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Abstract. This study investigates the pedagogical effectiveness of gamification strategies
in English as a Foreign Language (EFL) instruction, focusing specifically on their impact on
learner engagement and long-term vocabulary retention. While traditional vocabulary
acquisition methods often rely on rote memorization and mechanical repetition, gamified
learning integrates mechanics such as points, leaderboards, digital badges, and interactive
competition to create a dynamic learning environment. Using a mixed-methods research design
with upper-intermediate university students, the study evaluates quantitative performance
metrics alongside qualitative feedback on student motivation. The findings demonstrate that
structured digital and non-digital gamification significantly increases active classroom
participation and accelerates lexical mastery while fostering greater learner autonomy.
Keywords: gamification, EFL, vocabulary retention, learner engagement, educational
technology, interactive pedagogy, active learning.

Introduction

In contemporary foreign language pedagogy, sustaining high levels of student motivation
and engagement remains a primary objective for educators. Traditional teaching paradigms in
English as a Foreign Language (EFL) classrooms often struggle to maintain active learner
participation, particularly during repetitive tasks such as vocabulary acquisition. Lexical mastery
requires frequent exposure, contextual practice, and active retrieval—processes that can become
tedious under conventional teacher-centered approaches.

To address these pedagogical challenges, the integration of gamification—defined as the
application of game-design elements and game mechanics in non-game educational contexts—
has gained significant traction. Unlike fully immersive educational games, gamification
incorporates core gamified dynamics, such as immediate feedback, achievement tracking,
competitive collaboration, and goal-oriented progression, into standard curriculum frameworks.

In the context of higher education, gamification bridges the gap between digital native
students' interactive habits and academic learning goals. By transforming abstract linguistic
exercises into structured, goal-driven activities, gamification reduces language anxiety, enhances
intrinsic motivation, and promotes cognitive immersion. This paper explores the theoretical
foundations and practical outcomes of applying gamification strategies in university-level EFL
classrooms, offering empirical insights into its influence on lexical retention and student
dynamics.

Methods and Materials

This study employed a quasi-experimental, mixed-methods research design over an eight-
week academic period.
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The participant sample consisted of 60 undergraduate EFL students enrolled in an
intermediate language program, divided equally into a Control Group ($n = 30$) and an
Experimental Group ($n = 30%).

1. Instructional Design: The Control Group received conventional vocabulary instruction
utilizing textbook exercises, word lists, and flashcards. The Experimental Group was exposed to
gamified vocabulary modules integrating both digital tools (such as Kahoot!, Quizlet Live, and
Classcraft) and paper-based gamified mechanics (team points, timed vocabulary quests, and
progress badges).

2. Data Collection Tools: Pre-tests and post-tests were administered to measure baseline
vocabulary knowledge and short-term lexical acquisition. A delayed post-test was conducted
four weeks after the intervention to assess long-term vocabulary retention. Additionally, a 5-
point Likert scale survey evaluated student attitudes toward engagement and motivation.

Results and Discussion

The quantitative data collected from the pre-tests, post-tests, and delayed post-tests
revealed significant variances in performance between the two groups.

. istical
Assessment Stage Control Group Experimental Group SiSti:Ez:r?ce
g Mean Score (%) Mean Score (%) g
(p-value)
>0.
Pre-Test 52.4% 51.8% ip 20,098
(Baseline equal)
Post-Test $p < 0.01%
0, 0,
(Immediate) 71.2% Spok (Significant growth)
Delayed qut-Test 62.0% 81.3% $p < 0.001.$ (High
(Retention) retention)

As illustrated in the data, both groups improved following instruction. However, the
Experimental Group demonstrated a substantially higher score on the immediate post-test
(86.5% vs. 71.2%). More importantly, the delayed post-test revealed that students exposed to
gamified mechanics retained 81.3% of the target vocabulary four weeks later, compared to only
62.0% in the control group.

Qualitative survey responses indicated that game elements such as immediate scoring
feedback and peer competition significantly mitigated affective filter barriers (anxiety and
hesitation). Students reported feeling more empowered to take linguistic risks in a gamified
environment, treating errors as learning steps within a game loop rather than academic failures.

Conclusion

The empirical findings of this study confirm that gamification is a highly effective
pedagogical tool for enhancing vocabulary retention and active engagement in university EFL
classrooms. By restructuring traditional lexical exercises into interactive, goal-oriented tasks,
gamified learning stimulates both cognitive processing and affective motivation.

For higher education institutions, integrating gamification does not require a complete
overhaul of the existing syllabus; rather, it demands strategic alignment of game mechanics with
specific learning outcomes.

276




NEW RENAISSANCE ™tcmetionatscientiti ?

ResearchBib IF - 11.01, ISSN: 3030-3753, Volume 3 Issue 7

Educators are encouraged to adopt balanced gamification frameworks that combine
friendly competition with collaborative problem-solving to build sustainable learner autonomy
and academic success.
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