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Section one

Introduction

The concept of gamification is usually incorrectly assumed to imply applying games in classroom", however, in principle its main objective is to imply game-like elements in none-game contexts, it is concerned with boosting learners’ self-confidence, improve their engagement and productivity. Furthermore, it is legit to imply that regardless of contextual and individual differences; it has positive impacts to a considerable extent. With that being delivered, we have to bear in mind that the term gamification is quite different from game-based learning. The latter represents the usage of games for learning, in other words, games as a practical approach of teaching. As an illustration, in game-based learning students may play a matching cards game to learn new categories of words, in such cases we have a clear goal to achieve by the end of the class, which can be done through the knowledge gained playing the game. While gamification may not necessarily include actual games to assist students learning. As it is more of a holistic approach, gamification involves game mechanics, rewards, and design elements, used to improve motivation and allow autonomous progress tracking. For example, learners receive badges for completing an activity or when getting high marks on an exam.

This Project tends to shed light on gamification hypothesis, and why it ought to be executed as an instructing strategy (method) in classrooms. 

Furthermore, it aims to provide insights on the theory of gamification, its applications and how it can be utilized; alongside few of its most noticeable types.

The use of gamification in the last decade has increased significantly, especially in the field of education. Also, the concept of gamification is basically new, and according to Werbach and Hunter (2012), is the use of game elements and game design techniques in non-game contexts. Gamification according to boynu (2015) represents the inclusion of games design, to enhance students’ engagement, and create learning environment with a high level of motivation.

Another component in the definition of Gamification mentioned by Werbach and Hunter (2012) is Basically, games are not only elements; games are design systemically and artistically for the purpose of fun but they need to be creative and focused.

This research paper is divided into four sections. The first section is introduction, in which it covers definition of terms and aims of the paper. While section two is literature review, which illustrates gamification, types of gamification for 2learning language. Our experience and reflection are set in the third section. Last but not least comes section four, the conclusion. Finally, the research ends with the list of references.

Section Two

Theoretical Background
2.1 Gamification Theory 

2.1.1 What is Gamification Theory

 Gamification is an increasingly popular trend in some areas that involve learning. Gamification is not a product like (serious) games, gamification in context and learning is a design process that adds play elements to modify existing learning (Deterding et al. 2011& Landers et al. 2018). Gamification is defined as "changing" The concept and application of "rules of the game" to increase the interest of learners(Zicherman and Cunningham, 2011). Additionally, gamification can provide engaging and services as a safe environment where children can experiment and make mistakes - very special and important for learning in young learners (Ortega 1997). According to Gaudart (1999), both simulation games are not only allow learners to practice, but also test previously learned forms with a new structure. Proponents argue that gamification leads to better learning. Gamification enhances important skills in education such as problem solving, collaboration and communication. Aside from that, they argue that the need for interaction in a play-based approach to education encourages students to take an active role in learning. Traditionally, we look at game mechanics such as badges, points, levels, and rewards as a more specific element level. Game mechanics are more contextualized than design principles and better suited to the specifics of a particular learning environment.
2.1.2 History of Gamification Theory

Compared to the history of education, "gamification" is a novel method that has started to be used in various fields for improving and motivating learning (Deterding, Dixon, Khaled, & Nacke, 2011). Fisher, Beedle and Rouse, (2014), Bruder, (2014) and Fenn and Lehong (2011). In contrast to most other school topics, studying foreign languages has a long history of incorporating games into the curriculum, starting with paper, card, and classroom games before the advent of digital technology (Baltra 1990, Gaudart 1999, Li & Topolewski 2002, Crookall 2007, Ranalli 2008). As a rule, games in learning a second or foreign language is thought to be related to children's language play, intrinsic drive, meaningful exposure to the target language, and other factors. For instance, Crookall (2007) emphasizes "the necessity to integrate play into learning models" based on studies on the role of language play in early language play and children's socialization. Similarly, Baltra (2008) contends that "playing is a very old and prevalent type of learning and young children complete their learning mostly through games or game-like activities. Therefore, it is not unexpected that the majority of preschool instructional activities attempt to resemble games (1990, 446). Due to academic pressure and the culture of serious learning, games may be "over at school" (Baltra 1990) or after primary schooling (Gaudart 1999), yet they have consistently been linked to language learning and the growth of communicative fluency in a second language.
2.2 Types of Gamifications

Structural and content gamification are two approaches to gamification that focus on different aspects of game design.
 2.2.1 Structural Gamification
Structural gamification, also referred to as extrinsic gamification, is the use of game components like leaderboards, medals, and points to encourage and engage users in none-game contexts (Hamari et al., 2014, p. 3026). It can be used in a variety of settings, including education, to promote desired behaviors like finishing tasks or reaching objectives. (Hamari et al., 2014, p. 3031). Structural gamification strategies have been used in education to engage and encourage students in a variety of ways. Language learning apps like Duolingo and Babbel, for instance, use structural gamification in order to motivate students to finish lessons and reach desired goals. For completing assignments and moving forward, students receive points and badges, which give them a feeling of accomplishment and progress (Hamari et al., 2014, p. 3030; Hussain & Muhammad, 2019, p. 538). Leaderboards are a further instance of structural gamification in education, they are utilized by online learning platforms like Coursera and edX to instill a feeling of competition and accomplishment in students. By comparing themselves to their classmates, students can feel motivated and driven to perform better. (Dicheva et al., 2015, p. 81).                                                         
2.2.2 Content Gamification 
Content gamification is the use of game design elements such as points, badges, and leader boards to motivate and engage students through the content of the activity. It is mostly used in educational and training contexts to make learning more engaging and amusing for learners. One of many considerable advantages of content gamification is that it can increase learners engagement and motivation. Research has shown that incorporating game elements into learning activities can enhance students' intrinsic motivation and engagement (Sheldon, 2011). Similarly, a study conducted by Hamari and Koivisto (2013) found that the use of game-like features, such as badges and leaderboards, improved user engagement and motivation in an online course for programming. Moreover, when designing gamification elements it is crucial to consider students motivations and goals, as well as the overall objectives of the activity. Nonetheless, in the long run, sometimes the use of extrinsic rewards such as points and badges, can actually undermine intrinsic motivation and lead to decreased engagement (Deci et al., 1999).
2.3 Impact of Gamification on Facilitating Language Learning.
Gamification can be beneficial for teaching and learning, because it can increase student involvement. There is nothing new about the notion that many teachers struggle with maintaining students' attention and involvement in their lessons. ln the past, numerous solutions, including the use of motivational tactics, have been tested by educators. However, the intervention's impact only had a temporary impact. Gamification can be a wonderful solution because it is enjoyable and playful, to address concerns with student participation and engagement in the classroom (Math Blaster (1987).  Gamification, in general, does not strive to directly affect learning; rather, it assumes the position of the instructor and directly delivers knowledge to the pupils. Its objective is to improve existing training by altering learners' attitudes and behavior Gamification can influence motivation, but its purpose is not to replace instruction with content. (Landers, 2017). In addition, Landers (2017) unifies the idea of gamification as the use of game mechanics and game-thinking to engage learners. This concept of gamification is applicable to any issue that can be solved by influencing human motivation and behavior.

2.4 The Influence of Gamification on Behaviour
Gamification has been shown to have a significant impact on behavior, including motivation, engagement, and performance (Deterding et al., 2011 & Hamari et al., 2014). The use of game elements, such as points, badges, and leaderboards, can motivate individuals to engage in desired behaviors (Werbach & Hunter, 2012).

 In particular, gamification can be effective at increasing motivation and engagement for tasks that are perceived as tedious, boring, or difficult (Landers & Landers, 2014). One of the key mechanisms behind the effectiveness of gamification is the psychological principle of operant conditioning (Zichermann & Cunningham, 2011). This principle suggests that individuals are more likely to repeat behaviors that are rewarded, while behaviors that are punished are less likely to be repeated. In the context of gamification, rewards such as points, badges, and leaderboards can serve as positive reinforcement, while the withholding of rewards or the presence of negative consequences can serve as punishment. One research shows that gamification can be effective at changing behavior in a variety of contexts, including education, health, and business (Hamari et al., 2014). In education, gamification can make learning more delightful and interactive by adding game-like elements such as animations, sounds, and immediate feedback (Hamari et al., 2014, p. 3025). This can help get the attention of students and motivate them to participate more actively in the learning process. One of the ways gamification influences behavior in education is by increasing student engagemen, students are more likely to engage if they are motivated and interested in the material they are learning. Gamification helps engage and motivate students to continue learning by integrating game elements such as badges, progress bars, and achievement points (Huang & Soman, 2013, pp. 199-206). For example, a study by Huang and Soman (2013) found that students assigned to gamified online course were more likely to complete the course than those assigned to non-gamified courses. It can also enhance learning outcomes by giving students clear learning objectives, more practice opportunities, and instant feedback. This aids learners' comprehension of the content and aids their long-term retention of it. (Hamari et al., 2014, p. 3026).  Another study by Hamari et al. (2014) found that gamified learning environments had higher test scores and higher information retention compared to non-gamified environments. The gameplay environment included elements such as progress bars, badges, and levels to help track your progress and keep you motivated. Another way gamification influences behavior in education is by increasing student motivation; gamification leverages students' intrinsic motivation to reach goals, receive feedback, and make progress (Dicheva et al., 2015, p. 75). This helps foster a spirit of growth and a desire to keep learning. A study by Dicheva et al. (2015) found that students enrolled in gamified online courses were more motivated to learn and more likely to participate in discussions and other course activities than students in non-gamified courses. Gameplay courses included elements such as badges, points, and levels that helped motivate students and reinforce positive behavior. Thus we come to the conclusion that, gamification has significant potential to influence positive behaviors. However, it is important to note that gamification is not a cure for behavioural changes. While it can be effective at motivating individuals to engage in desired behaviors in the short term, it may not be effective at sustaining behavior change in the long term (Hamari et al., 2014). Additionally, gamification can be perceived as manipulative or insincere if not implemented carefully (Deterding et al., 2011). Therefore, it is important to consider the ethical implications of                                                            gamification and to ensure that it is used transparently, respectfully, and genuinely helpful to individuals (Werbach & Hunter, 2012). In short, gamification has the potential to be a powerful tool for changing behavior, particularly in contexts where motivation and engagement are low. However, it is important to use gamification in a way that is ethical and sustainable in the long term.
2.5 Learners’ Autonomy and Gamification 

Another remarkable advantage of gamification is the potential to increase learners’ autonomy. Autonomy is defined as the capacity to make decisions and take actions independently, without external influence or control. In the context of education, autonomy refers to learners' ability to regulate their own learning processes, set their own goals, and make informed choices about their learning activities (Reeve, 2012).  Research has shown that gamification can enhance learners' autonomy in several ways. First, gamification can provide learners with more control over their learning experiences. By offering a range of options and choices, such as different levels of difficulty, rewards, and feedback mechanisms, learners can exercise their agency and tailor their learning experiences to their own preferences and needs. This sense of control can increase learners' motivation and engagement, which in turn can lead to greater autonomy (Sailer et al., 2017). Second, it can promote self-reflection and self-awareness, which are key components of autonomy. Through game mechanics such as scoreboards, progress bars, and badges, learners can monitor their own progress and assess their own strengths and weaknesses. This feedback can help learners develop a better understanding of their own learning processes, and make more informed decisions about how to improve their performance (Zhang & Li, 2017). Third, it is capable of fostering a sense of ownership and responsibility among learners by involving them in the design and development of game-based learning activities, educators can give learners a stake in their own learning, and encourage them to take an active role in shaping their own educational experiences. This sense of ownership can increase learners' motivation and engagement, and promote a greater sense of autonomy (Zhang & Li, 2017). Thus, we tend to believe that Gamification has the potential to enhance learners’ autonomy by providing them with more control over their learning experiences, promoting self-reflection and self-awareness, and fostering a sense of ownership and responsibility. As such, gamification can be a valuable tool for educators seeking to promote learner autonomy and enhance learning outcomes.
2.6 Gamification Applications for Language Learning 
language learning app is a place where learners progress and learn through various levels. Frederic Lardinois (2018) expressed that there are 300 million users globally. The learner can learn any of the six languages i.e. English, Spanish, Portuguese, Italian, German, and French and it works well for IPhone, Android, iPod and iPod Touch. Gamification in L2 learning has made it possible to employ a variety of techniques to improve language acquisition and inspire students. It's crucial to keep in mind that the tool in a gamified classroom setting will have a purpose and shouldn't take the place of the unit's or module's primary goal. This is also crucial for learning L2. The L2 educator must employ the different resources available in educational technology in accordance with the intended audience and combine them with the proper method or strategy for language learning. These gamification tools are Dualingo, Class Dojo, Edmodo, Zondle, Socrative, Brainscape, MindSnacks, The Language Game, Brainscape, Socrative, FluentU, and Languagenut are frequently utilized in L2 learning(Francisco,2015).

2.7 Advantages and Disadvantages of Gamification

 When learning English, gamification can be used to increase language exposure, improve speaking and listening skills, provide immediate feedback, and increase motivation and engagement (Berkling & Nouri, 2017). However, using gamification in this context may also have potential drawbacks. One of the benefits of gamification in learning English is that it can increase language exposure. Incorporating game mechanics such as quests, role-playing, and simulations that exposes learners to real language in context and enhances language acquisition (Arnab et al., 2015). Another advantage is its ability to enhance speaking and listening skills. By incorporating speaking and listening activities such as dialogues and voice recognition, learners can practice their oral communication skills in a fun and interactive way (Berkling & Nouri, 2017). Additionally, gamification can provide immediate feedback to learners by using game mechanics such as scoring and feedback mechanisms, which can help them improve their language skills more quickly (Arnab et al., 2015). Finally, gamification can increase motivation and engagement by using game mechanics such as points, badges, and leaderboards, which can keep learners motivated and engaged in the learning process (Hamari et al., 2014). However, there are also potential drawbacks to using gamification in English language learning. One potential disadvantage is that it may limit learners' language use to the game environment, which may not provide opportunities for them to use the language in real-life contexts (Arnab et al., 2015). Another potential drawback is that gamification focuses more on speaking and listening than on grammar and vocabulary, which are also important parts of language learning (Berkling & Nouri, 2017). Furthermore, it may not be sufficiently individualized for learners with different learning styles and needs, and may distract some learners by deflecting them from their language learning goals. (Hamari et al., 2014). In a nutshell, gamification can be a valuable tool in learning English, but it is important to weigh the strengths and weaknesses carefully in the context of each learning situation in order to make the best use of it. 

                                    Section Three

                            Experience and Reflection

Although our personal experience with gamification in education started very late (at university) but it has been positive, and we believe that it has the potential to revolutionize the way we approach teaching and learning. As we explained throughout this project, gamification involves the incorporation of game elements into the learning experience and initially, we were skeptical about the effectiveness of gamification in promoting learning and engagement. However, we found out that gamification helped us to better understand and retain course material, providing a sense of accomplishment and helping us stay motivated throughout the courses. The immediate feedback and progress tracking also allowed us to monitor our own learning and make adjustments when necessary. In addition to improving understanding and retention of course material, gamification led in creating a more positive and enjoyable learning environment. We as learners, became more willing to invest time and effort in our education, which in turn led us to a more positive attitude towards the learning process overall. The use of gamification in education can help to promote autonomy and self-direction in learners, and in our case it happened gradually with some simple strategies, such as providing choices and opportunities to actively participate in the teaching process in order to create a sense of ownership, which lead us to be more responsible for our learning process.                                                                                                                                                 As students, we were initially unsure about the idea of using gamification in education. We weren't sure how playing games would help us learn, and we were worried that it might be a bit juvenile or distracting. However, when our teacher introduced gamification into our language lessons, we found ourselves surprisingly engaged and motivated. The games were visually engaging and interactive, and they made learning fun and enjoyable. We were excited to see how we could improve our language skills by playing these games, and we found ourselves wanting to do better and achieve higher scores. As we continued to play these games throughout the semester, we noticed a significant improvement in our language proficiency. We were able to retain new vocabulary and grammar concepts more easily, and we felt more confident in our ability to use the language in real-life situations. At the same time, we did notice some potential drawbacks of gamification in education. For example, we sometimes found ourselves focusing more on achieving high scores and earning rewards than on genuinely understanding the subject matter. This made us realize the importance of balancing external rewards with intrinsic motivation, and of being mindful of the potential drawbacks of gamification. Overall, however, we found gamification to be a positive addition to our language lessons. It made learning fun and engaging, and it helped us improve our language skills in a way that felt natural and enjoyable. We're grateful to have had this experience, and we think it's a great example of how innovative teaching methods can help students succeed and thrive in their education. 
Moreover, it is important to ensure that the use of gamification is not overemphasized or overused, as it happened to us and lead to undesirable decrease in engagement, and the particular reason for this circumstance was; it was becoming too predictable or repetitive. In some cases, the use of gamification may also be criticized for oversimplifying complex concepts or providing too narrow of a focus on specific learning outcomes. Therefore, it is crucial for educators and institutions to carefully evaluate whether or not gamification is the right approach for their particular learning goals and needs. By weighing the potential benefits and drawbacks of gamification, and by using it appropriately, educators can create a more engaging, enjoyable, and effective learning environment that promotes not only knowledge acquisition but also the development of important skills such as autonomy, self-direction, and metacognition.
‌

                                          Section Four

                                           Conclusion 

Gamification has become increasingly popular in the context of learning over the past decade due to its potential benefits on motivation, learning, and interaction. By allowing learners to work in teams and compete with each other, it can improve the quality of their performance and skills. Furthermore, implementing a transparent badge system that allows peers to challenge themselves and awarding badges for helping and collaborating with others can foster motivation and contribute to the overall success of the learning process. The most important characteristic of gamification is its ability to provide extra motivation in achieving goals. The entertaining structure of gamification applications or gamifying generally motivates and improves the commitment of students towards lesson activities, typically having a positive effect on the learning process. These gamification elements encourage students to demonstrate positive behaviors, reveal progress in learning and having triggering effects on learning success; By evaluating the effects of gamification in the classroom on students in terms of motivation, behavior, social comparison, satisfaction, effort, academic performance, and its positive effects on cognition, students can become more active and engaged in challenging complex and difficult tasks. In conclusion, gamification can be an effective approach to promoting learning and engagement, but its use should be carefully evaluated to ensure its appropriateness and effectiveness for specific learning goals and needs.
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