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 Planning a creative learning environment is not an easy task. Teachers prefer 

to teach traditionally in chalk-and-talk approach during language teaching. 

However, this does not fit learners of the 21st Century as they prefer game-

like activities instead of pen-and-paper lessons. Hence, the introduction  

of gamification in classroom would result in immediate enthusiasm  

and curiosity, which leads to the learners’ willingness to learn. Gamification 

prepares learners to be active and take responsibility upon their own learning. 

Lessons filled with fun games are believed to be more effective in producing 

a positive outcome as learners are motivated to play more although they do 

not realise the fact that they are learning subconsciously. This study aimed  

to explore views of 33 pre-service teachers in using gamification in language 

teaching during their 16-week internship at local primary schools  

around Selangor, Malaysia. A quantitative survey research method was  

used by administering a set of questionnaires at the end of their internship. 

The data collected was then analysed and presented in the form of tables.  

The results showed that integrating gamification into language learning 

improved learners’ creative, critical and problem-solving skills. Thus, 

interesting and engaging activities spark learners’ interest in language 

learning subconsciously.  
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1. INTRODUCTION  

21st-century skills refer to the core competencies such as collaboration, digital literacy,  

critical thinking, and problem-solving that need to be taught to help learners to thrive in today's world.  

In order for learners to possess these skills, teachers are expected to be able to create inspiring content to 

attract learners to attain useful knowledge for the future. This study was carried out to suggest the use of 

game play in the concept of game-based learning in primary schools. Games are able to provide interesting 

learning activities that incorporate learning values into these lessons and gamification is defined as a concept 

that evolves with the technology era as it includes new strategies and ways to develop learning [1]. It is  

a reality that games are able to help learners understand language learning in a better way.  

As the world progresses, teachers find creative ways to attract learners into learning in order to 

produce successful learners that lead the generation to come. In the era of digital technology, teachers should 

equip themselves with at least the basic skills to utilize a computer in order to design meaningful content for 
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learners learning. One of the many ways teachers may use into making lessons fun and interesting is by 

implementing games into their classroom teaching. Learners have greater interest in lessons that utilise 

games as part of the learning experience and those games manage to give learners motivation they need when 

carrying out learning activities during lessons [2].  

However, there are many misconceptions and questions raise upon the use of gamification in the 

educational setting. Some of which Koh, Kin, Wadhwa and Lim [3] suggested are; 1) games take too much 

time to create; 2) limited resources into creating games; 3) the cost of production is higher; 4) it does not 

support teaching topics directly; and 5) schools and/or parents are not supportive to the idea. In addition, 

another challenge in integrating ICT into pedagogical practice directly related to teacher’s confidence as well 

as teachers’ competence has resulted in many teachers reluctant in using games in classroom teaching [4].  

In contrast, many other studies show that games are highly useful and show a high degree of 

effectiveness for the teachers’ classroom teaching. Teachers agree games use in their classroom shows 

positive outcomes and suggest several factors into adopting games in teaching lessons [3]. Teachers play  

an important role to build fun learning opportunities for learners to make meaning and to prepare learners for 

the future as they leave for the real world. Besides, game-based learning helps weaker learners to catch up 

with lessons easily with the integration of materials as a form of learning aid. The integration of games as 

learning materials stimulate learners’ interest to learn English language effectively [5].  

Hence, this study was conducted to determine pre-service teachers’ views in using gamification in 

their language teaching. Apart from that, this study enabled greater understanding on how fun and interesting 

lessons could be incorporated. The significance of this study had raised awareness of pre-service teachers to 

gain control in integrating gamification elements in language teaching. 

 

 

2. LITERATURE REVIEW 

Gamification, as a concept, is defined as the techniques used in non-game settings and gamification 

as serious games, in particular, are not clichéd processes, but rather general procedures aiming at transferring 

the logic and elements of play into pedagogical practices [6]. Games are where players being thrown into  

an environment in which they are to solve problems to move forward without knowing the outcomes of their 

decision [7]. Studies show that game design elements are more difficult to define, owing to the multiple 

theoretical frameworks that have been produced, each with idiosyncratic classification systems and levels of 

abstraction [8]. Gamification techniques are commonly used in higher education to increase learners’ 

motivation and engagement in a learning task [9, 10].  

Gamification can provide a rich learning context to help learners construct higher-level knowledge 

through ambiguous and challenging trial-and-error opportunities [11]. Through games, learners are able to 

learn in an exciting, entertaining way while increasing their knowledge and understanding of the subject 

matter [1]. The integration of game-based learning to the like of math homework where learners gain points 

and calculate to receive the higher rank among each other is another example of how gamilfication is applied 

into classroom teaching [12]. In a way, learners are required to achieve points and the players that receive  

the highest points would automatically win the whole game. This allows learners to compete in a friendly 

way and be more active to answer questions and eager to learn in order to obtain points to “win” the game.  

The importance of game knowledge where in most part, instructional designers who know little about game 

development will, therefore, know little about training, education and instructional design [13]. 

Many previous studies on gamification have argued that by motivating learners through  

a reward-based learning method, their learning skills will be enhanced and eventually increase their learning 

outcomes [14]. The element of progression is a very important element for games. Most of all for the level of 

engagement and motivation it gives to the player. The main objective is to maintain the player informed on 

how much progress he or she has in the level. In addition, games give players the necessary information 

about the goals that were completed and the necessary tasks to complete a level [15]. It also represents  

the player’s journey, which could be part of a series of small challenges embedded into a larger challenge. 

Gamification - through the use of stimuli and extrinsic rewards - has a direct influence on extrinsic 

motivation [16]. Reward-based gamification solely relies on the external provision of rewards to influence 

learners’ behaviour. The behavioural change through reward-based gamification tends to be conditional on 

the continuous provision of extrinsic rewards, unless the motivation for the behavioural change is 

internalized [17]. In situations where there is a lack of intrinsic motivation for a certain behavior, and the 

behaviour does not require a tremendous amount of mental effort; reward-based gamification is expected to 

be motivationally sufficient. Thus, reward-based gamification is effective for quick, short termed behavioural 

change that lasts for as long as the rewards are available [18].  

In the use of games in gamification education, Yolageldili and Arikan [19] explained that 

respondents see games as a significant role for classroom teaching and learning. These games are also able to 
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provide teachers a variety of benefits for their classroom to achieve the learning outcomes. Moreover, 

learners not only learn in a fun environment but are able to enhance their creativity and problem solving as 

they are learning subconsciously. A local study shows that respondents show positive attitude in the use of 

game-based learning since it assisted in their confidence and the product was easy to use [20].  

The respondents, especially teachers, show plans in integrating games in their class teaching in the future.  

Even though there have been many past studies showing beneficial and positive responses towards 

the use of gamification in education, a number of previous studies have been identified stating gamification 

techniques may not necessarily offer the best option and outcome of learning to the learners [9]. Gamification 

was found not significantly improve learners’ grades as most of them were unfamiliar with the protocol of 

gamification [21]. In addition, learners’ unfamiliarity with the gamification approach has been reported as  

the main reason for not being able complete tasks [22]. However, it is still debatable how certain 

gamification techniques can stimulate learners’ learning.  

 

 

3. RESEARCH METHOD 

This study was carried out to determine the views of pre-service teachers in using gamification to 

improve primary school learners’ language learning ability. Therefore, this study used quantitative survey 

research method to analyse the effectiveness of gamified language learning activities in language classroom. 

Quantitative method shows a cause and effect relationship with numerical data and hard facts [23].  

The results can be shown in statistics, tables, graphs as well as charts. Quantitative method is a method  

that uses measurable variables and statistical procedures can be used to analyse the numbered data in 

instruments [23]. Hence, quantitative method fits this study the most as it aids the study with clear and 

understandable data.  

The study was conducted on 33 pre-service teachers, studying at the education faculty of a local 

private university in Malaysia. All the 33 pre-service teachers enrolled in Teaching English as a Second 

Language (TESL) programme during undergraduate training. The participants were in their final semester of 

the two and a half years programme. During the final semester, the participants were having 16-week 

internship teaching at various primary schools around Selangor, Malaysia. In this study, the main aims are to 

analyse pre-service teachers’ views on the use of gamification in language teaching and to identify learners’ 

social skills development through gamified language activities. In addition, the participants participated in 

the survey are voluntary.  

Likert Scale was used as a measurement for data collection. The Likert Scale of the questions was 

categorized to 1 (Totally Disagree), 2 (Disagree), 3 (Neutral), 4 (Agree) and lastly 5 (Totally Agree).  

There were 22 questions in total for a set of questionnaires divided into three sections. Section A was used to 

show pre-service teachers’ preferences in using games during language teaching. Section B was used to 

determine barriers while using gamified activities in language teaching and Section C was used to analyse 

pre-service teachers’ perception on the effectiveness of using gamification in language teaching. Respondents 

answered the questionnaire individually.  

The results were analysed by using Statistical Package for the Social Science (SPSS). In this study, 

SPSS was the best tool to get numerical data and clearer results for the questionnaire. By using SPSS 

different results that involve both demographic profile and respondents’ perceptions could be shown.  

The data was analysed according to the research questions. In this study, three tables were constructed 

according to three research questions with percentages (%), mean (M) and standard deviation (SD) according 

to the questions in the administered questionnaires. The number of frequency=n and percentage=% in the 

three tables explained the responses for the questionnaires. 

 

 

4. RESULTS AND DISCUSSION 

4.1. Section a-pre-service teachers’ preferences  

Table 1 shows pre-service teachers’ preferences in using games during language teaching.  

The descriptive statistics for ‘Playing games enquires too much engagement time’ during lesson revealed  

a M=3.67 (SD=.890) where a total of 39.4% pre-service teachers agreed to the statement. The descriptive 

statistics for ‘Playing games stimulates curiosity in leaning something’ revealed the highest mean with 

M=4.24 (SD=.502) showing a vast majority of pre-service teachers agreed. As for ‘When games are played 

with group, this helps development of social skills’ revealed a M=4.18 (SD=1.044) with 48.5% (Agree) and 

42.4% (Totally Agree) responses. The descriptive statistics for ‘Games provide cooperative learning 

environment’ revealed a M=3.85 (SD=1.034). The descriptive statistics for ‘It is easy for me to use games in 

the classroom’ indicated a M=3.55 (SD=1.063). 
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Table 1. Pre-service teachers’ preference 

Question(s) 

Percentage (%) 

Mean 
Std. 

Deviation 
Totally 

Disagree 
Disagree Neutral Agree 

Totally 

Agree 

1. Playing games requires too much 

engagement time 
0 9.1 33.3 39.4 18.2 3.67 .890 

2. Playing game stimulatws euriosty in 
learning something 

0 0 3 69.7 27.3 4.24 .502 

3. When games are played with a group, 

this helps development of social skills 
6.1 3 0 48.5 42.4 4.18 1.044 

4. Games provide coorperative learning 

environment 
3 6.1 24.2 36.4 30.3 3.85 1.034 

5. It is easy for me to use games in the 
classroom 

3 12.1 33.3 30.3 21.2 3.55 1.063 

 

 

4.2. Section b-barriers in using gamified activities 

Table 2 shows barriers faced by pre-service teachers while using gamified activities in language 

teaching over the 16-week internship. The descriptive statistics for ‘Students get side-tracked and do not 

focus on learning when games are used’ indicated a M=3.76 (SD=.792) with the highest responses agreed 

(42.4%) to the statement. The descriptive statistics for ‘It is difficult to evaluate students’ 

performance/learning from playing games’ revealed a M=3.36 (SD=1.141). As for ‘Lack of availability of 

games that match the teachers’ subject area’, the descriptive statistics indicated a M=3.79 (SD=.992) with  

the highest total of pre-service teachers agreed (45.5%). The descriptive statistics for ‘Some games are too 

complicated for students’ revealed a M=3.88 (SD=.857). Based on descriptive statistics for ‘Inadequate 

technology support’ and ‘Lack of supporting materials for how to best use the games for learning’, revealed  

a M=4.09 (SD=.947) and M=4.00 (SD=.866) respectively. In addition, the descriptive statistics for ‘Lack of 

teacher resources available for training’ indicated a M=3.94 (SD=.998). As for ‘There is limited or no 

available time to play games due to the need to meet all of the required curriculum standards’, the descriptive 

statistics indicated a M=3.91 (SD=.914).  

 

 

Table 2. Barriers in using gamified activities 

Question(s) 

Percentage (%) 

Mean 
Std. 

Deviation 
Totally 

Disagree 
Disagree Neutral Agree 

Totally 
Agree 

1. Students get side-tracked and do 

not focus on learning when 

games are used 

0 3 36.4 42.4 18.2 3.76 .792 

2. It is difficult to evaluate 

students’ permormance/learning 

from playing games 

6.1 18.2 24.2 36.4 15.2 3.36 1.141 

3. Lack of availability of game that 

match the teachers’ subject area 
0 15.2 15.2 45.5 24.2 3.79 .992 

4. Some games are too 

complicated for students 
0 9.1 15.2 54.5 21.2 3.88 .857 

5. Inadequate technology support 0 6.1 21.2 30.3 42.4 4.09 .947 
6. Lack of supporting materials for 

how to best use the games for 

learning 

0 6.1 18.2 45.5 30.3 4.00 .866 

7. Lack of teachers resources 

available for training 
3 6.1 15.2 45.5 30.3 3.94 .998 

8. There is limited or no available 
time to play game due to the 

need to meet all of the required 

curriculum standards 

0 6.1 27.3 36.4 30.3 3.91 .914 

 

 

4.3. Section c-pre-service teachers’ perception on gamification 

Table 3 shows pre-service teachers’ perception on the effectiveness of using gamification in 

language teaching. The descriptive statistics for ‘Game-based learning contributed to the development of 

creative thinking skills revealed a M=4.09 (SD=.914). As for ‘Game-based learning contributed to the 

development of critical thinking skills, the descriptive statistics revealed a M=3.91 (SD=1.042).  

The descriptive statistics for ‘Game-based learning contributed to the development of problem-solving skills’ 

indicated a M=3.85 (SD=.939). In addition, the descriptive statistics for ‘Game-based learning decreased my 

anxiety level towards primary reading and writing lessons’ stated a M=3.88 (SD=.992). The descriptive 



                ISSN: 2252-8822 

Int. J. Eval. & Res. Educ. Vol. 9, No. 3, September 2020:  684 - 690 

688 

statistics for both ‘I believe that I can use games I prepared effectively in my teaching life’ and ‘I believe that 

using games can lower learners’ anxiety’ revealed a M=3.82 (SD=.983) and a M=3.76 (SD=1.001) 

respectively. Both questions received a total of 30.3% (Totally Agree) responses by pre-service teachers.  

 

 

Table 3. Pre-service teachers’ perception on gamification 

Question(s) 

Percentage (%) 

Mean 
Std. 

Deviation 
Totally 

Disagree 
Disagree Neutral Agree 

Totally 
Agree 

1. Game-based learning contributed to the 

development of creative thinking skills 
0 6.1 18.2 36.4 39.4 4.09 .914 

2. Game-based learning contributed to the 
development of critical thinking skills 

0 12.1 21.2 30.3 36.4 3.91 1.042 

3. Game-based learning contributed to the 

development of problem solving skills 
0 12.1 15.2 48.5 24.2 3.85 .939 

4. Game-based learning decreased my 

anxiety level towards primary reading 

and writing lessons 

3 3 27.3 36.4 30.3 3.88 .992 

5. I believe that I can use games I prepared 

effectively in my teaching life 
0 9.1 30.3 30.3 30.3 3.82 .983 

6. I believe that using games can lower 
learners’ anxiety 

0 9.1 36.4 24.2 30.3 3.76 1.001 

7. I believe that using games are not very 
effective in language learning 

9.1 24.2 23.3 21.2 12.1 3.03 1.159 

8. I believe that using games are highly 

motivating and entertaining way of 
teaching language especially for weak 

learners 

3 6.1 21.2 39.4 30.3 3.88 1.023 

9. I believe that while playing a game, 
learners are learning language 

subconsciously 

3 3 15.2 48.5 30.3 4.00 .935 

 

 

A relatively low M=3.03 (SD=1.159) in descriptive statistics for ‘I believe that using games are not 

very effective in language learning’ with a total of 9.1% respondents stated, ‘Totally Disagree’. On the other 

hand, the descriptive statistics for ‘I believe that using games are highly motivating and entertaining way of 

teaching language, especially for weak learners’ indicated a M=3.88 (SD=1.023). As for ‘I believe that while 

playing a game, learners are learning language subconsciously’ revealed a M=4.00 (SD=.935) with the 

highest response from the respondents indicating ‘Agree’ with 48.5%.  

In correlation with the study, nearly more than half of the respondents agreed with the statements in 

the questionnaire. In brief, the pre-service teachers preferred using gamification in their teaching and agreed 

that game-based learning was able to create a suitable environment for their learners to learn. The result 

showed that incorporating games while teaching was able to lead to successful results as the learners did not 

feel the pressure of learning the subject and were able to motivate them to perform better. In contrast,  

a number of pre-service teachers agreed that they were not equipped with enough knowledge or media 

literacy to obtain the suitable type of content which was needed for their lessons [24].  

As for barriers faced by pre-service teachers in integrating gamified activities in classroom teaching, 

most of respondents agreed that they were able to relate and agreed to the existing barriers suggested in  

the questionnaire provided. These barriers could be explained and supported by the six categories of barriers 

involving resources, knowledge and skills, institutions, attitudes and beliefs, assessment, and subject  

culture [25]. The respondents mostly agreed to the barriers of lack of adequate technology and resources to 

support the use of technology in games integration. This could be concordant by the research conducted by  

Sánchez-Mena & Martí-Parreño [26].  

The findings showed that games developed learners’ creative, critical as well as problem solving 

skills. The educational benefits of games, which explained that games are stimulating, motivating as well as 

entertaining [27]. The results showed teachers enjoyed the use of games in the classroom but they were 

concerned with their own abilities in conducting the lesson [28]. In this study however, 30.3% of the 

respondents totally agreed that using games was able to lower pre-service teachers’ anxiety while teaching. 

Hence, consistent used of games in the classroom would help learners to be familiar with the teaching style 

and helped them enhance their skills [1]. These results also showed that pre-service teachers totally agreed 

with the fact that game-based learning were able to promote creative, critical and problem-solving skills [29].  

Gamification is taking the element of fun and creativity into classroom teaching. It is not an unusual 

fact that the motivation of playing games varies between the gender or age group of learners [30] but it 

should not be forgotten of how effective it is in teaching lessons. It is not uncommon to use gamification in 
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classroom teaching, and due to the era of 21st century teaching, teachers should be able to create a fun and 

creative learning environment for learners to learn. In this study, the topic of gamification was explored and 

the results was to investigate the views of pre-service teachers on their preference in using gamification,  

the barriers of gamification and the effectiveness of gamification in classroom teaching. As the study looked 

into the perceptions of pre-service teachers, it was able to identify some of the problems faced and awareness 

could be highlighted to schools in upgrading their facilities in order to create a more conducive environment 

for language teaching. 

 

 

5. CONCLUSION 

Gamification in education plays an important role in improving learners’ creative, critical and 

problem-solving skills. The integration of interesting and engaging activities sparks learners’ interest in 

language learning subconsciously. In correlation with the findings, participants agreed that the use of 

gamification activities could further learners’ anxiety and the use of games that are highly motivating and 

entertaining could attract learners with weak proficiency into participating in classroom learning. It was, 

however, important for pre-service teachers to be able to look for suitable materials and gamified activities to 

match the subject area for teaching and learning in the classroom. Without technology support and teacher 

resources, the success in classroom education will be hampered. Hence, a successful learning environment 

for learners requires the support from the school authority to continuously provide training its teachers.  
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