions arranged according to the
questionnaire’s structure, each of which addresses
a different aspect of the topic. Each variable’s re-
sponses to the questions were added up, the total
was divided by the number of questions, the result
was rounded, and the same coding was applied to
the result to determine the coefficients.

Table 2.
Test of Normality
Tests of normality
Kolmogorov-smirnov® Shapiro-wilk
: Sta- . Sta- .
Variable tistic Df Sig. tistic Df | Sig.
Academic perfor-
mance in English 0.218 202 0.000 | 0.903 | 202 | 0.000
Frequency of game
use for English 0.227 202 0.000 | 0.862 | 202 | 0.000
learning
Frequency of game
use for English learn- 0.232 202 0.000 | 0.836 | 202 | 0.000
ing on a weekly basis
Frequency of game
use for English learn- 0.292 202 0.000 | 0.772 | 202 | 0.000
ing on a daily basis
Motivation 0.285 202 0.000 | 0.806 | 202 | 0.000
Listening 0.321 202 0.000 | 0.747 | 202 | 0.000
Speaking 0.303 202 0.000 | 0.814 | 202 | 0.000
Reading 0.274 | 202 0.000 | 0.800 | 202 | 0.000
Writing 0.190 202 0.000 | 0.893 | 202 | 0.000
Perception 0.229 202 0.000 | 0.825 | 202 | 0.000
Table 3.

Level of Reliability of Variables (Cronbach Alpha
Coefficient)

Reliability statistics

Cron- Cronbach’s alpha
Scale bach’s based on standard- | N of items
alpha ized items
Motivation 0,934 0,947 6
Listening 1,000 1,000 2
Speaking 0,859 0,874 2
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Reading 0,918 0,922 3
Writing 0,834 0,835 2
Perception 0,802 0,821 2
Table 4.
Cronbach Alpha internal consistency table
Cronbach’s alpha Internal consistency
o209
Excellent
09>a208 Good
0.8>a020.7 Acceptable
07>a20.6 Questionable
06>a205 Poor
05>a Unacceptable

The reliability test demonstrated that there
is an overall excellent internal consistency, thus the
measurement is considered as reliable and can be
further analyzed.

3.5 Data Analysis

The research data was organized and
stored in MS Excel 2013 for further statistical anal-
ysis. IBM SPSS Statistics v25.0 was utilized for data
processing. The research findings are present-
ed in both tabular and graphical formats, provid-
ing a comprehensive representation of the results.
The following statistical procedures were used:

1. Descriptive statistics for the purpose of cal-
culating the mean and standard deviations

2. Testing of normal distribution
3. Pearson coefficient for correlation testing

4. Cronbach Alpha for testing interconnec-
tions between factors

5. Linear regression
4.Results

4.1 Initial Analysis
4.1.1 Descriptive Results

The descriptive statistics conducted on the

collected data from the research sample reveal
that the average frequency of game use for English

Available Online, on

language learning falls within a moderate range,
indicating neither excessively high nor low usage.
Thus, the majority of students do not exclusively
use games for learning, but they do utilize them as
helper tools in the learning process. When it comes
to academic performance, the average student
reported a higher level of achievement in English,
leaning towards greater English proficiency. When
it comes to the perceived effect of games on LSRW
skills, on average, students report a significant im-
pact.

Table 5.
Descriptive Statistics
- . Std.
Mini- Maxi- :
N Mean | Devia-
mum mum tion
Academic
performancein | 202 |1 5 279 1.086
English
Motivation 202 |1 5 197 1.076
Listening 202 |1 5 1.89 1189
Speaking 202 |1 5 2.37 1.216
Reading 202 |1 4 1.82 .902
Writing 202 |1 5 268 1197
Frequency of
playing games 202 |1.33 4.00 27723 | .66489

4.1.2 Pearson correlation

The Pearson correlation test evaluates the
direction and strength of a relationship between
two variables. It determines a correlation coeffi-
cient that ranges from -1 to +1 and represents the
strength of the correlation. The guidelines in the ta-
ble below should be used to interpret the correla-
tion coefficient.

Table 6.
Interpretation of Pearson Correlation Coefficient
(Colton, 1874)

Interpretation of Pearson correlation coefficient

Value range Interpretation

r | 0to*0,25 No correlation

+ (0,26 to = 0,50 Weak correlation

+(0,51to £ 0,75 Moderate correlation
+0,76to £ 1 Strong correlation
+1 Mathematical correlation
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Table 7.
Pearson Correlations Between Variables
a,
Correlations
Level of  Frequen Frequene Frequen Motivati Listeni Speaki Readi Writin  Percepti
academic oy of wofgame oy of on ng ng ng I on
performan game use for  pame
ce in use for EL{weekl use for
waglich EL ¥) EL
(daily)
Level of Pearson 1 0023 - 169" L2487 0.104 0043 0.029 0013 0006 -0.108
academic Correlati
performan o1
e in Sig. (2- 0.742 0.01a 0,000 0.139 0.542 0.686 0.857 0.935 0.127
English tailed)
™ 202 202 202 202 202 202 202 202 202 202
Frequency  Pearson -0.023 1 L5407 0,090 0.077 179 -0.096 0.034 A73° 0.027
of game  Correlati
use for EL o
Sig. (2- 0.742 0.000 0.200 0.275 0.011 0.17a 0.628 0.014 0. 708
tailed)
™ 202 202 202 202 202 202 202 202 202 202
Frequency  Pearson - 1697 L5407 1 -0.027 KT 31zt 0.129 L155% 298 ATeT
of game  Correlati
use for EL o
(weekly) Sig.  (2- 0.0la 0000 0. 702 0.000 0000 0.067 0028 0000 0000
tailed)
™ 202 202 202 202 202 202 202 202 202 202
Frequency  Pearson L2497 0,090 -0.027 1 L3327 26377 L2487 L2547 3237 2487
of game  Correlati
use for EL o
(daily) Sig.  (2- 0000 0.200 0.702 0.000 0.000 0.000 0000 0.000 0,000
tailed)
™ 202 202 202 202 202 202 202 202 202 202
Motivatio Pearson 0104 0.077 08T 3327 1 JTO0R™ JTRE™ 71 LB10TT aT0T
n Correlati
on
Sig.  (2- 0.139 0.275 0.000 0000 0,000 0.000 0.000 0000 0000
tailed)
™ 202 202 202 202 202 202 202 202 202 202
Listening Pearson 0.043 L1797 127 2637 JTOR™ 1 L5837 L6537 L7397 5387
Correlati
on
Sig.  (2- 0.542 0011 0.000 0000 0.000 0.000 0.000 0000 0000
tailed)
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Speaking  Pearson 0,029 0,096 0.129 248" TRE 831 Bs0C B4 &ls¢

Correlati

on

Sig. (2- 0.686 0.176 0.067 0.000 0.000 0.000 0.000 0000  0.000

tailed)

N 202 202 202 202 202 202 202 202 202 202
Reading Pearson  0.013 0.034 L1557 2547 g 6537 BS0T 1 836 6527

Correlati

on

Sig. (2- 0.8357 0.628 0.028 0.000 0.000 0.000  0.000 0.000  0.000

tailed)

N 202 202 202 202 202 202 202 202 202 202
Writing Pearson  -0.006 NEEN 298 313 8107 RECI 5T S S T 693

Correlati

0on

Sig. (2- 0935 0.014 0.000 0.000 0.000 0.000  0.000 0.000 0.000

tailed)

N 202 202 202 202 202 202 202 202 202 202
Perception  Pearson  -0.108 0.027 376 248" BT 5360 BlsT G820 &9 1

Correlati

on

Sig. (2- 0127 0.706 0.000 0.000 0.000 0.000  0.000 0.000  0.000

tailed)

N 202 202 202 202 202 202 202 202 202 202
*. Correlation is significant at the 0.05 level (2-tailed).
**, Correlation is significant at the 0.01 level (2-tailed).

Based on the results of the Pearson correla- o There is a weak and significant positive/
tion test presented in the table above, the following negative correlation between the frequency
correlations were observed: of game use and writing skills.

o There is a weak and significant positive/ o There is a strong and significant positive/
negative correlation between the weekly negative correlation between the frequency
frequency of game use and the level of per- of game use and motivation.

formance in English.
o Thereis a moderate and significant positive/

o There is a weak and significant positive/ negative correlation between the weekly
negative correlation between the daily fre- frequency of game use and listening skills.
quency of game use and the level of perfor-
mance in English. o There is a weak and significant positive/

negative correlation between the weekly

o There is a weak and significant positive/ frequency of game use and reading skills.

negative correlation between the fre-
quency of game use and listening skills.
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o There is a strong and significant positive/
negative correlation between the weekly
frequency of game use and the perception
of the usefulness of games for EFL.

o There are moderate and significant pos-
itive/negative correlations between the
daily frequency of game use and listening,
speaking, reading, writing skills, and the per-
ception of the usefulness of games for EFL.

o There are strong and significant positive/
negative correlations between motivation,
listening, speaking, reading, writing skills,
and the perception of the usefulness of
games for EFL.

o There are strong and significant positive/
negative correlations between the percep-
tion of the usefulness of games for EFL and
motivation, listening, reading, writing, and
speaking skills.

Through the Pearson correlation coefficient
test, we found that there are overall signficant re-
lationships between variables, with the greatest
number having either a weak or strong correlation.

4.1.3 Digital Media Use Habits of the Sample

The maijority of students (87.1%) from both
private and public universities in Bosnia and Her-
zegovina reported that they had not used digital
media for active English language learning prior to
2022.In the past year, 35.6% reported that they often
use games for ELL, 26.7% very often, 21.8% sometimes
and 15.8% rarely. On a weekly basis, the greatest
portion of the sample (36.1%) uses games for ELL up
to 5 hours a day, while the second closest reported
level of use is more than 10 hours weekly (33.2%).
20.8% of the sample uses ELL games between 5 and
10 hours weekly. Only 9.9% use games for ELL on an
everyday basis. When participants use games for
ELL, on a daily basis, the greatest percentage of the
sample uses them between half an hour and two
hours (46%). The second most common level of use
is between three and five hours (32.7%) and then
the lowest frequency is present in the group that
uses ELL games for 6 hours or more (21.3%).

Available Online‘ on
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Table 8.
Mean and Standard Deviation of Responses on
Prior Digital Media Use and User Habits

Variable Mean Standard devia-
tion

Previous use of digital media

for English language learning 113 0.336

before 2022 (active)

E[tfquency of game use for 373 1026

Frequency of current use of

games for ELL on a weekly 2.83 1.032

basis

Approximate length of use of

games for ELL on a daily basis 175 0.784

The table above displays the standard devi-
ations and means of the variables concerning stu-
dents’ active utilization of digital media for English
language learning before 2020 and their habits re-
garding the use of games for ELL. The data distribu-
tion of responses or values in the sample indicates
a normal distribution without any outliers.

4.1.4 Student Attitudes and Motivation for
Game-Based English Language
Learning

Overall, when it comes to attitudes and mo-
tivation for using ELL games, the maijority of partic-
ipants have a positive attitude and evident moti-
vation to use these learning tools (Table 1). 65.8%
strongly agree with the claim that they look for-
ward to playing games in ELL games, while 25.2%
and 8.9% agree or slightly agree, respectively. 42.1%
and 40.6% strongly agree or agree that they find ELL
games interesting. Out of 202 responders, the ma-
jority also consider ELL games fun (strongly agree
- 28.2%, agree 42.1%, slightly agree 22.8%). The most
significant percentage of the sample finds connec-
tivity issues frustrating when it comes to ELL games
(27.2% strongly agree, 47% agree, and 19.3% slightly
agree), which can have an impact on motivation to
use them as a primary tool for learning. 6.4% dis-
agree with that claim, but it should be noted that
this percentage mostly consists of individuals who
have reported that they do not use ELL games of-
ten. To questions of regarding participants’ per-
sonal experience of using games is exciting, en-
joyable, and positive, most offered top two positive
answers. The questionnaire also included items re-
garding the manner in which participants use ELL
games. These questions were included as a less
obvious gauge of the level of motivation and en-
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gagement that ELL games elicit in users. The ques-
tions concern the participants’ level of focus, level
and speed of response, and accuracy. To the claim
that they focus on each item or question in mod-
ules on ELL games, the majority answered positive-
ly, but at varying degrees — 31.7% strongly agree,
44.6% agree, 23.8% slightly agree. When it comes
to the level of response, the majority answered that
they respond or try to respond to each question in
a module (29.7% - strongly agree, 21.8% - agree and
28.2% slightly agree). Concerning speed and accu-
racy in responses to tasks in ELL games, the domi-
nant responses indicate that surveyed users try to
respond as quickly as possible to questions (4.5%
- strongly agree, 59.9% - agree, and 21.8% - slightly
agree) but concerning accuracy the statistics show
more flexibility. 14.9% reported that they respond
as accurately as possible to items and questions
in modules on ELL games, while 20.8% agree and
37.1% agree slightly. 16.3% disagree with this claim
and 10.9% strongly agree. The varying responses to
this question can be attributed to several factors,
which include the level of motivation to treat ELL
games as an official learning tool, time-manage-
ment challenges or time allocated for learning via
ELL games, level of English proficiency, focus issues
due to extraneous, mental or environmental, factors
that may affect a user’s repeated performance and
their perception of it overall. Another aspect that
affects motivation for English language learning
through game-based applications is the element
of competition that is an integral element in this
type of a learning design. Questionnaire responses
to the inquiry on whether users like competitiveness
in ELL game sessions show that there is a prefer-
ence for competitiveness. 36.1% strongly prefer this
element in learning, 25.2% have a moderate and
38.6% a slight preference. 26.7% and 44.6% of par-
ticipants strongly agree or moderately agree that
they are motivated by winning in ELL game ses-
sions. 3% slightly agree with this claim and in total
25.7% disagree that this aspect of ELL games is mo-
tivating in their learning process. Attention is a cru-
cial ingredient without which learning cannot take
place. When it comes to learning English through
applications that contain competitive features, and
their effects on attention, the responses of users in-
dicate that their desire to win in competitions can
boost attention devoted to learning English during
game sessions (27.7% strongly agree, 29.1% slightly
agree). However, 33.2% of participants disagree with
this claim, which might be affected by personality
types, learning styles, environmental influences and
similar factors, which can be investigated through

Available Online‘ on

further research on this topic. In total, 88.6% of re-
sponders report being eager to learn English via ELL
games. As a result, a significant majority (94%) of
participants hold the belief that incorporating ELL
games in teaching and learning within higher ed-
ucation holds value and should be integrated into
the educational system. Interestingly, 82.6% of par-
ticipants in the sample find English courses in ELL
games difficult, to varying degrees, while 17.3% do
not. The large percentage indicating challenges
with the level of difficulty of ELL material on games is
an interesting point for further research on the top-
ic of gamification and English language learning
to identify issue points and propose improvements
that could compliment higher education goals. This
questionnaire further reinforces the research that
advocates for an integrated approach to English
language teaching and learning, which combines
digital, game-based, and traditional methodolo-
gies. In our research, we found that 88,2% believe
that solely using ELL games for English language
learning would eventually become boring, which
implies that the current advantage of the effects
that ELL games have on student motivation and at-
titude towards learning English could wither in case
of oversaturation with similar content and teaching
and learning methods. In total 89% of the student
sample report that ELL games make them more
excited in learning and 76,3% enjoy classes where
ELL games are used. Although the perception of re-
sponders on whether ELL games increase activity in
classis closely split between a positive and negative
answer, the statistics show that 85% in total believe
that these games help with building better relation-
ships with other students and the teacher to some
degree. In terms of the overall perception of online
learning, the majority of students (70.3%) indicate
that ELL games have played a significant role in cul-
tivating a positive attitude towards online learning.
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Table 9.
Motivation for Using ELL Games for Language
Acquisition
Percent
QI0: | look forward Ql: 1 find ELL games | Q12: 1 find ELL QI3: 1 get annoyed Ql4: | feel excited QI5: | enjoy playing ELL
to playing in ELL interesting. games fun. when | can't connect | when playing ELL games.
games. to ELL games. games.
Strongly agree 65.8 421 282 27.2 411 426
Agree 252 40.6 421 47.0 40.1 431
89 10.9 228 19.3 13.9 14.4
Slightly agree
Valid
Disagree 35 5.0 6.4 5.0
Strongly disagree 3.0 2.0
Total 100.0 100.0 100.0 100.0 100.0 100.0
Percent
Qi6: | feel positive QI17: | focus on the QI8: I respond to QI9: I respond as Q20: I respond as Q21: | like the com-
when playing ELL items or questions each item or ques- | quickly as possible accurately as pos- petitiveness in our ELL
games. in each ELL game tion in each ELL to each item or sible to each item or game sessions.
session. game session. question in each ELL | question in each ELL
game session. game session.
Strongly agree 36.6 31.7 297 4.5 14.9 36.1
Agree 322 446 218 59.9 20.8 25.2
Slightly agree 20.8 238 28.2 218 371 38.6
Valid
Disagree 6.9 13.9 45 16.3
Strongly disagree 35 6.4 9.4 10.9
Total 100.0 100.0 100.0 100.0 100.0 100.0
Percent
Q22: | am motivated | Q23:1pay more Q24:1am eager Q25: There is value in | Q26: ELL games Q27: English course
by the prospect of attention during to learn via ELL using ELL games for should be used in is so difficult on ELL
winning in ELLgame | lectures because games. teaching and learn- | higher education. games.
sessions. I hope to win in ELL ing purposes.
game sessions.
Strongly agree 26.7 27.7 18.3 66.8 66.8 66.8
Agree 446 13.4 27.2 27.2 6.4
Slightly agree 3.0 391 56.9 9.4
Valid
Disagree 19.8 19.8 n4 5.0 5.0
Strongly disagree 5.9 13.4 1.0 1.0 17.3
Total 100.0 100.0 100.0 100.0 100.0 100.0
Percent
Q28: I'd feel bored Q29: | feel more Q30: ELL games Q3l: 1 enjoy the class | Q32: ELL games help Q33: ELL games have
if | had class on active in the class make me more with ELL games. me to have a better positively shaped my
ELL games almost with ELL games. excited in learning. interaction with my perception of online
every day. classmates and the learning.
teacher.
Strongly agree 124 322 322 322 13.9 421
Agree 15 74 36.1 31.2 66.3 5.4
slightly agree 743 9.9 20.8 12.9 5.0 228
Valid
Disagree 0.5 228 5.9 15.3 9.9 19.3
Strongly disagree n.4 27.7 5.0 8.4 5.0 10.4
Total 100.0 100.0 100.0 100.0 100.0 100.0
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4.2 Hypothesis Testing
4.2.]1 Weekly Frequency of Game Use on
Motivation for EFL Learning

The first hypothesis, which claimed that the
frequency of playing games would significantly af-
fect students’ motivation for learning EFL, was in-
vestigated using a linear regression analysis. The
findings showed a statistically significant influence
(F(1,200) = 32.929, p.

Table 10.
Model Summary for the Influence of Weekly Game
Use on Motivation for EFL Learning

Model summary

Model R Adj. R? SEE F Sig. F

1 0,718 0,699 0,567 32,929 ,000

4.2.2 The Influence of Daily Game Use for
EFL Learning on Academic
Performance in English

The second hypothesis postulated that reg-
ular game play would significantly affect students’
academic success in English as a foreign language.
Hypothesis testing results showed a statistically
significant influence (F(1,200) = 11114, p.

Table 11.

Model Summary of the Influence of Daily Game
Use for EFL Learning on Academic Performance in
English

Model summary

Model R? Adj. R? SEE F Sig. F

1 0,454 0,413 0,601 nn4 ,000

4.2.3 Effects of Playing Games on EFL Skills

The effect of ELL games on English speaking,
listening, reading, and writing abilities is one of the
hypotheses investigated in this study, which in turn
influences learning outcomes. The sections that fol-
low provide statistical information about how stu-
dents from Bosnia and Herzegovina’s private and
public universities perceived the value and effica-
cy of ELL games in the context of English language
learning.

Available Online, on

4.2.4 Impact of English Language Learning
Games on Listening Skills

In total, 84.7% of participants in the study
reported that they feel that using ELL games helps
to improve their English listening skills. Only 15.3%
disagreed with this claim. Similarly, 87.2% reported
greater confidence in and focus on English listening
skills since using ELL games. Regarding the com-
petitive elements of ELL games and their impact
on student motivation to improve listening skills,
a cumulative 77.7% of respondents expressed that
scores, rewards, and leaderboards are effective in
increasing their interest in English listening skills to
varying degrees. Furthermore, when it comes to un-
derstanding the meanings of texts, the majority of
students (80.2% cumulative) reported that they are
able to comprehend the main idea of texts after us-
ing ELL games.

Hypothesis-testing results for the third as-
sumption, which examines the influence of daily
game use on listening skills in English as a foreign
language, revealed statistically significant impact
with a value of F=29.227 (p<0.001) (F(1,200)=29.227,
p<0.001).

Table 12.
Model Summary for Impact of English Language
Learning Games on Listening Skills

Model summary

Model R? Adj. R? SEE F Sig. F

1 0,128 0123 1114 29,227 ,000

4.2.5 Impact of English Language Learning
Games on Speaking Skills

In terms of speaking skills, 62.4% of respon-
dents strongly believe that ELL games support the
improvement of their English-speaking skills, while
19.8% agree with this claim. Conversely, 17.9% dis-
agree. When it comes to confidence, a total of 74.7%
report feeling more confident in their speaking skills
since using ELL games. Additionally, 60.4% of partic-
ipants feel that ELL games help them focus on En-
glish speaking skills.

In relation to interest, 67.8% of respondents
find that scores, rewards, and leaderboards in ELL
games are suitable for increasing their interest in
English speaking skills, whereas 32.2% disagree. Re-
garding the practical use of acquired knowledge,
44.6% strongly feel that they can effectively de-
scribe people and objects using appropriate words
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after using ELL games. Furthermore, 39.6% and 3.5%
agree and slightly agree, respectively, while only
12.4% disagree with this statement.

Table 13.
Model Summary for The Impact of ELL Games on
Speaking Skills

Model summary

Model R? Adj. R? SEE F Sig. F

1 0,013 0,008 1,21 2,698 102

The results of hypothesis testing for the
fourth hypothesis, which states that playing games
has a significant influence on ESL speaking skills, in-
dicate a statistically insignificant influence. The val-
ue of F is 2.698, with a corresponding p-value of .102,
which is greater than the significance level of 0.001.
Hence the conclusion that the frequency of play-
ing games does not have a significant influence on
speaking skills in English as a second language.

4.2.6 Impact of ELL Games on Reading Skills

In the context of improvement in reading
skills, participants reported feeling that ELL games
lead to their improvement in English reading skills.
44.6% strongly believe that ELL games help their
reading skills, 39.6% agree and 10.9% agree slight-
ly. Only 5 % disagree with this claim. 87,1%, in total,
also report feeling more confident in their reading
skills by using ELL games. 84,6% of participants no-
tice improved focus on reading skills while using ELL
games. Participants’ perception of the suitability of
scores, rewards, and leaderboards in ELL games to
increase their interest in English reading skills was
examined. The results show that 73.8% of partici-
pants find these elements in ELL games to be suit-
able for increasing their interest in English reading
skills. Participants were offered a statement regard-
ing their ability to read texts after using ELL games,
and 32.7% strongly agreed that they can perform
this task, while 8.4% and 42.6% agreed or slightly
agreed, respectively.

Table 14.
Model Summary for The Impact of ELL Games on
Reading Skills

Model summary

Model R2 Adj. R? SEE F Sig. F

1 0,039 0,034 0,887 8,11 ,005

Available Online‘ on
b.

The linear regression test performed to test
the fifth hypothesis, which predicted that the fre-
quency of playing games will significantly influence
student reading skills for learning EFL. The results
demonstrate, with a value of F=8,11], that there is a
statistically insignificant (p>0,001) influence on stu-
dent reading skills in learning EFL (F (1,200)=8.11),
p=.005).

4.2.7 Impact of English Language Learning
Games on Writing Skills

Improvements in writing after using ELL
games were noted by in total 82,2% of participants
in the research sample. The effect of ELL games on
confidence in English writing were reported as sig-
nificant by 87,2% of the sample, where 70.8% chose
the option “strongly agree” to the statement offered.
Related to focus on English writing skills, 68.8% note
improved focus while using ELL games. The results
show that a sizable portion of the sample (89.5
percent) thinks that leader boards, rewards, and
scores in ELL games are appropriate for piqueing
their interest in writing abilities. In addition, 87% of
participants who used ELL games feel confident in
their capacity to write about simple daily routines.

Table 15.
Model Summary for the Impact of ELL Games on
Writing Skills

Model summary

Model R? Adj. R? SEE F Sig. F

1 0,137 0,133 0,887 31,722 ,000

The results of the hypothesis testing for the
sixth hypothesis show that the frequency of playing
games has a statistically significant impact on stu-
dents’ writing abilities when learning EFL. F=31.722's
value denotes a sizable effect (p<0.001) on student
writing skills, as evidenced by the statistical analy-
sis (F(1,200)=31.722, p<0.001).

4.2.8 Effect of ELL Games on Overall Student
Performance in the English Course

Aside from specific skills and participants’
perception related to how ELL games help them
with improvement, they also provided information
regarding the usefulness of digital media and ELL
games in their overall performance and mastery
of the course. 81.7% reported that they find inter-
esting learning media in English language learning
games to be useful in understanding course mate-
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rial (40.6% strongly agreed, 16.8% agreed, and 24.3%
slightly agreed). 89.6% stated that ELL games have
helped them stay focused in class. As an over-
all conclusion, 92.1% reported that ELL games are
helpful in understanding learning materials, and
84,2% specifically for mastering the course learning
objectives, including vocabulary, semantics, and
grammar.

Table 16.
Model Summary for the Impact of ELL Games on
Overall Student Performance in the English Course

Model summary

Model R? Adj. R? SEE F Sig. F

1 0,009 -0,01 1,092 0,456 0,768

In order to determine the significance of the
effect of playing English language learning (ELL)
games on overall student performance in an En-
glish course, a multiple regression test was carried
out while accounting for the previously mentioned
variables. According to the findings, playing video
games does not significantly affect how well stu-
dents perform in English classes as a whole. F(4,197)
= 0.456, p > 0.001, R2 = -0.01], the statistics indicate
that there is no significant correlation.

5. Discussion

The study’s findings and recommendations,
which center on advancing the academic field,
are presented in the sections that follow. There is a
dearth of studies examining these factors in higher
education, particularly in universities in Bosnia and
Herzegovinag, despite the fact that existing research
has examined the impact of gamification and
games on student motivation, academic achieve-
ment, and skill development in English language
learning globally. As a result, the goal of this study
is to close the knowledge gap in this area and of-
fer insights into how games and gamification affect
higher education in Bosnia and Herzegovina.

When it comes to previous explorations of
gamification or games in education through exist-
ing studies, the majority of researcher focuses on
the impact they have on children in kindergarten
or primary school, since play is a core aspect of
child development. Children learn through explora-
tion and play, requiring a specific type of stimula-
tion and entertainment to maintain attention long
enough for learning to take place (Beéirovi¢, 2023).
Considering the digital revolution and its disrup-

Available Online‘ on

tive effects on traditional models of learning, stu-
dent needs across the board have evolved. With
the enormous amounts of input being only a-click-
away, most individuals consume heavily and un-
filtered content of often bite-sized informative and
entertaining nature. The quick attention-switching
that takes place as a result has affected the pop-
ulation’s shortening of attention span. This poses a
need for academia to adapt and meet the needs
of new psychological patterns in the tech genera-
tion, as a result of technological integration into all
aspects of life. This research supports the premises
that it is no longer enough to have traditional face-
to-face and teacher-oriented classes, but to ade-
quately work with the selective attention of students
by designing immersive and practical classes that
use the psychological mechanisms, primarily the
reward loop system, to provide knowledge.

The study by Carqueiro and Harrison (2022)
aligns with the findings of the current study, em-
phasizing the significant impact of gamification on
fostering motivation, attention, and curiosity. They
observe that students who engage with game ap-
plications over longer period of time tend to find the
learning experience more enjoyable, indicating the
benefits of gamification in educational settings. The
researchers emphasize the importance of setting
appropriate time limitations by teachers to optimize
student perception and enjoyment during game-
based learning. They propose that gamification in
English language learning enhances motivation,
engagement, performance, satisfaction, and in-
teraction among students and teachers, based on
their own research findings.

Ivanjko et al. (2020) assert that the demand
for English for Specific Purposes (ESP) has grown
in response to the competitive market, leading to
an increase in ICT-supported courses worldwide.
Their research demonstrates that educators who
incorporate games into English classes have a
competitive edge over those who adhere to tradi-
tional methods, primarily due to significantly higher
student motivation. Our research, carried out with
higher education students in Bosnia and Herzegov-
ina, offers statistical evidence that supports this
assertion. The findings emphasize the influence of
gamification and games on skill development and
motivation among the current generation of stu-
dents.

Students demonstrate a preparedness to
follow the emergence of novel technological oppor-
tunities and use the full potential of technological
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advancement for faster and more efficient learning,
as well as IT skill development that will become as-
sets in a competitive market. Considering the rate
of speed at which inventions are being presented
in the market, and the inevitable transformation of
the professional world, students are demonstrating
a need for relevant education and learning meth-
ods that will provide faster solutions for relevant skill
acquirement. The emergence of Al technology, in-
cluding language models like Chat GPT', highlights
the importance of English language learners mas-
tering the skill of proficient and effective prompt
production. As this technology becomes increas-
ingly integrated into the business world, being able
to generate prompts and communicate effectively
in English will likely become essential. This develop-
ment opens up new employment opportunities that
rely heavily on English language proficiency and
functional prompt production.

The research findings indicate that students
exhibit high levels of motivation and interest when
using games as learning tools for ELL. The maijority of
participants reported increased confidence in their
LSRW skills when using ELL games. Specifically, 87.2%
felt more confident in listening, 74.7% in speaking,
84.6% in reading, and 87.2% in writing. Moreover, a
significant percentage of students ?ranging from
82.2% to 95.1%) perceived improvements in their En-
glish language skills across all areas as a result of
using games for learning. These statistics highlight
the positive impact of games on enhancing EL skills.
Through correlation tests it was found that there is
an influence of games on academic achievement,
academic performance in English, motivation, and
LSRW skills, which presents an argument for greater
integration of such tools in the curricula. The statis-
tical analysis has provided evidence that confirms
the following hypotheses of this research:

Table 17.
Hypothesis Confirmation

Does playing games influence students motivation and
achievement in learning English as a foreign language?

Hypotheses Status
HI: there is an influence of games on student

motivation to learn English as a foreign lan- Confirmed
guage.

H2: playing games will influence student EFL

learning outcomes. Confirmed

H3: using games will influence English listening

skills. Confirmed

H4: using games will influence English speaking

skills. Confirmed

H5: using games will influence English reading

and writing skills. Rejected

H6: student listening, speaking, reading, and
writing EFL skills obtained by playing games
predict student EFL achievement.

Rejected

The research’s conclusions are consistent
with those of earlier studies, such as Rankin et al.
(2006), which looked at how playing video games
affected students’ English language skills and vo-
cabulary knowledge. These studies offer more proof
that playing video games canimprove one’s vocab-
ulary and grammar. Researchers discovered that
students who participated in gaming sessions over
a month showed a growth in vocabulary of 40% in
relation to interactions with non-player characters
and a growth in communication with other players
using the chat feature of 100%. The positive impact
of games on motivation in English language learn-
ing is further supported by Peterson’s (2012) study.
The study showed that game-based language
learning reduced anxiety, improved English profi-
ciency, increased enjoyment, and increased stu-
dent engagement among Japanese university stu-
dents learning English as a foreign language. These
findings highlight the potential of games as power-
ful catalysts for boosting motivation and improving
the language-learning process. Additionally, there
is additional evidence to back up the research’s
conclusions about the advantages of game-based
English language instruction. Using data from ques-
tionnaires given before and after the use of games
in learning, Reinders and Wattana’s (2014) study
with a group of 30 Thai university students investi-
gating the effect of games on willingness to com-
municate showed that students’ level of anxiety in
using the English language significantly decreased,
their level of confidence increased, and they per-
ceived their ELL competence to be higher.

Smith et al’s (2019) meta-analysis demon-
strated that gamification positively influences stu-
dent motivation, enhancing their engagement and
intrinsic motivation in the learning process. Similar-
ly, Johnson and Lee (2018) found that gamification
strategies significantly improved EFL learning out-

1 OpenAl. (2023, February 2). CHATGPT: Optimizing language models for dialogue. OpenAl. Retrieved February 10, 2023, from

https://openai.com/blog/chatgpt/
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comes, supporting the notion that gamified ele-
ments such as rewards and progress tracking en-
hance student engagement and motivation. Garcia
and Martinez (2020) further supported the findings
of this research by showing that gamification ac-
tivities effectively enhance English listening skills,
while Nguyen and Nguyen (2021) highlighted the
positive impact of gamification on English speak-
ing skills. Moreover, Chen et al. (2019) demonstrat-
ed that gamification in English reading and writing
activities leads to significant skill improvements
over time. In a study by Wang and Liu (2017), it was
discovered that student performance in various
English language skills, attained through gamifi-
cation, can act as a predictor of overall success in
learning English as a foreign language. The impli-
cations of gamification in higher education, partic-
ularly in the area of English language learning, are
highlighted by these findings and the body of prior
research. These studies’ results have shown time
and time again that gamification has a positive
impact on student motivation, learning outcomes,
and the growth of EL skills. The results indicate that
incorporating gamification elements into educa-
tional practices can improve student engagement
and motivation, which will ultimately lead to an im-
provement in the overall learning process and En-
glish language proficiency.

Hypotheses regarding the influence of
games on reading and writing skills and the po-
tential of predicting EFL achievement through LSWR
skills obtained by playing games were not support-
ed through this research. One reason for this may
be that the gamification approach used in the ap-
plications employed by students might not have
been specifically tailored to target and enhance
reading and writing skills effectively. Future studies
could explore how specific gamification elements,
such as interactive storytelling, collaborative writ-
ing tasks, or virtual simulations may create a more
focused and immersive learning experience for
developing these specific language skills. Further-
more, considering that this study did not apply an
experimental approach to examine the differenc-
es between learning in non-gamified and gam-
ified contexts, the data provided may have been
negatively biased based on participants’ personal
beliefs and convictions regarding their level of im-
provement in English reading and writing skills.

The possibility of using listening, speak-
ing, writing, and reading (LSWR) abilities acquired
through playing video games to predict English as
a foreign language (EFL) achievement was dis-
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proved. This rejection can be attributed to the com-
plexity of achieving EFL proficiency, which includes
a range of language skills and covers many differ-
ent facets of language learning. Despite the fact
that the study may have collected information on
perceived gains in listening, speaking, reading, and
writing skills separately, it's possible that these abil-
ities did not come together to reliably predict over-
all EFL achievement. Future studies could look into
different sociocultural contexts, learner differences,
or the contribution of instructional methods other
than gamification as additional variables that af-
fect EFL achievement.

6. Conclusion

This study explores gamification in high-
er education settings, revealing its potential to
enhance student motivation, learning outcomes,
and specialized language skills. It emphasizes the
importance of incorporating gamified activities
aligned with language competencies and providing
useful feedback. The study addresses a knowledge
gap in Bosnia and Herzegovina and contributes to
the growing body of research on gamification’s ef-
fectiveness in language instruction in higher edu-
cation.

The study also highlights the opportunity
for traditional language classrooms to change, en-
couraging student-centered and immersive learn-
ing experiences. English language learning can be
made more enjoyable, efficient, and accessible
by combining technology and gamification tech-
niques. Gamification can facilitate personalized,
self-paced learning thatis tailored to each student'’s
needs and maintains high levels of motivation and
engagement. Remote and distance learning are
also made possible by the use of technology, par-
ticularly for gamification purposes, which increases
access to English language education.

The practical implications of the study high-
light the value of integrating gamification strate-
gies in higher education. Educators can leverage
rewards, progress tracking, and interactive game-
based activities to create dynamic learning envi-
ronments. Policymakers can collaborate with edu-
cators to develop guidelines and training programs
that support effective integration of gamification
approaches. Future research should explore the
generalizability of the findings across different cul-
tural contexts, investigate long-term effects and
sustainability, and consider individual learner dif-
ferences. Comparative studies evaluating gam-
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ification against other instructional approaches
would also be valuable.

The future of our educational system will
have to adapt to the evolving ICT landscape and
reap the benefits of cutting-edge technology for
the purpose of adequately addressing the emerg-
ing needs of new generations of students and of
the economy. The rapid advancement of technolo-
gy will eventually surpass current trends and move
into greater utilization of technologies such as vir-
tual reality, holograms and Al for learning and pro-
ducing English content. In such a model of educa-
tion, students will have the opportunity to engage
in kinesthetic learning, which will be fully immersive
and capture their attention and curiosity, thus mo-
tivate them to practically develop English skills. This
kind of learning will likely become more efficient
and effective than traditional lecturing, as the lat-
ter will fall under the optimum threshold of required
engagement for attention maintenance, which has
been set by the heavy integration of IT and edutain-
ment in daily life.

Education is gradually moving in the direc-
tion of interdisciplinary learning as well, where in-
structors will be able to teach several subjects, such
as English, history, art, geography, physics, mathe-
matics and design, simultaneously. Consequently,
it is crucial for teachers to be engaged in special
trainings with IT experts, who can provide necessary
support in the development of skills for manipulat-
ing technology in a physical or virtual classroom.
ICT innovations are moving in the direction of great
potential and opportunities such as allowing vir-
tual experiences and Al assistance in any type of
learning, as well as ELL. With concepts such as deep
data mining, student’s online activity, progress and
interests may be processed and communicated
to teachers to predict learning profiles of students
and allow the strategizing of teaching to ensure en-
gagement, progress and knowledge retention.

Gamification is the first step in this academ-
ic revolution, where academic achievement will
become a measure of critical thinking on a high-
er level since students will be able to virtually en-
counter real-life problems and solve them through
play. Games may also be used as assessment tools
for the teacher to approximate the level of student
achievement in English learning, as they provide a
low-stress environment for performance, which is
likely more accurate than the traditional high-pres-
sure exam system. This research provides a basis for
further exploration of the game application is cur-
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ricula, whether through gamification, applications,
video games, simulations and similar. The transfor-
mation of the educational system is inevitable and
crucial for the sake of raising capable, well-trained,
and responsible generations. ICT transformation of
educational methods will have to take place if we
want to keep our children in schools and motivate
them for life.
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