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ABSTRACT

The study aims to analyze EFL Teachers’ ideas about Digital Gamification. This research

is quantitative research and descriptive. This research’s participants consist of 104 primary
EFL teachers who work in private and public schools in Istanbul. Snowball sampling is going
to be used for choosing a sample. While this study’s findings have been evaulated, non-
parametric test methods and t-test were utilized for analysis of data. According to results of
this research, EFL teachers have positive attitudes towards English Teachers’ ideas about
Digital Gamification. This study examined sub problems such as teaching experience,
gender, school type. Teaching experience and school type don’t make difference in points.
However, there is a significant difference between genders. Male EFL teachers’ points are
higher than female EFL teachers. Also education variable was analysed. The EFL teachers

who have MA degree, got higher points than EFL teachers who have BA degree.

Key Words: digital gamification, teaching experience, gender, education
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OZET

Bu ¢aligmanin amact, Ingilizce Ogretmenlerinin Dijital Oyunlastirmaya yonelik

goriislerinin alinmasidir. Bu arastirma nicel bir arastirmadir ve betimseldir. Bu ¢alismada
Tarama arastirmas1 kullanilmistir. Bu arastirmanin katilimeilarini Istanbul’daki 6zel ve devlet
okullarinda calismakta olan ilkokul Ingilizce Ogretmenleri olusturmaktadir. Arastirmanin
katilimeilart goniillii olarak katilim saglamislardir. Veri analizinde parametrik olmayan test
yontemleri ve t-testi kullanilmistir. Calismanin sonucuna gore, Ingilizce &gretmenlerinin
Dijital oyunlastirmaya y&nelik tutumlari oldukga iyi bulunmustur. Ogretim deneyimi, cinsiyet
ve okul tiirii alt problemler olarak incelenmistir. Ogretim deneyimi ve okul tiiriiniin puanlara
etkisi olmamustir. Fakat cinsiyet degiskeni puanlar1 etkilemistir ve erkek Ingilizce
dgretmenlerinin puam kadin Ingilizce 6gretmenlerinden yiiksek ¢ikmistir. Bunlara ek olarak,
egitim degiskeni incelenmistir. Yiiksek lisans mezunu olan Ingilizce 6gretmenlerinin puanlari

lisans mezunu olan Ingilizce 8gretmenlerinden daha yiiksek ¢ikmustir.

Anahtar kelimeler: dijital oyunlastirma, 6gretim deneyimi, cinsiyet, egitim
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1. INTRODUCTION

It is without a doubt that a teacher is crucial for learners. When learners begin to learn a new
language, some of them have hesitation. A good teacher can change negative attitude of the
students towards language learning. To increase students’ language success, teachers should
know their needs and interests. Nowadays learners’ needs and interests are different.
Therefore, learners' expectations. Gabriela, Nadezhda & Lina (2014) think that today’s
learners have both new profiles and digital natives. These learners were grown-up via various
learning styles, digital technologies. Therefore, they have a new attitude to the learning
process and advanced necessaries for learning and teaching. Teachers have new challenges
and must find solutions for crucial problems related to the adaptation of the learning process
towards learners’ necessaries, preferences and needs. Also, teachers must draw on various
teaching methods and approaches. These methods and approaches allow students to become
active participants with powerful motivation and interpenetration to their learning (Gabriela et

al. 2014).

It is known that games have importance in our lives. Alsamarei (2016) claims that
games are sensed as a way of amusing and having fun by many of us. Therefore, games may
be to relax and release some pressure caused by daily life chores. Occasionally the materials
for our games come from the people and things closest to us. More and more people are
attempting to use games for anything than pure amusement. There are several names or titles
for this method. It has been used to a variety of sectors, including design, marketing, business,
and services design. One of the phrases being used in this context more frequently recently,

notably in academia, is "gamification.” (Alsamarei, 2016).

It is known that gamification has crucial importance for English teaching and gamification

supplies requirements for language teaching. According to Kapp (2012) the definition of



gamification is "Using game-based mechanics, aesthetics and game thinking to engage
people, inspire action, promote learning and solve issues". Therefore, Gabriela et al. (2014)
indicate that several definitions may all be summed up as follows: Gamification is the use of

both game mechanics and game theory to non-game contexts.

Nowadays, Digital Gamification is one of the most useful strategies for teaching a
foreign language. Bruce D., Jan L., Charles, Teresa & Alisha (2018) claim that many research
have been directed to employ digital games in education. That research showed that digital
games enhance cognitive skills, digital games facilitate vocabulary teaching (Chen et al.,
2018), and it has a significant function as a pre organizer (Denham, 2018). C.B. While digital
gamification enhances vocabulary teaching, Rugoero& Green (2017) consider that digital
games improve skills in solving problems. They think that digital games improve skills in
collaborative learning (Sung & Hwang, 2018) and solving problems (Rugoero & Green,
2017). According to Gee (2009), digital games are “problem-solving places that use
continual learning and they supply ways to mastery through fun and pleasure” (p.65).
Therefore, digital games can be used for various types of learning such as skill-and-drill,

creating deeper conceptual understandings, problem-solving.

Digital gamification has crucial importance for young learners. Young learners need
creativity, games, digital devices, and variety while learning a foreign language. Fortunato &
Cruz (2018) Since many students nowadays are drawn to different mobile and electronic
gadgets and are digital natives, we believe that using them in the English Language Teaching
(ELT) classroom may help students feel more confident and motivated. Nevertheless, it works
effectively to accommodate the various learning preferences of students and can promote
cooperation and teamwork. We think that incorporating technology into the ELT classroom is

a great method to help students improve both their language and technical abilities.



Motivation is one of the most crucial sides of Gamification. According to Fogg (2020),
motivation is a kind of eagerness that enhances instant or routine behaviors. In this sense, a
user's motivation is one of the most important parts of gamification. When an individual’s
motivation is not sufficient, the individual generally avoids to show eagerness. While
gamification applications have been planned, motivation is observed as a unique factor to
activate a person. For this reason, awards and encouragements are used frequently. But it is

also known that motivation is not the only factor that individuals activated, and it is unstable.

In this study, the researcher aims to know EFL teachers’ ideas about Digital
Gamification. This study aims to determine both EFL teachers’ knowledge about Digital
Gamification and whether they use Digital Gamification in English lessons or not. Therefore,
the researcher aims to increase digital gamification usage while teaching the English

language.

This study consists of five parts. These parts are the introduction, literature review,
research method, results, discussion, and conclusion. In chapter 1, the significance of the
study is written. Therefore, the main problems, sub problems, assumptions, limitations, and
definitions are written. Chapter 2 gives some information about some titles such as a game,
gamification, gamification examples, game dynamics, game mechanics, player characters, D6
Model, theories behind Gamification, Digital gamification in education, Digital game,
examples of Digital Gamification, collaborative versus competitive games, digital game -
based learning, Digital game-based language learning, gamification in education, gamification
as a motivation, gamification in English language learning, game-based learning, serious
games, simulations, and motivation. In chapter 3, the research method is written. The design
of the study is written. Therefore, the researcher mentions how he/she selects participants.

Analysis of data and the internal validity of the study are mentioned in this chapter. In chapter



4, the researcher mentions the results. In chapter 5, the researcher gives some information
about the discussion and conclusion.

1.1. Significance of the study

It is known that education is one of the most important parts for us. We can get
information, skills, and experience through education. Learning a foreign language is
important for our education life. Teachers are one of the most important factors for teaching a
foreign language. Teachers’ and students’ communication should be strong because it
determines students’ language success. Teaching a foreign language has some requirements
such as creativity, different methods, and approaches. Gamification has a crucial role while
teaching a foreign language. In 2008, Rahat Paharia was the first to use the word
"gamification.” Gamification, in its broadest sense, may be defined as the integration of game
design features into non-playful environments. Its main objective is to influence people's
behavior by engaging and inspiring them to overcome obstacles. Since 2008, a large number
of authors have worked to define this idea specifically and identify shared traits. According to
Kapp (2012), gamification is a mindset, a social movement, and a method of instruction. Also,
according to Ray Wangs’s (2011) point of view, gamification identifies design principles,
processes, systems employed to affect, engage, motivate individuals, groups, communities to
drive behaviors and affect desired outcomes. Gamification is a kind of factor that affects
students while learning a foreign language. Using gamification is effective for teachers and
students’ communication.

It is known that learning English has importance for our life. When a person knows English or
any foreign language, it supplies some crucial opportunities. For example; when someone
applies for a job, one of the first questions is “Do you know English or any other foreign
language?”. While teaching English or any foreign language, approaches and methods are

important for increasing the level of success. Digital Gamification is one of the most



important methods for teaching English to young learners. Today’s young learners are
interested in technology, and they are called digital natives. Nonetheless, Digital Gamification
is one of the most useful methods while teaching a foreign language. Digital Gamification
increases young learners’ curiosity, attention, and interest. When Digital Gamification is used,
young learners may feel more comfortable while they express themselves in a second
language. Furthermore, through Digital Gamification, they can enjoy learning a new
language. For this reason, this study is done for the primary level. This research aims at

analyzing EFL teachers’ ideas about Digital Gamification.

1.2 The Main Problem and the Sub-Problems

Research aims to determine primary school EFL teachers’ ideas about digital
gamification. Therefore, the problem sentence is “How are the primary school EFL teachers’

ideas about digital gamification?

These research questions are answered in this study.

1. What are the primary school EFL teachers’ opinions about Digital Gamified
education?

2. Does “teaching experience” affect EFL teachers’ opinions about Digital
Gamification?

3. Does Gender affect EFL teachers’ opinions about Digital Gamification?

4. Does school type affect EFL teachers’ opinions about Digital Gamification?



1.3 Assumptions and Limitations

1.3.1. Assumptions
Investigated studies’ knowledge is true and surveyed studies are assumed enough for
research’s content. The teachers who participated in the study answered the questionnaire
sincerely.

1.3.2. Limitations
This research is limited to EFL teachers’ who work in private and public schools and
analyzing EFL teachers' ideas about Digital Gamification with a survey.
1.4. Definitions
Game: Game is a kind of fun element with specific rules and a person can have a good time.
Gamification: “using game thinking, aesthetics, and game-based mechanics, to engage
people, motivate action, promote learning, and solve problems.” Kapp (2012)
Gamification in Education: Gamification in Education can be defined that with using
technology’s opportunities, the classroom can be more entertaining and active learning
supply. (Ozer, 2016)
Game-based learning: the borrowing of certain gaming principles and applying them to real-
life settings to engage users (Trybus, 2015).
Digital Gamification: Digital gamification is a kind of method which uses digital platforms

for engaging learners.

Digital game-based learning: Kaltman thinks that digital game-based learning is a kind of
educational method that includes educational content into video games with the aim of

engaging learners (Kaltman, 2019).



2. LITERATURE REVIEW

2.1. English Teaching to Young Learners

It is known that learning is an active process and learning begins at an early age.
Learning is one of the most important parts of children’s both social and cognitive
development. Children need motivation, play, discovery, and opportunities to talk things
through with others. Nevertheless, when young learners are motivated, they are happy to try
new things and to experiment with opinions and thoughts in conversations with both adults
and teachers. Exploring is one of the most important factors that affects young learners’
learning process. Therefore, exploring can refer to things in concrete terms such as playing
with sand and water or building with toy bricks or in abstract terms in conversations with
others. Frequently, the two happen together, for instance, young learners and adults can play
together and with water and sand and speak about what they are doing (Nunan, 2011).

Cognitive development has crucial importance for children’s development. In addition
to this, Jean Piaget developed his ideas about cognitive development. Piaget defined four
majors cognitive development stages such as sensorimotor, preoperational, concrete

operational, and formal operational. These stages are explained in table 1.



Sensorimotorstage (Birth to 2 years)
e The young child learns to interact with the environment by manipulating objects
around him

Pre-operational stage (2-7 years)

e The child’s thinking is largely reliant on perception but he or she gradually becomes
more and more capable of logical thinking. Overall, this stage is characterized by
egocentrism (a kind of self-centeredness) and a lack of logical thinking.

Concrete operational stage (7-11 years)

e Year 7 is the “turning point” in cognitive development because children’s thinking
begins to resemble ““logical” adult-like thinking. They develop the ability to apply
logical reasoning in several areas of knowledge at the same time (such as math,
science, or map reading) but this ability is restricted to the immediate context. This
means that children at this stage can not yet generalize their understanding.

Formal operational stage (11 years and over)

e Children can think beyond the immediate context in more abstract terms. They can
carry out logical operations such as deductive reasoning in a systematic way. They
achieve “formal logic.”

Table 1. Piagetian stages of development (Nunan, 2011)

According to Piagetian stages of development table 1, a child learns how to interact with
objects around him in sensorimotor stage. In this stage, children learn some abilities such as
sight, hearing, smell, test, grasp, and touch. From 2 to 7 years, children begin to learn logical
thinking. Nevertheless, they are egocentric and logical thinking is weak. In pre-operational
stage, children start to talk and symbolic play. In the concrete operational stage (7-11 years),
children begin to adult-like thinking. Therefore, children learn logical knowledge such as
science, math, or map reading however this ability is restricted. The Formal operational stage
is the last stages of Piaget. Children begin to learn deductive thinking, critical thinking, and

they learn formal logic.

The term "young learner" refers to a broad range of ages, from around 3 to 15. Young

learners approach language holistically, which means they can understand messages but are



not yet able to evaluate language. But they like movement, fantasy, and imagination. (Nunan,
2011) One of the most significant talents that pupils have “curiosity”. Through curiosity
young learners ask questions and they are eager to both exploring and learn new things. While
teaching English to pupils, one of the most significant things are creating and encouraging an
emotional atmosphere in the classroom; the teacher must be creative to create both a fun and
interesting environment in the classroom. It is known that a cooperative rather than
competitive environment works better with young learners (Scott &Ytraberg, 2001). At this
age, young learners need systematic support from adults He realized that every child was a
unique learner and was interested in the potential of students to learn. Furthermore, he was
interested to discover what individual children could achieve with the help and support of a
knowledgeable partner. Therefore, Vygotsky found a concept “Zone of Proximal
Development” (Nunan, 2011). This concept is a kind of scaffolding and guidance for young
learners while learning.

In 1983, Howard Gardner developed the Multiple Intelligences Theory. According to
Gardner’s framework, there are 8 types of multiple intelligences such as naturalist,
intrapersonal, interpersonal, bodily-kinesthetic, musical, spatial, logico-mathematical, and
linguistic. No matter whether the means of communication is written or spoken, linguistic
intelligence may be defined as the ability to use language and words effectively. However,
kids that possess linguistic intelligence are able to communicate in both spoken and written
form, match synonyms, understand a reading material, and even create a paragraph. The
ability to think and apply numbers correctly might be described as having logical-
mathematical intelligence. Additionally, those who possess this intelligence are able to do
mathematical operations, quickly organize and classify occurrences or things, order events in
time, compute, and generalize. No matter whether the means of communication is written or
spoken, linguistic intelligence may be defined as the ability to use language and words
effectively. Gardner defined spatial intelligence as the ability to envision or create a picture
that accurately captures the spatial reality. Gardner defines corporeal kinesthetic intelligence
as the capacity to skillfully use one's body and body components to carry out a task or address

an issue. Along with artisans, this intelligence is employed by sports, surgeons, and dancers.
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Nonetheless, bodily kinesthetic intelligence has a crucial importance while teaching English
to young learners. Students who have bodily kinesthetic intelligence can learn foreign
languages effectively by games, miming out different actions, drama, role plays and other
activities which require bodily movements. Gardner identified musical intelligence as
sensitivity to rhythm and melody. Musical intelligence has an important effect on young
learners while teaching English. Additionally, tongue twisters, music, melodies, or rhymes
might be used to encourage kids who are musically intelligent. Gardner claims that
interpersonal intelligence may be measured by one's capacity to comprehend and relate to the
feelings of others. Understanding others' goals and motives is another aspect of this sort of
intelligence. Because of this, students that possess this kind of intelligence excel in character
analysis, retelling tales from diverse perspectives, and comparing and contrasting different
viewpoints. Understanding oneself, your desires, objectives, motives, and feelings is a sign of
having intrapersonal intelligence (Spirovska, 2013).

It is known that techniques are one of the most important parts while teaching English to
pupils. It is without doubt that young learners may not learn a second language with
traditional methods. They need both creativity and fun while learning a second language.
Nonetheless, the use of games, rhymes, and songs effects positively while English teaching

for young learners. One of the most crucial components for young learners is music. Children
are more likely to mimic and retain language when it is "sung" to them than when it is just
"said," since music may be a source of incentive, interest, and enjoyment. Additionally, a
song or chant may be used to teach kids the language's sounds and rhythm as well as to
reinforce its grammar and vocabulary. Rhymes are another important factor while teaching
English to young learners. Young learners can remember rhymes easily and they consider that
rhymes are fun. For instance, action rhymes with rhythm and movement, such "Head,
shoulders, knees and toes," provide enjoyable vocabulary drills for body parts. Furthermore,
this kind of rhyme also includes many sounds, mimics words, and repetition. Games have
crucial importance for young learners. The most successful classroom tools for teaching

English are games that use the language to enhance learning. Nevertheless, games are useful
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because game-making learning fun, children are eager to participate, pay more attention (Ara,
2009).

There exist many easiness and difficulties while teaching English to young pupils. Young
learners are curious, eager to learn and discover. When teachers use creative activities such as
games, songs, rhymes, young learners can be learnt a second language easily. However, there
are some challenges while teaching English to young learners. Young learners have a short
attention span, so teachers must be more active in the classrooms. Therefore, it is also difficult
to motivate young learners to learn a new language. They can get bored easily.

2.2. Game & Gamification
Games inevitably have an importance during our lives. Especially, it also has importance

for our education life. Games are one of the most significant factors for children.

It is known that a child can express himself with a game. Game, both dream and reality,
a the game can reflect a child’s inner world with a mirror. Therefore, playing a game is a kind
of need as if eating or drinking (Obut, 2005). Arslan (2017) defined that game child’s area of
freedom; it makes out abilities, enhance; furthermore, it provides new skills and features.
While games have crucial importance for us, in the second half of 2010, the digital the media
industry has emerged a new term which is “Gamification” however this term dates back
before that time, which was in 2008, however, it was not known and not common that other
terms were known instead of gamification, such as “game layer, behavioral games, or applied
gaming” Sebastian, Dan, Rilla & Lennart (2011) Therefore, the term gamification later
became more common and more popular which is used in big companies. The issue with the
term “Gamification” which is misused and misunderstood and not explained clearly in the
game industry and game studies that it led to terms that arguably relate to gamification
(Deterding et al., 2011b). Also, this delay, misused and misunderstood has affected

gamification development negatively. Various definitions are confessed for Gamification.
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"Using game-based mechanics, aesthetics and game thinking to engage people, encourage
action, promote learning and solve issues™ is how gamification is characterized. (Kapp, 2012).
As a result, gamification proponents concentrate on game mechanics, which are the
foundation of games. The major goal is to use these principles to encourage and reward
behaviors that enhance learning and promote positive social interactions rather than designing
a full-fledged game (Kapp, 2012). Furthermore, Kapp expresses that gamification has crucial
effects on social interactions and encourages students for the lesson. Games can be used for
learning by doing (Kogyigit et al., 2007). According to Werbach and Hunter, games can
support a variety of interests and abilities by fostering problem-solving, attracting both
novices and experts, breaking down difficult tasks into manageable pieces, encouraging
collaboration, rewarding creative thinking, enhancing the experience, and lowering the fear of

failure (Werbach & Hunter, 2012).

During lectures, teachers assume that their students are engaged, competing, working together
to solve issues, and wanting to learn more. These actions can be produced when playing
games (Prensky, 2003). Therefore, Lee & Hammer indicate that games have three crucial
features: (1) Cognitive skills can be fostered by games as they present situations from real-
life. (2) They can emerge from various emotional states. (3) Games present various roles to
players to act. Through games, students can develop different skills such as cognitive skills
and problem-solving skills. Students can enhance self-confidence through games (Lee &

Hammer, 2011).

Bunchball (2010) asserts that game mechanisms encourage behavior dynamics and fulfill
criteria. Game aspects are employed to entertain users, provide them the freedom to choose
their own actions, give them a role to play, and involve them in an unrelated non-game
activity. Gamification employs features for various aims in routine acts such as buying

goods, writing comments, watching videos, or reading articles. Therefore, many people use
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gamified apps including patients, employees, or pupils. It gives consumers a sense of
accomplishment, coolness, or popularity in real life. This aspect of gamification imparts secret
membership and gives purpose to everyday tasks. Good gamification tools should, however,
integrate both game components and the spirit of the game design in order to boost

engagement.

Gamification increases motivation. Marczewski, Silic& Lowry (2020) indicate that
gamification affects motivation positively. Therefore, Marczewski claimed that gamification
is a kind of game metaphor and elements, in addition to opinions in a setting other than a
game to increase commitment and drive and to affect user behavior (Marczewski, 2013).
Silic& Lowry (2020) defines gamification as the application of game-like IT designing
system and artifacts processes to boost user incentives and promote certain behavioral

changes for practical purposes.

Ceker&Ozdaml1 (2017) claimed that the following are some of the main justifications for

employing gamification in education:

e Take on tedious activities to much more controllable amusing ones

e Transfer tough job processes to more amusing tasks

e Assist them in easier concentration,

e Enhance involvement,

e Supply contentment and ambition in business (Uses and Gratifications Theory)
e Help individuals enhance the use of media tools for some goals’ success.

e Encourage students to take greater initiative and actively participate,

e Assist people in becoming more aware and adept at using media technologies to meet

their requirements.

The ladder animates these affecting factors in the learning process. Gamification

instruments used to complete some specific tasks and objectives successfully. According to
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figure 1, Gamification helps to achieve some goals step by step. It supplies easy steps such as
easy, focus, unbored, and enjoy. Nonetheless, Gamification enhances using media tools skills
and being active. It also provides to be willful while learning a foreign language. The last step
is to achieve goals. Figure 1 shows that Gamification develops learners’ language learning

abilities with enjoy, being active, and using media tools.

Figure 1

Gamification ladder
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2.2.1. Some gamification examples for language learning

Gamification has some great examples for language learning. These examples are
multiplayer classroom, Duolingo, class dojo, busuu, Kahoot, Microsoft ribbon hero,
Yousician, Edmodo, and Socrative. They include different kinds of characteristics while
learning English.

Multiplayer classroom is a kind of Gamification example that supports team-based
learning, a group working, and it encourages learners to be successful because learners aren’t
punished for being failure however when they are successful, they are rewarded. Duolingo is

another example of Gamification. Learners can decide which language they want to learn, and
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they can determine goals. Nonetheless, when learners complete levels, they can win rewards
and success. Through the Duolingo app, learners can enhance their speaking, writing, and
reading skills. ClassDojo is a kind of Gamification example that supports classroom
management, and it connects teachers and students. Each student has their avatar and it
motivates them to participate in the lesson. Busuu enhances reading, writing, listening, and
speaking skills. Nevertheless, it provides practice with native speakers. Kahoot supplies
easiness for teachers. Teachers can prepare quizzes, discussions, and surveys. Students can
use their mobile devices to answer the quizzes, discussions, and surveys.

Microsoft Ribbon hero and Yousician are other examples of Gamification. Learners can
complete assignments and they get immediate feedback. Yousician can be used teach playing
musical instruments. Edmodo and Socrative are some of the most useful gamification
examples for L2 learning. Edmodo is a useful gamification tool because learners can post,
submit assignments. Nonetheless, they can develop spelling and grammar. Socrative helps
develop learners' visual skills.

1. The Multiplayer Classroom (Lee Sheldon)

Without the requirement for a video game platform, professional game author Sheldon
(2012) and Star Trek scriptwriter put out his undergraduate course as a multiplayer game. Lee
incorporated gaming ideas from the most captivating games into his team-based learning
course. Additionally, students took classes in what are known as "guilds." Students earned
experience points (XPs) for attending classes and doing assignments. Depending on the XP
for each student, grades were given. His approach allowed students to earn points, rewarding

accomplishment rather than punishing failure. (Sel,2017).

Figure 2

The Multiplayer Classroom
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2. Duolingo

Duolingo is a good example that gives both teaching and gamification design right.

It is one of the most popular learning platforms. Furthermore, Versions of mobile applications
for the iOS and Android mobile operating systems may be obtained from the App Store and
Google Play, respectively. (Sel,2017). Duolingo is a kind of language learning platform which

supplies many foreign languages. Initially, learners decide which language they prefer to
learn. Then learners determine goals for themselves. Therefore, when they complete limits,
learners win rewards and success. Learners can develop some basic language learning skills
including writing, speaking, in addition to reading.

Figure 3

Duolingo
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3. ClassDojo

A type of classroom management application called ClassDojo links instructors with
pupils and parents to create amazing classroom communities. This application makes it simple
and quick for instructors to improve in their classrooms. Each student is given the opportunity
to build an avatar that will be shown within the program. Through ClassDojo, teachers may
provide quick feedback, assign points for students' actions, and send an alert to the student's
computer or mobile device. The ability to receive rapid feedback always inspires Kkids.
(Sel,2017). Through ClassDojo, teachers can manage the classroom easily and students will

be more willing to join the lessons.

Figure 4
Classdojo
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4. Busuu
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Busuu is a kind of application which supplies 12 different language courses on both
mobile devices and the web. A standard version of the application’s subscription is free. The
application covers some language competencies including speaking, listening, writing,
and reading. The levels of application vary from beginner to upper-intermediate. Therefore,
italso supplies practice with native speakers. The options are given to the users to
choose lessons or proceed sequentially (Karatekin, 2017). Through busuu application,
learners can develop language skills and they can benefit from this application’s
opportunities.

5. Kahoot

Kahoot is a kind of educational game website that allows a teacher to
constitute quizzes, discussions, and surveys. The teacher can add images, videos and
diagrams to questions to amplify engagement. Furthermore, students can be tested in an
individual way or in a group setting like a classroom. The questions for the activity must be
prepared before applying to the classroom and when questions are ready, while the questions
and options are displayed on a shared screen, players use their mobile devices to respond.
The top three students who get the most points can be shown on a podium at the end of the
activity. Furthermore, Knowing the true response isn’t enough on the podium, students have
to race against time. The results can be shared by students on social media. It can be said that
podiums, points, and racing each other can be considered as gamification mechanics
(Karatekin, 2017). Wang, Zhu &Saetre (2016) expressed that Kahoot! is a new breed of
student response systems that emphasizes gamification to motivate and engage pupils. This
tool improves learning motivation and engagement and may be used to gauge how well pupils
have understood a course. Gamification also fosters learners' metacognitive abilities,

empathy, and collaboration ability. Therefore, learning resources like Kahoot! can keep
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students engaged in activities that they otherwise wouldn't. Through the Kahoot app, students’
motivation increases, and they are more eager to learn a new language.
Figure 5

Kahoot

KahootV

Enter

More info at getkahoot.com

6. Microsoft Ribbon Hero

Ribbon Hero aims to educate Microsoft Office Suite’s users with fun and games. If
learners in Ribbon Hero complete their assignments, they win scores (Akbuga, 2018).
Microsoft composes suitable and short assignments, and it supplies immediate feedback to

users. With this, users are encouraged to learn (Sel,2017).

Figure 6

Microsoft Ribbon Hero
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7. Yousician

Yousician is a kind of application which aims to teach playing musical instruments.
Users can find guitar, bass guitar, piano in Yousician. This application can be used from the

website or mobile application. (Akbuga, 2018)

Figure 7

The Screenshot of Yousician

8. Edmodo
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For all academic levels, Edmodo may be utilized as a classroom supplement. It resembles
Facebook a lot. Students may track their progress, provide comments on postings, and submit
homework. Additionally, teachers may create quizzes, open discussion boards, polls, and
assignments. Edmodo is a fantastic tool for L2 education since it encourages collaboration
and collaborative learning, and parents may even sign up for an account to get instructor
feedback. Students can work on their grammar and spelling. Any Web browser, an iPad,

iPhone, iPod Touch, an Android device, or a Windows phone may use Edmodo.

9. Socrative

Socrative is a fantastic tool for the L2classroom since it allows pupils to answer questions
while oblivious to tension and worry. It has gamification tactics including live results, quick
feedback, and simple data analysis, and it lets users upload photos into the question items.
Fuentes Flores (2015)

2.2.2 Elements of digital games

There are some elements which constitute gamification. These elements are “game
dynamics, game mechanics, game components and player characters.”

Gamification dynamics almost exist in all types of games and gamification dynamics
constitute gamification design. Gamification dynamics provide easiness for gamification
design. These dynamics show feelings, adapt the game, development of player, and
interaction between players.

Constraints: They exist in all games and define player freedom.
Emotions: A game can contain different feelings such as happiness and sadness. Fun is
important in a game and at the end of winning emotions are emotional reinforcers for

continuing the game.
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Narrations: Narrations are a kind of structure that adapts the game. Narrations can resemble
a scenario or it can be a latent structure.

Progression: It shows development to the player.

Relationships: Relationships express players' interaction with other players. This interaction
can become between friends, teammates, or opponents (Bozkurt &Geng Kumtepe,2014).

Although the word "game mechanics" is frequently used in the context of game design, there
IS no agreed-upon definition (Lundgren & Bjork, 2003; Sicart, 2008). Rules and mechanics
are clearly distinguished by Avedon (1971), who defines mechanics as a process for action

and rules as guiding the activity and the consequences.

Points, progress bars, leaderboards, badges, level/stages, rewards and achievements,
storylines or narratives and feedback are one of the most important game mechanics.

1. Points enable players to know how far they have come in a gamification by providing
quick feedback (Sel, 2017).

2. Levels and Stages provide players a sense of progress in the game and can be used as a
reward for finishing a job or assignment.

3. When pursuing a goal, badges are acknowledged as a sign of praise or task completion.
Badges encourage students to apply for future learning activities and drive them to strive
toward future goals. 2014's (Nah et al.)

4. In gamified applications, leaderboards are used to display the users with the highest
number of awards or points. Leaderboards must be utilized with extreme caution, otherwise,
gamers risk losing interest. For instance, a new player can stop playing the game if they
launch your gamified application and realize that their starting point is 10 points and they are
at the bottom while the top player has 1000 points. (Sel,2017)

5. Rewards & Achievements
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Rewards are endearing items because they demonstrate that you worked hard and earned
them. Measurement Players are given achievements if they can perform a job to a specific
level. Players who successfully finish a task—regardless of how well they did it—are
awarded completion achievements. (Sel,2017)

6. Progress Bars: are a type of graphical depiction of academic success. Badges indicate
success toward a level or goal, whereas progress bars measure and display the overall
objective advancement.

7. Using narratives or storylines can help students attain the optimal learning curve, in
which motivation and interest are highest at the start and conclusion of the learning process.
When utilized properly, they both provide the context for learning and problem-solving, as
well as aiding in the representation of the relevance of concepts to everyday life. (Nah et. al
2014).

7. Feedback determines the standards for gameplay and performance
According to Nah et al.,(2014) clear, and immediate feedback is crucial for

obtaining the flow state, which is a state of total immersion and involvement in an activity.

Game Components are one of the most important parts for Gamification. There are main
components of the games in the following.

1. Achievement: The goals which are determined beforehand.

2. Avatars: The player's virtual character.

3. Badges: When the player reaches aim, badges represent success with visual factors.

4. Boss Fight: Level’s most difficult aim.

5. Collections: Badges or objects in the game are collected in collections.

6. Combat: Generally combat is a short fight, a clash.

7. Content Unlocking: When the player reaches aim; the part is open to access.

8. Gifting: Resource sharing with other players.

9. Leaderboards: According to players' scores, they are on the list. (Bozkurt &Geng
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Kumtepe, 2014)
10. Levels: Player’s progression in the game.
11. Points: Player’s progression numeric equivalent.
12. Social Graphs: The graphics that supply social interactions between players.
13. Team: It is a definition of players who work together for a common aim.
14. Virtual Goods: They have obvious meanings, worth, and function in the game.

(Kunduracioglu, 2018)

One of the earliest academics, Richard Bartle, studied the ethnography of online gamers in the
first MUD (Multi-User Dungeon) in 1978. Bartle asserts that there are four distinct player
kinds, as indicated in Figure 8 (Sel,2017).

Figure 8

Richard Bartle s player types (1996)
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Richard Bartle’s player types explain that players have some characteristics such as killers,

achievers, socialites and explores. These player types have different features from each other.

Achievers concentrate on getting the best results, not showing off to other players.
These players make up 10% of the total.

Explorers concentrate on playing games to locate everything. Explorers spend a lot of
time unlocking new levels, yet they might repeat the same activities over. 10% of players fall

within this category.

Among all user kinds, socializers are the most prevalent. Socializers love playing
games for enjoyment and social interaction rather than focusing on completing all objectives

or learning everything in a game. The majority of players—up to 80%—fit this description.

Killers prefer seeing others lose and want to win the game. Killers are like achievers
and less than %1 of players is of this type (Sel, 2017).

2.3. Theories behind Gamification

It is known that Gamification has crucial importance for learning and teaching.
Nevertheless, Gamification includes some important learning and teaching theories including
social learning theory, cognitive apprenticeship, episodic memory, scaffolding, and
distributed practice. Distributed practice supplies multiple learning, it helps to increase
remembering and permanence for learning. Scaffolding is another learning and teaching
theory in Gamification. Scaffolding is a kind of theory that supports learners while playing a
game. Teachers can remind rules or learners’ peers can help. Episodic memory keeps in mind
some important information such as dates and experiences about events. When an individual
has a problem while playing a game, the individual needs to call knowledge from long-term

memory and to take suitable decisions, the learner needs episodic memory.
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Cognitive apprenticeship is another Gamification learning and teaching theory. This theory
aims to supply real problems to learners, and they live their experiences. Cognitive
apprenticeship focuses on cognitive skills and processes. Social learning theory is also
Gamification learning and teaching theory. Learners observe others’ behaviors and according
to others’ behaviors, learners shape their behaviors. Nonetheless, avatars can be used for

social learning. (Mese, 2016)

2.4. Gamification in Education

Rula, Fatma &Mazin (2016) define that gamification is a kind of basic way as it is the
utilization of game mechanics, game thinking, and game design elements to develop non-
game contexts. According to Gabriela, Nadezhda & Lina (2014), The application of game
mechanics and aspects in a learning setting is known as gamification. Therefore, Caponetto
llaria, Jeffrey & Michela (2014) define that when it comes to learning process design,
gamification refers to the use of game design features and gaming experiences. It has been
adopted to encourage learning in a variety of contexts and subject areas and to highlight
related attitudes, activities, and behaviors, including integration of exploratory learning
methods, easier and more efficient assessment methods, assignment completion, self-guided
study, collaboration, participating approaches, consolidation of student creativity and
retention, and more. Through using Gamification in education, learners can learn a new
language in a creative way. Jihan, Robert & Robert (2018) define Gamification is the use of
game design features in a formal setting for higher education with the goal of assisting

students in meeting course-specific learning objectives.

Gamification may be used to guarantee that desired behaviors are encouraged in the
classroom and that they help students achieve successful learning outcomes. Gamification

also provides a number of social, emotional, and cognitive advantages. It also makes language
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learning easier (Lee & Hammer, 2011). It can be said that gamification develops
students’ social interaction, self-confidence, empathy. Students have the chance to develop
their critical thinking abilities since they may practice them for a number of hours in game-

based settings (Gee, 2003).

2.4.1. Game-based learning
Game-based learning is an approach of the adoption of precise gaming concepts and their
application in real-life circumstances in order to engage people. (Trybus 2015).

Pho & Dinscore (2015) claim that game-based learning enables students to interact with
instructional content in an entertaining and active way. Additionally, game-based learning
involves organizing learning activities that may gradually introduce concepts and direct users
toward a goal, not merely creating games for students to enjoy. In the classroom, game-based
learning offers a customizable setting. Pupils learn a new language in playful and dynamic
materials.

According to Carlo, Gill, Helen & Emily (2013) “Game-based learning” obviously is
used for the usage of video games to assist learning and teaching. Even though it is a slightly
established notion, it is difficult to identify completely. We have derived a definition by
identifying the fundamental ideas and workings. which Figure 9 shows. According to figure 9,
game-based learning has some principles and mechanisms. Game-based learning principles
include some items such as learning with fun, learning by doing, intrinsic motivation.
Nonetheless, Game-based learning mechanisms have some crucial parts such as challenging

goals, fantasy, being progressive on difficult levels, immediate feedback. Game-based

learning principles and mechanisms are integrated with each other.
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Figure 9

The principles and mechanisms of game-based learning

Enciples Mechanisms

Intrinsic motivation: playing is by and Rule.s:. simple and binary (e-%’-j 1f/then? or
large voluntary and self-driven requiring more complex decision making

Learning through intense enjoyment Clear but challenging goals

and “fun” A fictional setting or “fantasy”
Authenticity: contextualized, goal Progressive difficulty levels
oriented instead of abstract learning Interaction and high degree of student
Self-reliance and autonomy: passions control
and gltgl'ests thatlead toa will to Immediate and constructive feedback
specialize _

o ) ) ) A social element that allows people to

{xpenennal learning: learning by doing share experience and build bonds /

GBL (game-based learning) is a great tool for promoting innovative teaching techniques. As
evidenced by the literature, games offer possibilities for true learning by allowing players to
freely explore their surroundings in a risk-free context and by providing difficult experiences
that foster intrinsic enjoyment. (Frossard, Barajas &Trifonova, 2012). Through the GBL
method, students can use their creativity, discover new things while learning a new language.
Additionally, it incorporates knowledge and instructional technologies. The GBL is being
used increasingly frequently as e-learning gains popularity. In game-based learning (GBL),
the course material is integrated into the game to provide a virtual learning environment.
Repeated self-learning, ongoing engagement, and feedback can boost learning interest and
motivation. So, GBL may successfully accomplish the learning objective (Ching & Chung,
2012). Additionally, it provides genuine activities and an environment that simultaneously
tests and promotes the learner's critical thinking abilities and encourages the exploration of
alternate viewpoints or strategies without putting the player at undue danger. (DeKanter,
2005). It can be said that the GBL method provides a comfortable classroom environment,
critical thinking for students and increased motivation. Additionally, they help students
engage actively in activities and develop emotional responses like curiosity, motivation, and
readiness to participate. In addition, games frequently emphasize the communicative and
functional features of language (Gomleksiz, 2005; Oztiirk-Yurtsever, 2016). They actively
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encourage individualism and competitiveness in learning and have beneficial benefits on

participation.

2.4.2. Serious Games & Simulations

Serious games are designed for serving a significant purpose beyond fun (Deterding et
al., 2011; Peng et al., 2010; Kapp, 2014). “Serious games" provides the following definition
of the term: It is possible to play in a serious or informal manner. We are concerned with
serious videogames in the sense that they are not initially intended to be played for enjoyment
but rather have a specific and well-considered instructional function. This is not to say that

serious games can't be or shouldn't be fun (Abt, 1987, cited in Michael & Chen, 2016:21).

According to Nazrina& Daniela (2017), Since serious games are made with education in
mind, they vary from fun games. Serious games are described as entertaining resources with
an educational goal, where players develop their knowledge and hone their skills by
conquering multiple challenges while playing. Furthermore, Angel A., Birgit, Thanasis &
Sebastian (2017) claims that performances of players are evaluated during the gaming
process. When players overcome an obstacle, they attain some rewards such as power,
advancement, and scores.

It is possible to include educational games into gameplay such that players would learn
while playing inadvertently. Thus, serious games encourage because they are supported with

rewards.

Francesco, Bill, Kiju, Pablo & Ricardo (2013) indicates that a serious game serves a variety of
functions, including being enjoyable, amusing, and instructional. Similar commercial games,
a serious game is created with a wide target audience in mind and has important educational
objectives as well. Therefore, considerations for pleasure and enjoyment as well as

instructional value must be considered while evaluating a serious game. Because learning is
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the main objective of serious games, the evaluation provides special obstacles in addition to
encouraging enjoyment and participation. Serious games are interested in both fun factors and

learning.

David Rejecksk and Ben Sawyer launched the first serious game apps in 2002. Games have
been created for a variety of occupations, including the simulation, teaching, and military.
Serious games were used to teach a great deal of people because they wanted to leverage the
power of game features rather than tedious duties. For instance, Impact Games' "Peace
Maker" game, a type of turn-based strategy game that mimics the Israeli-Palestinian conflict,
was used to train more than a thousand soldiers. It demonstrated to the warriors how one

person's choices and actions may affect everyone else (Sel, 2017).

Simulations are another implementation in education. Simulation is used as a means of
something is suchlike or fake. For these implementations, it can be said that a reflection of
reality. Through these implementations, the reality is generated again, and they are mostly
used for education. There are some games such as (SimCity) which clamp game
players. However, simulation is not a game itself. Simulation is a kind of design that is
used in games. Therefore, Simulation generally is shown as a game zone. But even
simulations include some game mechanics, they are not games (Bical, 2016).

There are several simulation models that may be applied in educational settings. Both
quantitative and qualitative models can be used to describe them. In quantitative models, the
interactions between the entities are specified by mathematical relations, and the entities are
represented by numerical values. They provide numerical data that indicates their
development and behavior to consumers or their authors (Fritzson, 2004). Another kind of

model that we might employ is a qualitative one.
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According to Neumann &Bredeweg (2004), With only the most important aspects of their
structure and behavior and minimal more information, sophisticated and dynamic systems
may be modeled qualitatively. As a result, even without all the data required for a quantitative
representation, a system can be represented. This representation has the ability to mimic the
key features of the system in question while disregarding a substantial body of knowledge that
is unrelated to how it will be used. Lunce (2006) outlines four basic classifications for

simulation programs: procedural, situational, iterative, and physical simulations.

e Physical simulations are used to illustrate a certain occurrence and let students
control some of the variables that are simulated. In this kind of simulation, the system
is already represented, and the student merely has the option of changing the variables
and verifying the impact of these changes on the behavior of the system.

e Students have the opportunity to test, depict hypotheses, and verify the outcomes in
iterative simulations, which helps them learn about the phenomena being simulated.

e Situational simulations provide students the opportunity to interact with diverse
settings or conditions while taking on a certain role and learn more about the system
being simulated.

e Procedural simulations make it possible to learn how to use the apparatus.

2.5 Digital Gamification in Education

Gamified experiences reflect modern popular culture and thus hold a potentially important
place in the field of education. Therefore, modern popular culture has an extensive effect on
youth, more now than ever before (Gee, 2008a; Gee, 2008b). According to Kingsley
&Grabner-Hagen (2018), video games are played by ninety-seven percent of U.S. high school
students, American youth spend 10,000 hours in average in playing video games in his or her

teen years. Nowadays, it is known that students are interested in video games and digital
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things. Furthermore, video games and digital platforms have a crucial effect on students’
language learning success. Youth can develop into successful multi-taskers with the ability to
perform in fast-paced through accessing technology and stimulating environments (Mitchell
& Savill-Smith, 2004; Thompson, 2012).Halloluwa et al (2018), considers that educators may
capitalize on the experience and strengths of technology-literate youth in positive ways

through digital, gamified experiences.

2.5.1. Digital Game-Based Learning

Digital game-based learning is a type of instructional strategy that incorporates
educational material into video games in an effort to keep students' attention (Kaltman, 2019).
According to Wouters et al., in game-based learning, students follow certain guidelines to
engage with the game while receiving feedback continuously for completing precise goals
that are frequently incorporated into games as challenges (Wouters et al. 2013) They said that
because GBL is positioned in a learning environment, it should assist students in gaining the
essential information and achieving their targeted learning objective. (Klopfer et al. 2009; Ke

2016).

According to the concurrence between DGBL theorists, digital games can increase
motivation and engagement (Scanlon et al. 2005), support active learning (Gee, 2005),
provide immediate feedback (Shute & Ke, 2012), allow players to learn from mistakes (Juul,
2013), offer multiple paths to success (Devlin, 2011), encourage learning by discovery, and
naturally support mastery learning. (VanEck, 2006). Digital game-based learning provides

self-confidence for learners while learning a new language.

DGBL (Digital Game-based Learning) term has an additional restriction — that the games
must be digital. In this sense, when pupils utilize games, DGBL understands what they are

doing for achieving the learning outcomes. (Stancin, Hoic-Bozic&Skocic-Mihic, 2019)
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Prensky (2003) considers using digital games in conjunction with education has been
suggested as one of the most effective ways to increase learner engagement and make
learning fun. Furthermore, it is known that digital games provide a funny classroom

environment.

The link between digital games and education has received a lot of attention since they may
have an impact on education (Yang, Jeng, &, Chen 2011; Chiang et al, 2011). For instance, a
study by Kirriemuir and McFarlane (2004) describes two major aspects that are prevalent to
the development of educational games. These themes include the willingness to leverage the
motivational value of games to make learning fun and the conviction that playing games
while learning is a potent learning tool. There are various aspects of digital games that are
beneficial for education (Prensky, 2001). Feedback, consequences, objectives, rules, and
fun/fantasy, opposition/challenge/competition/conflict, interactivity, presentation and story
are some categories into which these variables might be classified. Digital game-based
education has been used by a variety of industries, including the health and wellness,
governmental, marketing, military and education sectors. The games that target skill
development are mostly used in military and corporate contexts, whereas those that target
acquiring new material are utilized in teaching of mathematics, engineering, technology, and

science, in addition to language learning programs (Wang & Han, 2021).

2.6. Gamification as a Motivation

Motivation has crucial importance for Gamification. There are a lot of definitions about
Gamification. It can be comprehended from many definitions of motivation; it has a
power to urge somebody to act for reaching a goal. When a person is motivated more, the
higher is the effort he/she puts into action and the higher is the persistence. In this respect,

Gardner &Maclintyre (1993) assert motivation components such as willingness to achieve a
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the goal, effort dedicated in this direction, and contentment with the activities or tasks related
to this goal. Gardner (2007) also propounds that a motivated person has some characteristics
such as attentive, goal-oriented, tenacious, self- confident and stimulated. It can be seen from
the descriptions: a motivated individual has both desires and expectancies. Dornyei&
Ushioda (2011: 4) summarize the concept of motivation as:

e the preference of a particular action,
e the effort put into it and
e the tenacity with it.

In other terms, motivation determines

e Why people choose to do something,

e how hard they will work to achieve their goals.

e how long they will be motivated to continue doing it, and
Both intrinsic or extrinsic motivation is possible. Extrinsic motivation has meaning for
activity done for an external reason such as award, money, reputation and wealth or request.
Legault, (2017) claims that extrinsic motivation is the term for conduct that is largely
dependent upon the achievement of a goal that is independent of the activity itself. It is

therefore of an instrumental nature.

On the other hand, Intrinsic Motivation (IM) is used for the engagement in behavior
that is

naturally fulfilling or entertaining (Legault, 2017). Intrinsic motivation’s need is when the
activity is found exciting and funny. Therefore, activity should not be made for any extrinsic
motivators and something else. One of the most significant things in intrinsic motivation is to
do the activity without considering the results or benefits at the end of the activity (Yalgin,
2016). For instance, a pupil might have fun with playing outside- jumping, skipping, running-
for no other reason than because it is entertainment and innately satisfying. Intrinsic

motivation is one of the most common and most significant motivation types. When people
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are healthy, they are moving, trying to satisfy curiosity, and playing games. In addition to
them, people are always ready for learning and exploring. While they are doing this, they
need extrinsic stimulus. People have intrinsic motivation innately. This natural motivation
activates the person, and it

has a significant part in a person's choice, cognitive, social, and physical development. By
reason of person cares intrinsic benefits while enhancing knowledge and skills (Ryan & Deci,
2000b).

According to Hassan, Dias &Hamari (2019), the basic aim of gamification is to ensure
a learner experience to its users, to provide participation of users, and to enhance motivation.
They consider that gamification provides different experiences, and it increases motivation.
When utilized as a motivational tool, gamification is among the most effective techniques.
(Kim, 2015; Glover, 2013; Lee & Hammer, 2011). According to Joey & Jessica (2011)
gamification can increase students’ motivation while learning a foreign language.

Motivation has some theoretical concepts such as theory of Goal-setting, ARCS Model,
Flow concept, and Theory of Self-Determination.

Self-Determination Theory (SDT) is dependent on human motivation, wellness, and
psychology. This theory proposes that there are three different kinds of motivation:
amotivation, controlled or autonomous extrinsic motivation, and intrinsic motivation (also
known as autonomous motivation) (Ryan & Deci, 1999; Gagné & Deci, 2005). Absence of
intrinsic or extrinsic motivation is referred to as amotivation (Dornyei&Ushioda, 2009).

Csikszentmihalyi defines that people lose focus on outside influences and get fully
immersed in any work when they are in a state of flow (Csikszentmihalyi, 2014). If an
activity's difficulty level is appropriate for their abilities, people will enjoy it. People
experience anxiety when an activity is too difficult, and boredom and disinterest when an

activity is too easy (Csikszentmihalyi, 2004). It can be understood that flow is one of the most
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important factors for activity. Therefore, easiness and difficulty determine people’s point of

view about the activity.

According to Keller (1984), the ARCS model aims to make students’ motivation last
during all periods of teaching. A lot of teachers consider that motivation is something that
can’t be supplied outside; instead of, it is something only can be controlled by students. In
contrast, Keller indicates that there are a few strategies for boosting or sustaining pupils'
motivation. (Keller, 1984; 1987). Keller (1987) comes up with 4 subjects to raise or maintain
students’ motivation. The educational process ought to cover these four topics: Satisfaction,
Confidence, Relevance, and Attention. It can be understood from Keller’s model, students’

motivation is both important and it determines students’ level of success.

Figure 10

Keller’s ARCS model

Satisfaction

Confidence Relevance
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According to Locke & Latham (1990), the goal-setting theory assumes that all creatures are
goal-oriented, and their actions are shaped by their goals. People need to have goals for being
successful and act in accordance with their goals as goals of a person determine how

successful he/she can be.

In goal-setting theory, there are 4 important factors as Locke & Latham (2006) addresses
that “feedback is the key moderators of goal-setting, which people need so as to track their
progress; dependence to the goal, which is developed by self-sufficiency and the goal is
viewed important; task complexity, in relation to that task information is harder to acquire on
complex tasks; and situative constraints” (p. 265). In brief, according to Locke & Latham,
there are 5 goal-setting principles such as clarity, challenge, commitment, feedback, and task
complexity. Inevitably, goal-setting theory determines goals and motivates people for a goal.
2.7. Gamification in English Language Learning

Gamification has always been at the center of most discussions in second language
acquisition. The goal of incorporating gamification into education is to give students access to
more engaging and successful learning opportunities. The L2 learner is drawn to have this
experience because of this aspect. This is depending on the notion that L2 teaching has long
been a part of technological progress. The learners need to be motivated to alter or activate a
particular activity. With the help of gamification, L2 learners can expand their language
learning experience while also acquiring the knowledge and skills necessary to complete any
tasks or challenges that the class, unit, or topic throws their way. It can be said that
Gamification has supplied innovation for L2 education and it has increased interaction
between students. (Fogg, 2002). Additionally, Gamification suggests the learners a chance to

engage in conversation as suggested in a multiplayer game.



38

Gamification is one of the newest trends that gain popularity in foreign language courses
as amotivator. According to Buckley & Doyle (2016), research indicates that learner

motivation in education can be improved by gamification.

It can be comprehended that students’ motivation can be increased with gamification.
Educational Gamification five-step model includes some steps such as understanding the
target audience and the context, defining learning objectives, structuring the experience
identifying resources and applying gamification elements. These steps help the teaching and
the learning process, a series of steps need to be followed. Nevertheless, they guide the
instructor to plan accordingly the Gamification aspect. Figueroa Flores (2015)

In the paper "Using Gamification to Enhance Second Language Learning" by Jorge Francisco
Figueroa Flores (2015), a 5-step methodology for implementing gamification in education is

described and is based on Huang & Soman's (2013) work. These are the patterns:

Figure 11

Educational Gamification Five Step Model (Huan & Soman, 2013)

Understanding
the Target
Audience and
the Context

Applying

Identifying » Gamification
Resources

Defining Structuring

Learning the

Objectives Elements

Experience

1. To be aware of the target audience for the gamification program and the
environment in which it will be used. By doing this, the instructor will be able

to pinpoint the issues that hinder the students from achieving their goals. The
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aspects of gamification that can be utilized to construct the programme and the
materials will be available for selection.

Learning objectives that are clearly stated are essential to a program's success.
Objectives must be general, specific, and behavioral.

When the experiences is organized, the program is divided into separate
sections and its main points are established. This enables the assessment of the
knowledge and learning that students must demonstrate at the conclusion of
each stage.

In light of the program'’s various stages, the gamification features that we wish
to use are identified. This requires taking into account the monitoring system,
the unit of measurement used for the assessment, the degrees, standards, and the
feedback.

Adding the gamification components that the instructor determines are more

appropriate in each situation (Garcia, 2017).

2.7.1. Digital Game-Based Language Learning (DGBLL)

Because they gain the desired knowledge in a compelling and participatory way, learners

can benefit from the experience of game playing during learning. (Z. Xu et al., 2019).

DGBLL enables to the language learning process by (Klimova&Kacet, 2017):

1. Ensuring that the target language is exposed both visually and audibly

2. Emphasis is placed on specific language proficiency (e.g., grammar and vocabulary)

3. Encouraging participation and interest in language practice and learning

DGBLL develops some language learning skills such as grammar, vocabulary

development, practice in language learning. Therefore, while learners learn a language
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through the Digital game-based language learning method, they both learn a language in a

natural environment and, they can express themselves easily without hesitation.

Five main motifs were determined by Wang & Han (2021). The subject of theory
development integrates theories of foreign language acquisition with those of digital game-
based learning. As a result, the design theme is used to analyze the technological features of a
digital game in language learning and teaching. Teachers' self-reflection on the effectiveness
of employing precise digital games in language instruction is connected to pedagogical topics.
Non-experimental research, such as case studies, discuss the effects of utilizing digital game-
based language learning to improve one or more language learning skills. Experimental
studies compare the impact of a digital game-based language learning program with a control

group. (Wang & Han, 2021).

2.8 Relevant Studies

Gamification, game-based learning, digital gamification, and digital game-based learning
have crucial importance for teaching. Nevertheless, they are one of the most useful and
creative teaching methods for teaching a foreign language and educational areas. There are
many studies about these methods in our country. Some Gamification, digital game-based

learning, digital gamification, and game-based learning studies were summarized.

2.8.1. Gamification & Game-based learning Studies
Atabay’s master’s thesis (2019) research was carried on twelve pre-school students. This
research aims to provide pre-school children the education of algorithms with gamification.
Stories and fairy tales activities have been used while teaching the scope of robotic coding
and how they affect children’s motivation and learning process. Research results show that

with the help of the games, preschoolers were able to understand the idea of an algorithm and



41

are now able to assess problems and come up with solutions. Preschoolers are amused by the
game's mechanics, very motivated to earn badges and rewards, and prepared to take part in all
the activities.

The goal of KavakliDuman's (2019) master's thesis research is to determine how gamification
affects students' English learning accomplishment and how learners feel about gamification
and game components (points, awards, ranks, avatars, leaderboards, etc.). With the ClassDojo
app, a gamification design was created with this objective in mind. Data were first gathered
by questionnaires, with 104 students from an Anatolian High School in Ankara participating
in the study. 11 individuals were then interviewed in a semi-structured interview. The findings
show that gamification was successful in boosting participants' engagement and motivation.

It supported the growth of linguistic abilities. The pupils also acquired a favorable attitude
toward gamification and appreciated the game components in general.

In Aljreiwi’s study (2019) two equal samples were selected. While the traditional method was
taught to the 30 students in the control group, a gamification-based educational environment
was used for 30 students in the experimental one. This research’s aim is to evaluate the impact
of gamifying online education on primary children' academic performance and innovative
thinking. Results show that Web-based education promotes academic skill development and
boosts students’ capacity for original thought.

Tastekin’s study (2020) was made with young learners. Using the quasi-experimental
classroom-based research design, this study aimed to investigate the impacts of the game-
based learning approach on young learners' speaking abilities and motivation for learning
English. This study’s results show that The Game-Based Studying Approach to language
teaching dramatically improved young students' speaking abilities and motivation for learning
English while the control group’s speaking achievement and motivation level nearly remained

the same at the end of the study.
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Oztiirk’s study (2018), 2”d'grade primary school students have participated in this study.
Randomized pre-test, post-test, retention-test, control, and experimental groups were used in a
quasi-experimental study design. Classes were randomly assigned to the experimental and
control groups as the groups were being formed. Students in the experimental group learned
the target words using the Game-Based Learning Technique, whereas those in the control
group learned the same phrases using a different method. An English Vocabulary Test and
Retention Test with 30 items each were created as data collecting tools based on the
curriculum's contents and the academic level of the students. The purpose of this study is to
determine how game-based learning techniques affect kids in primary schools in the second
grade as they acquire and retain new vocabulary. The outcomes showed a substantial
difference in the experimental group, which received game-based learning instruction, in
terms of vocabulary acquisition and retention.
Birsen (2017)'s thesis involved young students. The major goal of this study is to investigate
how young learners' perceptions and vocabulary retention are affected by gamified game-
based L2 vocabulary education. The study's findings suggest that using gamified, game-based
L2 vocabulary instruction in young learners' EFL sessions is an efficient way to improve both
their performance and interest.
2.8.1. Digital Gamification & Digital Game-Based Learning Studies

Stanley & Yolgecen's research (2018), which was conducted with pupils at the English-
language worldwide branch of a private, wealthy school in eastern China, included pupils of
various ethnicities and native tongues. In a third-grade social studies classroom, this case
study seeks to ascertain the impact of digital gamification on engagement and performance.
The results suggest that digital gamification and student achievement and engagement may be
positively correlated. This study fills a research vacuum by examining the effects of digitally

gamified courses on young students’ success.
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Five students were used in Reinders & Wattana's (2014) study, which looked into how
these students fared throughout a 15-week game-based learning course at a Thai institution.
The purpose of this study is to examine the impact and communicative openness of digital
game-based learning. They contend that games are stimulating, reduce emotional learning
hurdles, and promote communication in a foreign or second language (L2). According to the
study's findings, gaming helped the participants learn more and communicate more effectively
by decreasing their actual learning obstacles.

Andreani& Ying’s (2019) study was done with 35 students in Indonesian elementary school,
whose ages are between seven and twelve years. This study is about digital game-based
learning. This study aims to develop Indonesian students' English vocabulary using a game
application, named as PowPow. This game has 3 themes such as a house, restaurant, and outer
space. Results show that the majority of pupils concur that the game inspires them to study

English.
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3. METHODOLOGY

In this chapter, the design of the study, the study group, the measurement tools and statistical

analyses of data are presented.

3.1 Design of the Study
The purpose of the research is to investigate EFL teachers’ ideas about Digital

Gamification.

This research is quantitative and descriptive. According to (Alawany, 2021)
Quantitative research is a type of educational research in which the researcher makes a
decision on what to study, ask specific and narrow questions, collect quantifiable data from
participants, and analyzes these number using statistics. Furthermore, Quantitative research
inquires a numeric collection of data. This research is a kind of method which involves
participants’ answers. It determines a group’s specific features, and it aims to collect data.
This research’s important advantage is to present several pieces of knowledge with many
samples. (Sener, Kilig Cakmak, Akgiin, Karadeniz &Demirel, 2018). The reason why the
quantitative method was chosen is that it involves collecting and analyzing numerical data to
comprehend and explore opinions about Digital Gamification. Descriptive research is one of
the classifications of Quantitative research. Abood &Alalwany (2021) consider that
descriptive research is based on how to observe the situation of the case that the researcher
study on. Plus, a survey investigation is used in this study. According to Fraenkel & Wallen
(1996), Survey investigation is a type of research that obtains data to determine specific

characteristics of a group. It contains researchers asking a large group of people questions
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about a specific issue or topic. This asking of questions can be done in several ways such as
face to face, by e-mail, or by telephone. Survey investigation has three major characteristics

such as:

1. Information is gathered from a group of people to describe some aspects or
characteristics such as ability, opinions, attitudes, beliefs, and knowledge of the
population of which that group is a part.

2. The information is collected by asking questions; the data of the study is constituted
by the answers to these questions by the members of the group.

3. Information is collected from a sample rather than from every member of the

population.

Data analysis has crucial importance for reviewing and evaluating the gathered data.
The questionnaire was sent to the participants, and it includes 5 options and asked them to
choose the appropriate option. All statistical analyses were made with IBM SPSS 25.0
program. Descriptive statistics are indicated for analyses and firstly English teachers' ideas
about the Digital Gamification scale’s internal validity of the study were analyzed since the
scale can be used in a study or not. Thereafter pretest and post-test data were gathered from
EFL teachers pretest and post-test data. Descriptive analysis and correlation coefficients were
examined. Whereafter scale’s validity and reliability analyses were made, data were collected
again. Scale items were examined with validity analysis. The researcher aims to get EFL
teachers' opinions about Digital gamification. For that reason, a survey investigation is used
for this study. Therefore, because of pandemic reasons, the researcher needs to use e-mail

while collecting answers, so a survey investigation is suitable for this research.

3.2 Participants



46

The research’s participants consist of primary EFL teachers who work in both private
and public schools in Istanbul. The Snowball sampling method is used for sample selection.
The Snowball sampling method is a chain and with someone’s help, the researcher can
compose a sample (Kilig, 2013). This method is chosen because the researcher aims to reach
primary EFL teachers who work in Istanbul. Therefore, because of pandemic reasons, the
researcher used the Snowball sampling method. The researcher could reach 104 primary EFL
teachers because of pandemic reasons. The researcher applied a Questionnaire to primary EFL

teachers via email. 104 primary EFL teachers participated in the questionnaire, and they are

volunteers.
Table 2

Demographic Distributions of Participants

N %

Gender Male 21 20,2
Female 83 79,8

Year of Teaching 0-5 40 38,5
Experience 5-10 33 31,7
10-15 17 16,3

15+ 14 13,5

Education BA 74 71,2
MA 30 28,8

School Private 64 61,5
Public 40 38,5

Total 104 100
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Among the EFL teachers who participated in the questionnaire, 21 participants are
male, and 83 participants are female. Table 2 indicates that among the contributors; 40 of
them have 0-5 years of teaching experience; 33 of them have 5-10 years of teaching
experience; 17 of them have 10-15 years of teaching experience and 14 of them have 15 and
over teaching experience. Therefore, the participants have different degrees of education:
most of them have BA (74 participants) and some of them have MA (30 participants) degrees.
Furthermore, some of the participants work in private schools and some of them work in
public schools. 64 of them work in private, and 40 of them work in public schools. EFL
teachers' gender, year of teaching experience, education, and school distributions were
analyzed, and personal features were analyzed. Therefore, they are presented as table 2.

Table 2 displays the demographic information of participants. According to Table 2,
most of EFL teachers %79,8 were female and %20,2 consisted of male participants. EFL
teachers %38,5 0-5 year, %31,7 has 5-10 years’ experience, %16,3 has 10-15 years’
experience and %13,5 has 15+ year of teaching experience. EFL teachers %71,2 have BA
degrees and %28,8 got MA education. EFL teachers %61,5 work in private schools and

%38,5 work in public schools.

3.3 Instruments

A questionnaire has been designed to collect data about the opinions of EFL teachers
about Digital Gamification. The questionnaire was consisted of two parts. The first part aims
to get to know participants through demopraphic knowledge. The second part of the
questionnaire aims to know participants opinions about Digital Gamification. The
questionnaire was prepared by the researcher and a 5-Point Likert scale was used. This
questionnaire is consisted of strongly agree, agree, neutral, disagree, and strongly disagree.
Strongly agree (5 points), agree (4 points), neutral (3 points), disagree (2 points), and strongly

disagree (1 point).
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The questionnaire includes two parts; the introduction part which requires demographic
information and the main part in which the participants are asked about their ideas. The main
part of the questionnaire has 17 items designed to collect data. 1, 3, 4, 11, and 12 items were
selected from “The effect of Gamification in learning environments for student’s success in

education: class dojo example. (Ozer, 2016)”

3.3.1 Reliability analysis of EFL teachers’ ideas about digital gamification

According to English Teachers’ Ideas abut Digital Gamification scale’s . Cronbach’s
Alpha and internal consistency analysis were made. The questionnaire consisted of 17 items;
Cronbach’s Alpha value of the questionnaire was found at 0,94. (0,90 < a < 1,00), it means the
reliability of the questionnaire is quite high. It can be said that EFL teachers gave consistent

answers, and the reliability of the questionnaire is excellent.

3.3.2. The validity of the EFL teachers’ ideas about digital gamification

Validity is one of the most important parts of the Questionnaire. Face validity was
used to find validity of the questionnaire. To assess face validity, opinions were received
from 5 experts about whether the questions measure the variable to be measured, and it was

concluded that all of the items were related to the measured variable.

3.4 Analysis of Data

Statistical Package for Social Sciences (SPSS) 25 was used to analyze the data. In order
to understand parametric or non-parametric analyzing methods are utilized, normality tests
were implemented to compherend whether variable has normal distribution or not. Skewness
and kurtosis values were analysed. Orcan (2020) indicates that skewness and kurtosis values
are other way to analyse the normality of data. The skewness and kurtosis values 1 that is
accepted as normal distribution. Skewness and kurtosis values, mean and standard deviation

values are displayed in table 3. Also, Higtogram graphs can be found in Appendix 3.
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Skewness and kurtosis values displayed that the data doesn’t show normal distribution and

non-parametric tests are utilized.

Table 3

Tests of Normality

N X Sd. Skewness Kurtosis

English Teachers’ opinions

about digital Gamification 104 4.36 ,499 -,315 -, 732
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4. FINDINGS
EFL teachers' ideas about the Digital Gamification questionnaire were applied to primary EFL
teachers and data were collected through the questions of the survey. The results of the

analyses were summarized according to sub problems of this research.

4.1 English Teachers’ Ideas about Digital Gamification
The first question of this research is defined as “What are the primary school EFL
teachers’ opinions about Digital Gamified education?.” 104 participants’ responses were

analyzed for each item and results were displayed in table 4.

While results have been evaluated, arithmetic mean ranges are “1,00 — 1,80 = Strongly
Disagree (Quite Minimum Level)”, “1,81 - 2,60 = Disagree (Minimum Level)”, “2,61 — 3,40
= Neutral (Medium Level)”, “3,41 — 4,20 = Agree (High Level)” and “4,21 — 5,00 = Strongly
Agree (Maximum Level)”. According to mean and standard deviation results, it is seen to be
ranging from ( x = 4,59, SD=,63 to x = 4,07, SD=,95). The lowest mean score was calculated
as (4,07), the highest item was calculated as (4,59). When the standard deviations were
calculated, they were found below one. This results can be explain that there are similarities

among the teachers opinions.
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English Teachers’ Ideas About Digital Gamification N X SD
1. I think Digital Gamification develops collaborative learning 104 4,39 ,76
2. | think Digital Gamification gives an opportunity to show students' 104 4,42 ,64
English language skills
3. I think Digital Gamification affects students’ intrinsic motivation 104 443 ,65
4. | think Immediate feedback should be given 104 4,07 ,95
5. In my opinion, Digital Gamification affects both social learning 104 4,36 ,80
and team spirit
6. | believe that Digital Gamification supplies social learning 104 4,30 ,83
7. | believe that Digital Gamification affects taking a role skill 104 4,28 78
8. In my opinion, Digital Gamification supplies safe learning 104 4,15 ,82
environment in the classroom
9. In my opinion, Digital Gamification affects learning by doing skills 104 4,34 ,60
10. I think Digital Gamification develops risk-taking skills 104 4,10 ,84
11. I believe that students eager to join lessons through game’s fun 104 4,55 57
win factors
12. In my opinion, teammates and relationships between opponents 104 4,42 ,66
enhance team spirit
13. I believe that rewards affect learners’ extrinsic motivation 104 4,36 72
14. 1 think using of avatar (player character) and badge increase 104 4,25 83
self-confidence
15. In my opinion, learners’ motivation, and attendance to lesson 104 4,52 ,65
increase with using Digital Gamification in online lessons
16. | believe that using of Digital Gamification increase motivation 104 4,59 ,63
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in online lessons

17. 1 think using of digital games in online lessons increase attendance 104 4,50 73
to lesson
Total 104 4,36 74

4.2. EFL teachers’ opinions about digital gamification in terms of teaching

experience

The second question is defined as “Does teaching experience affect EFL teachers’
opinions about Digital Gamification?” To investigate this research question, analysis is made
with Kruskal-Wallis H test. For that reason, Kruskal —~Wallis H test was conducted to
determine whether teachers’ questionnaire scores differ according to the variable of
experience period. According to analysis results (Table 5); EFL teachers' opinions about
Digital Gamification aren’t differentiated as statistical (p>0.05) according to the year of
teaching experience. In other words, EFL teachers’ year of teaching experience doesn’t make
difference in group mean rank points. Moreover, it’s determined that year of teaching

experience doesn’t affect English Teachers’ Ideas about Digital Gamification.
Table 5

Kruskal-Wallis H test results of the year of teaching experience

Years of Teaching N Mean Rank Kruskal Wallis H
Experience X? p
0-5 40 49,69
5-10 33 4491 7,37 ,061
10-15 17 61,91

15+ 14 67,00
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*p value is significant at 0.05 level.

4.3. EFL teachers’ opinions about digital gamification in terms of gender

The third question is identified as “Does gender affect EFL teachers’ opinions about
Digital Gamification?.” Mann Whitney U test was applied to determine whether teachers’
questionnaire scores differ according to the variable of gender. As shown in table 6, Test

result show that there isn’t statistically significant difference between genders(p>0.05).
Table 6

Mann Whitney U test results for Gender

Gender N Mean Rank  Sum of Ranks U z p
Male 21 62,93 1321,50 652,500 -1,779 075
Female 83 49,86 4138,50

*p value is significant at 0.05 level

4.4. EFL teachers’ opinions about digital gamification in terms of school type

The fourth question is defined as “Does school type affect EFL teachers’ opinions about
Digital Gamification?”. To analyse this research question, Mann Whitney U test was
implemented to determine whether teachers’ questionnaire scores differ according to the
variable of school. It can be comprehended from analysis results (Table 7); that EFL teachers'

points aren’t differentiated as statistical according to school circumstances (p>0.05). In other
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words, EFL teachers' school circumstance doesn’t make differentiation for group mean points.

Moreover, the school variable doesn’t affect points.

Table 7

Mann Whitney U test results for School

School N Mean Rank  Sum of Ranks U z
Private 64 49,69 3180,00 1100,00 -1,206 ,228
Public 40 57,00 2280,00

*p value is significant at 0.05 level

Education variable analysis also was made with Mann Whitney U test. Mann Whitney

U test was applied to determine whether teachers’ questionnaire scores differ according to the

variable of education and school variables. According to analysis results (Table 8); EFL

teachers' points are differentiated as statistical according to education (p<0.05). Furthermore,

EFL teachers who have MA degrees got higher points than EFL teachers who got BA

degrees. In other saying, EFL teachers' education level make difference for group mean

points. Additionally, it’s identified that education affects points.

Table 8

Mann Whitney U test results for Education

Education N Mean Rank Sum of Ranks

U

BA 74 46,89 3470,00

695,00

-2,987

,003
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MA 30 66,33 1990,00

*p value is significant at 0.05 level

5. CONCLUSION& DISCUSSION

The study aims to know primary English teachers’ opinions about Digital Gamification. This
study also aims to discover both English teachers’ knowledge about Digital Gamification and
whether they use Digital Gamification in English lessons or not. Therefore, the research aims
to increase digital gamification usage while teaching English language.

In addition, teaching experience, gender and school variables on EFL teachers’ ideas about

Digital Gamification were investigated.

4.1 Discussions of Findings

4.1.1 The Primary school EFL teachers’ opinions about Digital Gamified

Education

1% research question aims to investigate Primary school EFL teachers’ opinions

about Digital Gamified education.

When the means of the questionnaire are analyzed, “ I believe that using of Digital
Gamification increase motivation in online lessons.”(4,59) got the highest mean. “I think
Immediate feedback should be given” has the lowest mean (4,07). Questionnaire’s items have
a “good” meaning and it shows that EFL teachers have a positive manner toward English
teachers’ ideas about Digital Gamification. Furthermore, some items such as “ Item 2 “I think
Digital Gamification gives an opportunity to show students’ English Language skills.”and

Item 12 “In my opinion, teammates and relationships between opponents enhance team
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spirit.” Moreover, some items got high points such as “I believe that students eager to join
lessons through game’s fun win factors” 4,55, item 15 “ In my opinion, learners’ motivation,
and attendance to lesson increase with using Digital Gamification in online lessons 4,52”.
Generally, items got high points. Only item 7 got the lowest point. According to mean results,
general means are found quite good. Moreover, it shows that EFL teachers’ perceptions are

quite good for Digital Gamification.

The results of the questionnaire have revealed that most of the participants marked
“strongly agree” and “agree” options. %46,3 of them chose to agree option, %40,7 of them
marked strongly agree. While most of them were choosing “strongly agree” and ‘“‘agree”
options, some of them chose the “neutral” option. Moreover, %13,0 of them chose the

“neutral” option.

4.1.2 English teachers’ opinions about digital gamification in terms of

teaching experience

The 2" research question searched EFL teachers’ opinions about digital gamification
in terms of teaching experience. EFL teachers %44,5 have 0-5 years of teaching experience,
%18,5 have 5-10 years’ experience, %18,5 have 10-15 years of teaching experience, and
%18,5 have 15+ years of teaching experience. According to the results of the analysis, there
are not statistically significant difference among the groups. In other words, it’s determined
that year of teaching experience doesn’t affect English Teachers’ Ideas About Digital
Gamification points. It was expected that teaching experience affects EFL teachers’
responses. It was thought that the EFL teachers who are more experienced are less eager for
Digital Gamification. However, the results didn’t change according to teaching experience

because all EFL teachers’ perceptions are quite good for Digital Gamification.
4.1.3 EFL teachers’ ideas about digital gamification in terms of gender

The third research question investigated that whether gender affect EFL teachers’
opinions about digital gamification. EFL teachers’ %66,7 were female and %33,3 consisted of
male participants. According to analysis results, there is statistically significant difference
between male and female teachers and male EFL teachers’ scores are higher than female
ones. This results could be supported by Russel &Bradley and Todman’s studies. Russel &
Bradley (1997) revealed a study about teachers’ computer anxiety. According to this study,
even though females composed of a majority of the teachers, however males showed
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meaningful greater confidence with computers than females. (p<0.05). Todman (2000) found
out a research about computer anxiety and gender effects. He focused on teachers’ computer
self efficacy and this research revealed that males computer self efficacy faster than females.
Therefore, male teachers’ scores were higher than female teachers. It could be said that, this
factors has also effected their opinions about digital gamification. Therefore, male EFL
teachers’ perceptions are quite good for Digital Gamification and they are more eager to use

digital gamification than female EFL teachers.

4.1.4 EFL teachers’ ideas about digital gamification in terms of school types
The fourth research question investigated that whether school types affect EFL

teachers’ opinions about digital gamification. In this study, EFL teachers %59,3 work in
private schools and %40,7 work in public schools. It can be understood from the results of the
analysis, that EFL teachers' opinions about digital gamification aren’t differentiated
according to school types. It was expected that the school variable affect results because of
the fact that private schools has many opportunities related with technology. The
administrators and parents of these schools expect technology to be used in the classroom
environment. For this reason, it can be thought that private school EFL teachers are more
familiar and accustomed to using technology. However, the resech results showed that the
opinions of private and public schools teachers about digital gamification were similar. This

result can be interpreted as school facilities and expectations do not affect teachers' opinions.

4.1.5 EFL teachers’ ideas about digital gamification in terms of educational level
EFL teachers %68,5 have BA degree and %31 of them got MA education in tis study.
According to the results of the analysis, EFL teachers’ opinion about digital gamification
scores are differentiated statistically according to the level of education. Furthermore, EFL
teachers who got the degree of MA got higher scores than teachers who got BA degrees. In

other words, the difference between education levels make difference for group mean points.
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It’s demonstrated that the level of education affects the opinions of the teachers. Since it is
thought that teachers with MA education will have more information about new technologies
and teaching methods, it was expected that MA teachers' ideas about digital games would be

better. The results confirmed that EFL teachers who got an MA education have high scores.

4.2 Implications

Implications of this study can be summarize as follows:

1. The research’s findings indicate that EFL teachers’ gender affect teachers’ opinios about
digital gamification. When male EFL teachers and females teachers were compared, the
results show that male EFL teachers’ have stronger opinions toward digital gamification.
Technological knowledge is one of the most important parts of digital education. Nowadays,
education and technology are integrated, and this situation increases success in education. For
this reason, female EFL teachers should be supported about technology using and
gamification.
2. The level of education was found effective on digital gamification. The EFL teachers who
have MA degree have stronger beliefs about digital gamification. EFL teachers who have BA
degree should be encouraged to use technology and gamification. They should be supported
with certificate programs about technology using and gamification.

For further research, this study was restricted to primary EFL teachers who worked at private
and public schools in Istanbul. The further study can be carried out with primary EFL teachers

from around the country.



59

REFERENCES

A survey by Bunchball (2010). Gamification 101: An introduction to the use of game
dynamics to influence behaviour.

Acosta, M. & Denham, A. (2017). Simulating Oppression: Digital Gaming, Race, and the
Education of African American Children.

Acikgdz, K. (2016). Etkili Ogrenme ve Ogretme.

Akbaba, S. (2006). Egitimde motivasyon. KazimKarabekirEgitimF akiiltesiDergisi,
(13), 343-361.

Akbuga, M. (2018). Oyunlastirma Temelli Bir Mobil Uygulamanin Tasarlanmast ve
Gelistirilmesi: Karahisar’i Kesfet. Yiiksek Lisans Tezi, Afyon Kocatepe

Universitesi, Fen Bilimleri Enstitiisii.

Al-Azawi R, Al-Faliti F, Al-Blushi, M. (2016). Educational Gamification vs. Game-Based

Learning: Comparative Study.

Alsamarei, A. (2016). Understanding Gamification: Utilizing Gamification as a Tangible tool
for organ donation campaigns.

Aljraiwi, S. (2019). Effectiveness of Gamification of web-based learning in improving



60

academic achievement and creative thinking among primary school students.
International Journal of Education and Practice, 2019 Vol. 7, No. 3, pp. 242-257.
DOI: 10.18488/journal.61.2019.73.242.257

Andreani, W. & Ying, Y. (2019). “PowPow” interactive game in supporting English

vocabulary learning for elementary students. 10.1016/j.procs.2019.09.005

APM Thames Valley. (2014). Introduction to Gamification.

Ara, S. (2009). Use of songs, Rhymes, and Games in Teaching English to Young learners in
Bangladesh.

Arslan, A. (2017). Gegmisten giiniimiize uzanan siiregte oyun ve oyuncaklardaki
farklilasmanin incelenmesi (Sivas ili 6rneklemi). International e-Journal of
EducationalStudies (IEJES). 1 (2), 69-87.

Atabay, E. (2019). Okul Oncesi dénem Cocuklarina Oyunlastirma ile Algoritma Egitimi

Verilmesi. Yiiksek Lisans Tezi, Siilleyman Demirel Universitesi, Egitim Bilimleri
Enstitiisii, Isparta.

Avedon, E. M. (1971). The structural elements of games. In E.M. Avedon & B. Sutton-Smith
(Eds.), The study of games (pp.419-426). New York, NY John Wiley & Sons.

Bahri Ys, S., Achmad, D., Burhansyah, B., &Syafriyana, I. (2020). The implementation of

teaching English to young learners: A study at a private bilingual school in Banda
Aceh. International Journal of Language Studies VVolume 14, Number 3, July
2020, pp. 119-136

Bastiirk, S.,, Donmez, G. ve Dicle, A. N. (2013). Gegerlik ve giivenirlik. S. Bastiirk (Ed.),
Bilimsel Arastirma Yontemleri. Ankara: Vize Yayincilik.

Bellotti, Bill Kapralos. et al. (2013). Assessment in and of Serious Games: An Overview.

Bical, A. (2016). Oyunlastirmada oyun elemanlarmin kullanimi: Adidas Micoach,

Khanacademy, superbetter ve swarm uygulamalarinin ornek olay yontemi ile

incelenmesine yonelik bir calisma. Yiiksek Lisans Tezi, Anadolu Universitesi,



61

Sosyal Bilimler Enstitiisii, Eskisehir.

Birsen, P. (2017). Effect of gamified game-based learning on L2 vocabulary retention by
young learners. Master Thesis, Bahgesehir University.

Bozkurt, A. &GengcKumtepe, E. (2014). Oyunlastirma, OyunFelsefesiveEgitim: Gamification.

Brigas, C. J. (2019). Modeling and Simulation in an Educational Context: Teaching and
Learning Sciences.

Buckley, P. & Doyle, E. (2016). Gamification and student motivation. Interactive Learning
Environments, 24(6), 1162-1175.

Biiyiikoztiirk, S., Kilig Cakmak, E., Akglin, 0., E., Karadeniz, S. & Demirel, F. (2018).
Bilimsel Arastirma Y ontemleri.

Campbell, B. (1991). Power and motivation: Important concepts for infection control
practitioners. Infection Control and Hospital Epidemiology, (February) 122-124.

Caponetto, 1., Earp, J., & Ott, M. (2014). Gamification and education: a literature review. In
8th European Conference on Games Based Learning (pp. 50-57). Germany:

ECGBL. ISBN 978-1-910309-55-1.

Castillo-Cuesta, L. (2020). Using Digital Games for Enhancing EFL Grammar and
Vocabulary in Higher Education.
Chen, M. H., Tseng, W. T., & Hsiao, T. Y. (2018). The effectiveness of digital game-based

vocabulary learning: A framework-based view of meta- analysis. British Journal
of

Educational Technology, 49(1), 69-77.

Chen, C., Huang, K. & Liu, J. (2019). Inquiry-Enhanced Digital Game-Based Learning:
Effects on Secondary Students’ Conceptual Understanding in Science, Game
Performance, and Behavioral Patterns.

Cheng, C., H.; Chung, H., S. (2012). A Game-based learning system for improving

student’s learning effectiveness in system analysis course. Procedia - Social



62

and Behavioral Sciences 31, 669 — 675.
Chin Lin., G., H. (2020). Game-based English Learning.
Chiang, Y. T., Lin, S. S. J.,, Cheng, C. Y., & Liu, E. Z. F. (2011). Exploring Online Game
Players’ Flow Experiences and Positive Affect. The Turkish Online Journal of
Educational Technology, 10(1), 106-114.

Csikszentmihalyi, M. (2004). Good business: Leadership, flow, and the making of meaning.
New York: Penguin.

Csikszentmihalyi, M. (2014). Play and intrinsic rewards. Dordrecht: Springer.

Ceker, E. &0zdaml, F. (2017). What “Gamification” is and what it’s not.

Cokyasar, M. (2020). Elektronik Ticarette Oyunlastirma Kullaniminin Miisteri Sadakatine
Etkisi. Yiiksek Lisans Tezi, Marmara Universitesi, Sosyal Bilimler Enstitiisii,
Istanbul.

Debbita T. A. L., Ganapathy, M. &Manjet, K. (2017). Kahoot! It: Gamification in Higher
Education.

Deci, E. L., Koestner, R., & Ryan, R. M. (1999). A meta-analytic review of experiments
examining the effects of extrinsic rewards on intrinsic motivation. Psychological
Bulletin, 125(6), 627-668.

Deci, E. L., & Ryan, R. M. (2008). Self-determination theory: A macro theory of human
motivation, development, and health. Canadian Psychology/Psychologie

Canadienne, 49(3), 182.

Denham, A. (2018). Using a digital game as an advance organizer. Educational Technology
Research and Development, 66(1), 1-24. doi:10.1007/s11423-017-9537-y.

DeKanter, N. (2005). Gaming redefines interactivity for learning. TechTrends: Linking



63

Research & Practice to Improve Learning, 49(3), 26-31.

Deterding, S., Dixon, D., Khaled, R., &Nacke, L. (2011, September). From game design
elements to gamefulness: defining gamification. In Proceedings of the 15th
international academic MindTrek conference: Envisioning future media
environments (pp. 9-15). ACM.

Devlin, K. (2011). Mathematics education for a new era: Video games as a medium for

learning. Boca Raton: CRC Press

Donmez, I., Tekce, M. &Kirmit, S. (2020). Using digital games in technology-oriented STEM

education: The examination of the students’ game designs. Journal of Education
in Science, Environment and Health (JESEH), 6(2), 77-91. DOI:10.21891/

jeseh.669097

Dornyei, Z., &Ushioda, E. (2009). Motivation, language identity and the L2 self. Bristol:
Multilingual Matters.

Dornyei, Zoltan and Ushioda, Ema (2011), Teaching and Researching Motivation, 2nd Ed.,
Pearson, Great Britain.

Figueroa Flores, J., F. (2015a). Using Gamification to enhance Second Language Learning.

Figueroa, J. F. (2015b). Using gamification to enhance second language learning. Digital
Education Review, 27, 32-54.

Figueroa, J. F. (2015c¢). Using gamification to enhance second language learning. Digital
Education Review number, 27, 42, 43.

Fogg, B.J. (2002a). Persuasive technology: using computers to change what we think and do.

Ubiquity 2002, December.



64

Fogg, B. J. (2009b). A behavior model for persuasive design. Proceedings of the 4th
International Conference on Persuasive Technology. New York: ACM.
Fogg, B. (2020c). Tiny Habits: The Small Changes That Change Everything. Journal of
Chemical Information and Modeling (C. 53). Boston: Houghtan Mifflin Harcourt.
[Adobe Reader Version]
Fortunato, M., Cruz, M. (2018). From input to output through Gamification in Primary
English Teaching.
Fritzson, P. (2004). Principles of object-oriented modeling and simulation with modelica 2.1.
Wiley-1EEE Press.
Frossard, F., Barajas, M. &Trifonova, A. (2012). A Learner-Centered Game-Design
Approach. Impacts on teachers’ creativity. In: Digital Education Review, 21,

13-22. [Accessed: 25/05/2014] http://greav.ub.edu/der.

Gagne, M., & Deci, E. L. (2015). Self - determination theory and work motivation. Journal of
Organizational Behavior, 26(4), 331-362.

Gamification by Kevin Werbach. University of Pennsylvania/ Coursera. Retrieved 20

December 2016, from https://www.coursera.org/learn/gamification

Garcia, L., A. (2017). Gamification in English Teaching in Primary Education.
Gardner, Robert C. and MacIntyre, Peter D. (1993), “A Student’s Contributions
to Second-Language Learning. Part I1: Affective Variables”, Language
Teaching, 26, 1-11.

Gardner, Robert C. (2007), “Motivation and Second Language Acquisition”, Porta

Linguarum, 8, 9-20.

Gee, J. (2007). What video games have to teach us about learning and literacy. Basingstoke:


https://www.coursera.org/learn/gamification

65
Palgrave Macmillan.

Gee, J. (2008a). Learning theory, games, and popular culture. In Drotner, K. Editor. &
Livingstone, S. Editor. (Eds.), The international handbook of children, media,
and culture, 196-212. Los Angeles, CA: Sage.

Gee, J. (2008Db). On being a lion and being a soldier. In Coiro, J. Editor, Knobel, M. Editor,
Lankshear, C. Editor, & Leu, D. J. Editor (Eds.), The handbook of research on new
literacies, 1023-1036. New York, NY: Erlbaum.

Gee, J. P. (2005). Learning by design: Good video games as learning machines. E-Learning
and Digital Media, 2(1), 5-16.

Gee, J.P. (2003a). What video games have to teach us about learning and literacy. Computers
in Entertainment, 1(1), 20-32.

Gee, J. P. (2003b). What video games have to teach us about learning and literacy? New York:
Palgrave/Macmillan.

Glover, 1. (2013). Play as you learn: gamification as a technique for motivating learners. In:
HERRINGTON, Jan, COUROS, Alec and IRVINE, Valerie, (eds.) Proceedings of

World Conference on Educational Multimedia, Hypermedia and
Telecommunications 2013. Chesapeake, VA, AACE, 1999-2008.

Gomleksiz, M. N. (2005). Oyun ile Ingilizce 6gretiminin uygulanmasi ve dgrenci basarisina
etkisi [Application of Teaching English through Game and Effects on
StudentAchievement]. Kirgizistan Manas Universitesi Sosyal Bilimler Dergisi, 14,
179-195.

Halloluwa, T., Vyas, D., Usoof, H., &Hewagamage, K. P. (2018). Gamification for



development: A case of collaborative learning in Sri Lankan primary schools.
Personal and Ubiquitous Computing, 22(2), 391-407.
Hamari, J., Koivisto, J., &Sarsa, H. (2014). Does gamification work? A literature review of
empirical studies on gamification. In Sprague, R. H. Jr. (Ed.), Proceedings of the
2014 47thHawaii International Conference on System Sciences (pp. 3025-3034).
IEEE Computer Society.
Hamari, J., Koivisto J., Sarsa, H. Does gamification work? a literature review of empirical
studies on gamification. 2014 47th Hawaii International Conference on System

Sciences. Finland: IEEE; 2014, pp. 302534. doi: http://dx.doi.org/10.1109/HICSS.

2014.377

Hassan, L., Dias, A., &Hamari, J. (2019). How motivational feedback increases user’s
benefits and continued use: A study on gamification, quantified-self and social
networking. International Journal of Information Management, 46, 151-162. DOI:
10.1016/j.jnfomgt.2018.12.004.

He, Y. (2019). Research on the Application of Cooperative Learning in College English
Teaching.

Hsin-Yuan Huang, W. & Soman, D. (2013). A Practitioner’s Guide to Gamification of

66

Education. Research Report Series: Behavioral Economics in Action. University of

Toronto.

Homer, B. D., Raffaele, C., Ober, T. M., Plass, J. L., & Ali, A. (2018). Improving high scho
students’ executive functions through digital gameplay. Computers & Education,
117, 50-58. doi.org/10.1016/j.compedu.2017.09.011.

Huang, W., Huang, W., Diefes-Dux, H., &Imbrie, P.K. (2006). A preliminary validation of

ol


http://dx.doi.org/10.1109/HICSS

67

attention, relevance, confidence, and satisfaction model-based instructional material
motivational survey in a computer-based tutorial setting. British Journal of

Educational Technology, 37(2), 243-259.

Jack, Norman E. Wallen. In Education.

Juan, A. A., Loch B., Daradoumis, T. & Ventura, S. (2017) “Games and simulation in higher
education,” International Journal of Educational Technology in Higher Education,
vol. 14, no. 1, 2017.

Juul, J. (2013). The art of failure: An essay on the pain of playing video games. Cambridge:

MIT Press.
Kapp, K. M. (2012). The gamification of learning and instruction: game-based methods and
strategies for training and education. John Wiley & Sons.
Kapp, Karl M. et al. (2014), The Gamification of Learning and Instruction Fieldbook: Ideas
into Practice. Wiley, San Francisco, CA.
Kaltman, 1., (2019). Digital Game-Based Learning Enhances Literacy.
Kartal, S. (2014). Isbirlikli 6grenme yonteminin 6grencilerin Ingilizce dersine yonelik
tutumlarina ve basarilarina etkileri. [The Effects of Cooperative Learning Method on
Students " Attitudes towards English Classes and Their Achievements| (Unpublished
doctoral dissertation). Educational Sciences Institute, indnii University, Malatya,
Turkey.
KavakliDuman, E. (2019). The use of gamification among high school students to enhance
EFL learning. Master thesis, Karadeniz Technical University, The Institute of Social

Sciences, Trabzon.
Kaymmbasioglu, D., Oktekin, B., &Haci, H. (2016). Integration of gamification technology in

education. Procedia Computer Science, 102, 668-676.
Kilig, S. (2013). OrneklemeY dntemleri.

Ke, F. (2016). Designing and integrating purposeful learning in game play: A systematic



68

review. Educational Technology Research & Development,64(2),
Keller, J. M. (1984). The use of the ARCS model of motivation in teacher training. Aspects of
Educational Technology, 17, 140-145.

Keller, J. M. (1987). Development and use of the ARCS model of instructional design.
Journal of Instructional Development, 10(3), 2-10.

Karatekin, 1., (2017). The use of gamification in teaching foreign language vocabulary for
beginners.

Kim, B. (2015). Designing Gamification in the Right Way. Library Technology Reports,

51(2), 29-35.
Kingsley, T. &Grabner-Hagen, M. (2018). Vocabulary by gamification. The Reading
Teacher, 71(5), 545-555.

Kirriemuir, J., & McFarlane, A. (2004). Literature review in games and learning. Bristol:
Nesta future lab.

Kiryakova, G., Angelova, N., Yordanova, L. (2014). Gamification in education.

Klimova, B., &Kacet, J. (2017). Efficacy of computer games on language learning. Turkish
Online Journal of Educational Technology-TOJET, 16(4), 19-26.
Klopfer, E., Osterweil, S., &Salen, K. (2009). Moving learning games forward. Cambridge,

MA: Education Arcade.
Kogyigit, S., Tugluk, M. N., &Kok, M. (2007). Cocugun gelisim siirecinde egitsel bir etkinlik
olarak oyun/Play as educational activity in the child's development process.
Atatiirk UniversitesiKazimKarabekirEgitimFakiiltesiDergisi, (16).
Kunduracioglu, 1. (2018). OyunlastirmaKavramiUzerinelcerikAnaliziCalismast.

YiiksekLisans Tezi, Balikesir Universitesi, Bilgisayar ve Ogretim Teknolojileri



69

Egitimi Anabilim Dali, Balikesir.
Langendahl, P., Cook, M., & Mark-Herbert, C. (2016). Gamification in Higher Education:
Toward a pedagogy to engage and motivate students. Working Paper, June 2016,
Swedish University of Agricultural Science.
Lee, J.J., & Hammer, J. (2011a). Gamification in education: What, how, why bother?
Academic Exchange Quarterly, 15(2), 146.
Lee J., Hammer J. (2011b). Gamification in Education: What, How, Why Bother? Academic
Exchange Quarterly, 15(2). Retrieved from http://www.gamifyingeducation.org/ fi
les/Lee-Hammer-AEQ-2011.pdf

Legault, L. (2017). Intrinsic and Extrinsic Motivation.

Locke, E. A. (1968). Toward a theory of task motivation and incentives. Organizational

Behavior and Human Performance, 3(2), 157-189.

Locke, E. A., & Latham, G. P. (1990). A theory of goal setting & task performance. New
Jersey: Prentice-Hall, Inc.

Locke, E. A., & Latham, G. P. (2006). New directions in goal-setting theory. Current
Directions in Psychological Science, 15(5), 265-268.
Lunce, L. (2006). Simulations: Bringing the benefits of situated learning to the traditional

classroom. Journal of Applied Educational Technology, 3(1), 37-45.
Lundgren, S., & Bjork, S. (2003). Game mechanics. Describing computer-augmented games
in terms of interactions. Paper presented at the Technologies for Interactive Digital

Storytelling and Entertainment ( TIDSE) 2003, Darmstadt, Germany.

Marczewski, A. (2013, 03 11). What is the difference between Gamification and Serious
Games? Retrieved from Gamasutra:

http://www.gamasutra.com/blogs/AndrzejMarczewski/20130311/188218/Whats the differen



http://www.gamasutra.com/blogs/AndrzejMarczewski/20130311/188218/Whats_the_differen

70

ce_between_Gamification_and_Serious_Games.php

Maroof Ahmed et al. (2015). Gamification in Medical Education.

Maslow, A. (1964). Religion, values and peak experiences. New York, NY: Viking.

McGonigal, J. (2011). Reality is broken: Why games make us better and how they can change
the world. New York: The Penguin Press.

Mese., C. (2016). Harmanlasmisdgrenmeortamlarindaoyunlastirmabilesenlerininetkililigi.

Michael, David R. and Chen, Sandra L. (2006), Serious games: Games that educate, train, and
inform, Thomson Course Technology, Boston, MA.

Mitchell, A. & Savill-Smith, C. (2004). The use of computer and video games for learning.
London, UK: Learning Skills and Development Agency.

Nah, F.F., Zeng, Q., Telaprolu, V.R., Ayyappa, A.P., &Eschenbrenner, B. (2014).
Gamification of Education: A review of literature.

Nazry, N., Nazrina, M., & Romano, D. M. (2017). “Mood and learning in navigation-based
serious games,” Computers in Human Behavior, vol. 73, pp. 596-604, 2017.

Neumann, M., &Bredeweg, B. (2004). A qualitative model of the nutrient spiraling in lotic
ecosystems to support decision makers for river management. Proceedings of
the 18th International Workshop on Qualitative Reasoning (OR04), (pp. 159-
164), Evanston, IL.

Nunan, D. (2011). Teaching English to Young Learners.

Obut, S. (2005). [ikégretim 7. Sinif, maddenin i¢ yapisina yolculuk tinitesindeki atomun yapist
ve periyodik ¢izelge konusunun egitsel oyunlarla bilgisayar ortaminda ogretimi ve
buna yénelik bir model gelistirme. Yiiksek lisans tezi, Celal Bayar Universitesi Fen
Bilimleri Enstitiisii, Fen Bilimleri Egitimi Anabilim Dali, Manisa.

Orcan, F. (2020). Parametric or Non-parametric: Skewness to Test Normality for Mean
Comparison. International Journal of Assessment Tools in Education.

2020, Vol. 7, No. 2, 255-265



71

Ozdamar, K. (1999) Paket Program ile Istatistiksel Veri Analizi, Kaan Kitabevi, 2. Baski,

Eskisehir.

Ozer, H. H. (2016). Egitimde Oyunlastirilmis Ogrenme Ortamlarimn Ogrenci Basarisina ve
Uygulamaya Yonelik Etkisi: Classdojo Ornegi. Yiiksek Lisans Tezi, Yakin dogu
Universitesi, Egitim Bilimleri Enstitiisii, Lefkosa.

Oztiirk, H. G. (2018). The effects of game-based learning on young learners’ vocabulary
growth and retention levels: an experimental investigation.

Pektas, M. &Kepceoglu, I. What Do Prospective Teachers Think about Educational
Gamification?.

Peng, Wei et al. (2010), “The Effects of a Serious Game on Role Taking and Willingness to
Help”, Journal of Communication, 60, 723-742.

Perrotta, C., Featherstone, G., Aston, H. and Houghton, E. (2013). Game-based Learning:
Latest Evidence and Future Directions (NFER Research Programme: Innovation in
Education). Slough: NFER.

Pho, A. &Dinscore. (2015). Game-based learning.

Prensky, M. (2001a). Digital Game-Based Learning. New York: McGraw-Hill.

Prensky, M. (2001b). Digital Game-Based Learning. NY: McGraw-Hill.

Prensky, M. (2003a). Digital Game-Based Learning. ACM Computers in Entertainment, 1,

21-21.
Prensky, M. (2003b). Digital game-based learning. Computers in Entertainment (CIE), 1(1),
21-21.

Rabah, J., Cassidy, R. &Beauchemina, R. (2018). Gamification in education: Real benefits or
edutainment?.

Reinders, H. & Wattana, S. (2014). Affect and willingness to communicate in digital game-
based learning. doi:10.1017/S0958344014000226

Reeves B, Cummings J. J., & Anderson D. (2011). Leveraging the engagement of games to



72

change energy behavior. In Proceedings of the CHI 2011 Workshop on
Gamification, 2011.

Rouse, K., R. (2013). Gamification in Science Education: The Relationship of Educational

Games to Motivation and Achievement.

Rugoero, D. & Green, L. (2017). Problem solving through digital game design: A quantitative
content analysis. Computers in Human Behavior, 73, 28-37. doi: https://doi.org/
10.1016/j.chb.2017.03.024.

Russell, G., &amp; Bradley, G. (1997). Teachers’ computer anxiety: Implications for
professional development. Education and Information Technologies, 2(1),17-
30.http://dx.doi.org/10.1023/A:1018680322904

Ryan, R. M. ve Deci, E. L. (2000). Intrinsic and Extrinsic Motivations: Classic Definitions
and New Directions. Contemporary Educational Psychology, 25(1), 54-67.
doi:10.1006/ceps.1999.1020

Scanlon, M., Buckingham, D., & Burn, A. (2005). Motivating maths? Digital games and
mathematical learning. Technology, Pedagogy and Education, 14(1), 127-139.
Scott, W. A., &Ytreberg, L. H. (2001). Teaching English to children (14th ed.). New York:

Longman.

Sel, (2017). The role of Gamification on learning management systems. Master Thesis,
Bahgesehir University, Social Sciences Institute, Istanbul.

Sera, L. & Wheeler, E. (2017). Game on: The gamification of the pharmacy classroom.
Currents in Pharmacy Teaching and Learning, 9(1), 155-159.

Seving, M. (2005). Erken gocuklukta gelisim ve egitiminde yeni yaklasimlar. Cilt 2. Ankara:
Morpa Kiiltiir Yaywnlart.

Sung, H. & Hwang, G. (2018). Facilitating effective digital game-based learning behaviors
and learning performances of students based on a collaborative knowledge

construction strategy. Interactive Learning Environments, 26(1), 118-134. Retrieved


https://doi.org/

73

on 26 February 2019 from https://doi.org/10.1080/10494820.2017.1283334

Silic, M. & Lowry, P. B. (2020). Using Design-Science Based Gamification to Improve
Organizational Security Training and Compliance.
Spirovska, E. (2013). Integrating Multiple Intelligences in Teaching English as a foreign
language -seeu experiences and practices. DOI: 10.2478/seeur-2013-0002.
Stancin, K., HoicBozic, N. &SkocicMihic, S. (2019). Using Digital Game-Based Learning for
Students with Intellectual Disabilities — A Systematic Literature Review.
Stanley-Yolgecen, A.J. (2018) Effect of Digital Gamification on Primary School Student
Engagement and Achievement in Social Studies in an International School in

China.

Tastekin, N. S. (2020). The effects of game-based learning approach on young learners’
speaking skills and motivation for learning English in primary education; quasi-
experimental research.

Turan, Z., Avinc, Z., Kara, K., &Goktas, Y. (2016). Gamification and education:
Achievements, cognitive loads, and views of students. International Journal of
Emerging Technologies in Learning, 11(7), 64-69.

Turan, Z., AkdagCimen., B (2018). Gamifying English Language Learning: A Quasi-
Experimental Study Examining Middle School Efl Learners’ Vocabulary Learning

Motivation.

Todman, J. (2000). Gender differences in computer anxiety among university entrants since
1992. Computers &amp; Education, 34(1), 27-35.
http://dx.doi.org/10.1016/S0360-1315(99)00036-6

Tomlinson, B., & Masuhara, H. 2009. Playing to learn: A review of physical games in second

language acquisition. Simulation & Gaming: An Interdisciplinary Journal, 40(5),

645- 668.


https://doi.org/10.1080/10494820.2017.1283334

74

Trybus, Jessica. 2015. “Game-Based Learning: What it is, why it Works, and Where it’s

Going.” New Media Institute. Accessed April 6. http://www.newmedia.org

/game-based-learning--what-it-is-why-it -works-and-where-its-going.html.

Ugus, S. (2015). Elementary school teachers’ views on game-based learning as a teaching
method.

Uyar, G. (2019). Effects of Gamification on students’ motivation and vocabulary
development.

Van Eck, R. (2006). Digital game-based learning: It is not just the digital natives who are
restless. EDUCAUSE Review, 41(2), 16.

Wang, A. I., Zhu, M., &Setre, R. (2016). The effect of digitizing and gamifying quizzing in
classrooms. In Proceedings of the 10th European Conference on Games Based

Learning. University of the West of Scotland, Paisley, Scotland.

Wang, Z. & Han, F. (2021) Developing English language learners’ oral production with a
digital game-based mobile application. PLoS ONE 16(1): e0232671.
Werbach, K., and Hunter, D. (2012). For the Win: How Game Thinking Can Revolutionize
Your Business. Wharton Digital Press.
Wouters, P., & Van Oostendorp, H. (2013). A meta-analysis review of the role of
instructional support in game-based learning. Computers & Education,60, 412—
425.
Xu, Z., Chen, Z., Eutsler, L., Geng, Z. &Kogut, A. (2019). A scoping review of digital game-
based technology on English language learning.
Yalc¢in, G. (2016). Sosyal Medyada Oyunlastirma Uygulamalarinin Kullanim Motivasyonuna
Etkileri. Yiiksek Lisans Tezi, Istanbul Bilgi Universitesi, Sosyal Bilimler Enstitiisii,
Istanbul.

Yildirim, 1. (2016). Oyunlastirma Temelli ‘Ogretim Ilke ve Yontemleri’ Dersi Ogretim


http://www.newmedia.org/

75

Programimin Gelistirilmesi, Uygulanmast ve Degerlendirilmesi. Doktora Tezi,
Gaziantep Universitesi Egitim Bilimleri Enstitiisii, Egitim Bilimleri Anabilim Dali,
Gaziantep.

Yikseltirk, E., Altiok, S., & Baser, Z. (2018). Using Game-Based Learning with Kinect
Technology in Foreign Language Education Course. Educational Technology &
Society, 21 (3), 159-173.

Zhonggen, Y. (2019). A Meta-Analysis of Use of Serious Games in Education over a Decade.

APPENDICES
APPENDIX 1
ENGLISH TEACHERS’ IDEAS ABOUT DIGITAL GAMIFICATION SCALE

Dear Colleague;
The aim of this questionnaire is to find English teachers’ ideas about digital Gamification and
the study is named as “ English teachers’ ideas about digital Gamification. The first part of
the questionnaire aims to get to know you through demographic knowledge. The second
part of the survey aims to find your ideas about Gamification. Your names and responses will
only be used for research. | appreciate your participation and contributions to the study.
Contact Information:

Introductory Part
Kapp defines that gamification as “using game-based mechanics, aesthetics and game
thinking to engage people, motivate action, promote learning, and solve problems.”(Kapp,
2012) Gabriela et al. define that Gamification is an aggregation of both game elements and

game thinking in activities that aren’t games. (Gabriela et al.)
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You need to circle appropriate choices thinking about your personal experience and
information. You don’t have to write your names. It aims to get your demographic
knowledge.

Gender

Female ]
1

Male

Year of teaching experience

0-5 [
510 [
10-15 [

15 and over ]

Education
BA [
MA [
School

Private []
Public []

The Statements of the Questionnaire
The Five Point Lickert scale ( strongly agree, agree, undecided, disagree, strongly disagree)
was used to design the statements. The items for the survey were prepared by the researcher.

Please decide how much you agree or disagree with the statements.

English Teachers’ Ideas Strongly | Agree Neutral | Disagree Strongly
about Digital Gamification | agree disagree
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(®)

(4)

3)

()

1)

1. I think Digital
Gamification develops
collaborative learning

2. | think Digital
Gamification gives an
opportunity to show
students’ English language
skills

3. I think Digital
Gamification affects
students’ intrinsic
motivation

4. | think Immediate
feedback should be given

5. In my opinion, Digital
Gamification affects both
social learning and team

spirit

6. | believe that Digital
Gamification supplies
social learning

7. 1 believe that Digital
Gamification affects
taking a role skill

8. In my opinion, Digital
Gamification supplies safe
learning environment in
the classroom

9. In my opinion, Digital
Gamification affects
learning by doing skills

10. 1 think Digital
Gamification develops
risk-taking skills

11. | believe that students




78

eager to join lessons
through game’s fun win
factors

12. In my opinion,
teammates and
relationships between
opponents enhance team
spirit

13. | believe that rewards
affect learners’ extrinsic
motivation

14. 1 think using of avatar
(player character) and
badge increase self-
confidence

15. In my opinion,
learners’ motivation, and
attendance to lesson
increase with using Digital
Gamification in online
lessons

16. I believe that using of
Digital Gamification
increase motivation in
online lessons

17. 1 think using of digital
games in online lessons
increase attendance to
lesson
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Ovunlastirma Yontemi ile Tigili Genel Goriisler

Kesinlikle
katilmyorum
katilmryorum
kararsizm
katihyorum
Kesinlikle
katihyorum

1. Oyunlastrma yontemi derse olan ilgimi artirds

2. Ovunlastirma yontemi sayesinde derste basarih olmak igin daha ¢cok
galisttm

3. Oyunlastirma yontemi ile derste vans halinde olmak motivasyonumu
artirds

4. Ovunlastirma yontemi sayesinde derste daha basanihh olmak igin
arkadaslarm ile iletigimim artt

5. Baska derslerde de ovunlastirma yvonteminin kullanibmasm istivorum
6.Akilh telefonumdan ovunlastirma vontemini kullanmak kendimi daha ivi
hissetmemi saglad:

7. Ovunlastirma vonteminde odullerin olmas: benim motive olamam
saglad:

8. Ovunlastirma yontemi sayvesinde kendi basarn durumumu gérmem eksik
oldugum konularda kendimi gelistirmemi saglad:

9. Oyunlastirma yonteminin harmanlanmis 6grenme yontemi ile
kullamilmas: dersi daha ivi anlamarmu sagladi

10. Ovunlastirma yontemi eglenceliydi

11. Oyvunlastirma yvontemi ile grup gahismalann yapmak isbirligi ile basarmn
nasil elde edilebilecegini Ogrenmemi saglad:

12. Oyunlastirma yontemi ile rozet kazanmam kendimi onemli hissetmemi
saglad:

13. Ovunlastirma vontemi arkadaslarim ile bilgi als verisinde katkida
bulundu

14. Oyunlastirma yontemi savesinde bilgiler daha kolay hatirlamam
saglad:

15. Ovunlastirma yontemi uygulanirken basarisiz olursam kendimi kota
hissetmemi saglad

16. Oyunlastirma yontemi savesinde kazandigim rozetler ile smuf icinde
itibarmmn arttigim dasindim

17. Ovunlastirma vontemi savesinde bildigim her soru kendime olan
guvenimi artirds

18. Oyunlastima yontemi basarih olmak igin daha da hirsh olmama
vardimci oldu

19. Ovunlastirma yvontemi suuf igi rekabeti artirds

20. Ovunlastirma vonteminde zamanla yarnigmak cevap verme hizim artirds

21. Oyunlastirma yvontemi uygulanan derste daha basarih olmak icin daha
¢ok sorumluluk almanmu sagladi

22_ Aldigmim puanlan sosyal aglarda pavlagsmak kendimi ivi hissetmeme
sebep oldu

23_ Oyunlastirmada kullamlan uygulamalar zaman planlamas: vapmamiza
olanak sagladi

24_ Ovunlastirma yvontemi anlasilmas: zor konulan eglenerek 6grenemi
saglad:

25. Ovunlastirma yonteminde grup basarisim artirmak

icin kendimi dgrenmeye zorladim

26. Oyunlastirma yontemi savesinde kazanma istegim artf:

27. Ovunlastirma yontemi baska derslerde de uygulamirsa basarnh olmam
saglad:

28 Oyunlastirma ile aktif bir 6grenme ortaminda ¢ekingen davramslardan
kurtulmam: saglad:

29_ Rekabet ortammm olusturmas: benim derse olan ilgimi artirmad:

30. Kalabalhk smuiflarda grup galiymas: olarak oyvunlastirma vonteminin
kullaniilmas: rekabetimi artird:

31. Ovunlastirma yvontemi kalabalbk smiflarda motivasvon saglanamad:

32. Oyunlastirma yontemi sayesinde grup ¢absmalarmda her birevden
farkh bir bilgi edinerek eksik noktalar tamamiland:
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Normal Q-Q Plot of EFLteachers_scale_Mean
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