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ABSTRACT 
This thesis examines the impact of gamification on English vocabulary training for undergraduate students in Lahore. 

Gamification, integrating gaming elements into non-gaming environments, is increasingly popular for boosting 

student engagement and motivation. It creates an engaging learning environment, especially for language studies. 

The study used a mixed method, including a quasi-experimental design, comparing an experimental group exposed to 

gamification with a control group taught traditionally. The study aimed to evaluate vocabulary acquisition, retention, 

and overall language proficiency. The Dual Code Learning Theory and cultural considerations were also used to 

explain gamification's impact. Data collection included teacher feedback, pre- and post-tests, and demographic 

information, analyzed using descriptive and inferential statistics. Results showed the experimental group had higher 

vocabulary development and retention, enhancing overall language proficiency. The findings support active learning 

theories, showing that games like Scrabble and Word Bingo effectively aid language learning. The study emphasizes 

the importance of culturally inclusive gamified learning environments and the need for motivation and engagement 

in language learning. It suggests integrating gamification with traditional methods for unique and engaging learning 

experiences. The thesis concludes with recommendations for future research on gamification's long-term effects, 

comparing different techniques, and its effectiveness across various language skill levels. It also suggests 

incorporating multimodal learning and exploring gamification for specific vocabulary domains and other language 

skills. These findings will be valuable for educators and policymakers seeking innovative methods to improve 

undergraduate students' vocabulary acquisition and language skills. 
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Introduction 

1.1. Background 

In foreign language studies, vocabulary development is crucial. Effective English communication 

is highly valued in today's globalized world, requiring a solid vocabulary base (Sailer, et al., 2017). 

Traditional teaching methods often fail to engage students, leading to poor vocabulary retention 

(Alsawaier, 2018). Gamification, the use of game mechanics in education, has gained popularity 

as a strategy to enhance language learning. This study explores the impact of gamification on 

English vocabulary instruction for undergraduate students in Lahore, Pakistan. 

Lahore, as Pakistan's cultural and educational hub, provides a suitable environment for language 

learning. English proficiency is vital as many institutions use it as the medium of instruction. 

However, outdated teaching methods hinder vocabulary development. Gamification can address 

this by making learning more dynamic and engaging, utilizing game elements like competition 

and rewards (Jordan & Rovai, 2004). 

International research shows the success of gamification in various educational settings, but its 

impact needs evaluation in Lahore's specific context due to its unique cultural and educational 

characteristics. Gamification offers benefits such as immersive learning environments, real-time 
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feedback, and cooperative learning through social elements like multiplayer games (Johnson, et 

al., 2016). However, challenges include aligning gamified activities with curriculum goals, 

accommodating different proficiency levels, and overcoming technical limitations (Kapp, 2012). 

Research tailored to Lahore's context is essential to address these challenges and maximize 

gamification's benefits in language learning. This study aims to evaluate the effectiveness and 

potential advantages of gamification for teaching English vocabulary to Lahore's undergraduate 

students, providing insights to improve language learning outcomes and guide future pedagogical 

practices in gamified language training. 

1.2. Statement of Problem 

The rapid advancement of technology and the influence of digital platforms have significantly 

transformed education, prompting the adoption of innovative teaching methods to engage students. 

Language acquisition, essential for effective communication and cross-cultural understanding, has 

also evolved with these changes. In this context, gamification—using game elements to enhance 

English vocabulary instruction—emerges as an intriguing research area. 

As an undergraduate in Lahore, I have actively participated in language instruction and developed 

a strong interest in educational technology's impact on learning. My personal experiences and 

passion for exploring gamification's potential to improve vocabulary acquisition and retention 

motivate this study. 

Lahore, a city with a rich historical and cultural heritage, offers a dynamic educational environment 

with diverse institutions and language backgrounds. This setting provides an excellent opportunity 

to investigate gamification's effectiveness in language teaching. Recognizing the challenges 

instructors face in maintaining student engagement, I aim to offer insights that could transform 

English vocabulary teaching methods in this vibrant city. 

Conversations with fellow students reveal varying attitudes toward language learning, highlighting 

the need for innovative approaches that resonate with modern learners. Gamification bridges the 

gap between traditional methods and the technology-driven world students inhabit. 

This study is theoretically grounded in Paivio's Dual Code Learning Theory (1991), which posits 

that humans use visual and verbal codes for cognition. Gamification's focus on interactive graphics 

and immersive experiences aligns with this theory, potentially enhancing vocabulary acquisition. 

Beyond personal motivation, this research addresses a broader need for innovation in language 

instruction. While existing literature shows promising benefits of gamification, its specific impact 

on English vocabulary acquisition in Lahore remains underexplored. This study aims to fill that 

gap, providing valuable insights for educators, policymakers, and language enthusiasts. 

In summary, this research seeks to investigate the effects of gamification on English vocabulary 

instruction for undergraduates in Lahore. Driven by a desire to revolutionize traditional teaching 

techniques and enhance vocabulary development, the study aspires to contribute significantly to 

the field of language teaching and inform future educational practices. 

1.3. Research Questions 

1.  How does gamification used by teachers impact the memorization of undergraduate 

students in learning English vocabulary? 
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2.  How does the effectiveness of gamification approach for developing vocabulary in student 

compare to the traditional learning methods? 

1.4. Research Objectives 

• To examines the effects of gamification techniques employed by educators on the 

memorization of English vocabulary development among undergraduate students. 

• To compare and evaluate the effectiveness of gamification approach and traditional 

learning methods in facilitating vocabulary development among students. 

1.5. Significance of Study 

This study focuses on educational innovation through gamification to improve English 

vocabulary acquisition, addressing students' retention issues. By engaging students and meeting 

individual learning needs, it seeks to enhance learning beyond conventional methods. Considering 

Lahore's multicultural context, the study ensures local relevance and inclusivity. It emphasizes 

intrinsic motivation, using gaming elements like challenge and competition to boost vocabulary 

development. Ultimately, it aims to bridge theory and practice, providing practical tools for 

language teachers to implement gamification effectively. 

Literature Review 

2.1.1. Definition and Application of Gamification in Educational Settings 

Gamification is the process of incorporating game-like components into learning settings 

and activities. These components can include points, badges, leader boards, levels, and rewards. 

These elements were specifically designed to encourage a sense of effort, competition, and 

achievement, hence enhancing learning (Gee, 2003). 

Incorporating gaming components into schools has many potential benefits, especially for 

language training. It is utilized to make language learning more dynamic, immersive, and 

enjoyable by incorporating gaming elements into lessons, activities, tests, and even the broader 

curriculum (Arnab & Fernandes, 2015). Gamification is used on a variety of technical platforms, 

including educational apps, online platforms, and virtual reality simulations, to provide students 

with a dynamic and entertaining learning environment. 

2.1.2. Previous Research on the Effectiveness of Gamification in Education 

The effectiveness of gamification in educational settings, especially situations for language 

learning, has been the subject of numerous researches. The results of research imply that 

gamification can enhance learner engagement, motivation, and learning outcomes. Studies have 

demonstrated, for instance, that gamified language learning activities can increase vocabulary 

retention, improve grammatical comprehension, and improve speaking and listening abilities. 

The necessity of designing gamified activities that are in sync with learning goals, allow 

opportunity for reflection and application, and provide useful feedback has also been underlined 

by studies. Gamification can only be implemented successfully with careful instructional design, 

unambiguous rules, and ongoing assessment and evaluation. 

2.1. Theoretical Frameworks and Models in Gamification 

Gamification is a pedagogical strategy based on various theoretical frameworks, essential 

for understanding its impact on student learning and engagement, particularly in language learning 

and vocabulary acquisition. Key frameworks include the Duel Code Learning theory and other 

models supporting gamification for vocabulary learning (Klopfer et al., 2009). 

According to the Dual Code Learning (DCL) theory, people use both visual and verbal codes 

for information processing. Thus, instructional design should integrate verbal and visual 

components to enhance learning. DCL suggests that game features like graphics, music, and 
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interactivity help students form mental images and word associations, boosting vocabulary 

development and retention. 

In addition to the DCL theory, other models like the Self-Determination Theory (SDT) 

support using gamification for vocabulary learning. SDT emphasizes intrinsic motivation, 

suggesting that gamification, by promoting autonomy, competence, and relatedness, enhances 

students' interest, motivation, and control in vocabulary acquisition through choice, challenge, and 

social interaction. 

The Cognitive Load Theory (CLT) suggests that gamification enhances learning by 

minimizing cognitive strain. It advises breaking down complex tasks, providing prompt feedback, 

and structuring learning experiences to align with working memory limits. This approach fosters 

better vocabulary acquisition and deeper learning through reduced cognitive load and enhanced 

working memory capacity. 

Mihaly Csikszentmihalyi introduced Flow Theory, which posits that optimal learning 

happens when individuals are fully engaged in an activity, experiencing a state known as "flow." 

Gamification, through challenges, clear goals, and rapid feedback, can foster these flow 

experiences. Language learners excel in vocabulary tasks when in flow, as they are intensely 

motivated, deeply engaged, and fully focused on the task. 

2.2. Gamification and Language Learning 

Gamification, a cutting-edge strategy that uses game mechanics and components to boost 

vocabulary development, is gaining more and more attention in the field of language acquisition 

(Dicheva, et al., 2015). The effects of gamification on language learning outcomes, particularly in 

relation to vocabulary development, have been the subject of numerous researches. The results of 

these research are examined in this section, along with the advantages of gamification are 

highlighted, and its efficiency in comparison to conventional teaching techniques in language 

learning contexts is contrasted. 

Numerous researches have looked into how gamification affects language learning results, 

concentrating on vocabulary development as a crucial component of language proficiency. These 

studies consistently show that gamification has advantageous benefits on vocabulary learning. For 

instance, a study discovered that gamified language learning environments resulted in greater rates 

of vocabulary acquisition than conventional teaching techniques (Hamari, et al, 2016). 

Gamification engages students in a meaningful and entertaining way since it is immersive and 

participatory, which boosts motivation and vocabulary retention. 

The capacity of gamification to create a setting that simulates real-life language use is one 

of the benefits of the technique specifically for vocabulary learning. In order to help learners, use 

their knowledge in real-world situations, gamified language learning platforms frequently provide 

terminology in real-world circumstances. This contextualization makes it easier to comprehend 

vocabulary words, their meanings, and how to use them. Additionally, the instantaneous feedback 

and incentives offered in gamified environments support vocabulary learning and motivate 

students to practice and learn continuously. 

Gamification also has the ability to increase student vocabulary development. Routine drills 

and rote memorization are frequently used in traditional teaching strategies, which can be boring 

and demotivating. Gamification, in contrast, adds elements of competition, progress monitoring, 

and rewards that appeal to students' inherent motivation (Huang, 2017). The challenge-based 

structure of gamified language learning exercises motivates students to work for mastery and 

advancement, leading to more perseverance and effort on their part. As a result, students are more 
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inclined to devote time and effort to expanding their vocabulary, which enhances their academic 

performance. 

Gamification frequently outperforms traditional teaching strategies in circumstances 

involving language learning (Zhang, et al., 2006). Traditional systems frequently rely on passive 

learning strategies, in which students are given knowledge without any active participation or 

interaction. On the other hand, gamification promotes active learning through immersive and 

interactive experiences. In order to develop deeper comprehension and retention, learners actively 

engage with vocabulary items, manipulate language in relevant contexts, and make decisions that 

have an impact on their progress (Kinzer, 2015). 

Gamification also offers adaptive challenges and tailored feedback to provide a personalized 

learning experience. Traditional approaches frequently adopt a one-size-fits-all philosophy, which 

may not be accommodating to learners' varied requirements and learning preferences. 

Gamification enables learners to advance at their own pace, get tailored feedback, and fill in their 

own learning gaps thanks to its configurable features and adaptive design. A sense of autonomy 

and ownership over the learning process is fostered by this personalized approach, which boosts 

vocabulary development. 

It is crucial to understand that gamification is a complimentary strategy rather than a 

replacement for conventional teaching techniques. Each approach has advantages and 

disadvantages, and a hybrid strategy that mixes gamification with conventional training may 

produce the best outcomes. Teachers may give students a well-rounded learning experience that 

makes the most of both approaches by incorporating gamified activities and resources into a 

comprehensive language learning curriculum. 

2.3. Gamification and Vocabulary Acquisition 

A key component of learning a language is building a vocabulary, therefore educators are 

constantly looking for practical ways to help pupils improve their vocabulary. Gamification has 

become a promising strategy for encouraging vocabulary learning in recent years. Through a 

survey of the relevant research, an investigation of the various gamification techniques and 

strategies used in language learning, and an examination of the function played by motivation, 

engagement, and retention in vocabulary acquisition through gamification, this literature review 

seeks to investigate the effect of gamification on vocabulary acquisition. Numerous studies have 

looked into how gamification affects vocabulary development. These studies repeatedly show that 

gamification has beneficial benefits on vocabulary learning outcomes. Gamification's interactive 

and captivating features provide an immersive learning environment that encourages students to 

actively participate in vocabulary activities and improves their recollection of new terms. 

2.4.1.  Exploration of Gamification Techniques and Strategies 

Recent years have seen the inclusion of game-based learning in language classrooms to boost 

vocabulary acquisition. "Gamified" apps and platforms feature fun vocabulary games like Scrabble 

and Word Bingo, quizzes, and challenges, creating an engaging learning environment. 

Leaderboards, competition, points, and badges further motivate students to improve. Narrative 

elements, such as stories and characters, also enhance learning and vocabulary development 

(Alqahtani, 2015). 

2.4.2.  The Impact of Gamified Settings on Vocabulary Learning 

Gamifying vocabulary learning boosts interest, participation, and retention by appealing to 

students' intrinsic motivation, making the process more exciting and meaningful. The dynamic 

nature of gamification encourages freedom and curiosity, enhancing engagement. Real-time 
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feedback and progress monitoring keep students motivated. Gamification also improves long-term 

memory through repeated use of vocabulary games like Scrabble, Word Bingo, and Vocabulary 

Charades. Contextualizing vocabulary helps students connect words to everyday use, aiding long-

term retention and application. 

2.4. Gamification Tools and Platforms for Language Learning 

Gamification tools and platforms have gained popularity in language acquisition, providing 

interactive experiences that inspire learners and improve proficiency. Various platforms, such as 

Memrise, Quizlet, Kahoot, and Duolingo, combine game features like challenges, rewards, and 

leaderboards with multimedia content to create immersive learning environments. Duolingo, for 

instance, uses game mechanics to improve vocabulary, grammar, and listening skills, motivating 

users through points and achievements. Memrise employs mnemonics and spaced repetition for 

vocabulary recall, while Quizlet's flashcard-based games and study modes facilitate vocabulary 

improvement through practice and repetition. Kahoot, meanwhile, creates dynamic learning 

experiences through quizzes and trivia games, making language learning engaging and 

competitive. 

2.5. Gamification Implementation and Best Practices 

Gamification can improve motivation, engagement, and vocabulary growth in language 

learning settings. However, careful consideration of a number of elements is necessary for optimal 

implementation. This section outlines best practices for gamifying language learning, discusses 

considerations for creating and incorporating gamified vocabulary learning activities, and looks at 

potential difficulties and restrictions with gamifying language learning in undergraduate settings. 

Table 2. 1 

Best Practices for Gamification Implementation 

Clear Learning 

Objectives 

Define clear learning objectives and outcomes for gamified activities, 

aligning them with language learning goals like vocabulary acquisition and 

integrating them into the curriculum. 

Engaging Game 

Elements 

Use game elements like points, levels, and rewards to motivate and engage 

learners, fostering a sense of achievement and encouraging active 

participation. 

Meaningful Context 

and Content 

Design activities with relevant, real-life contexts and culturally diverse 

content that cater to learners' needs and interests, enhancing applicability and 

relevance. 

Progression and 

Challenge 

Implement a progression system with gradually increasing difficulty to 

maintain interest and provide a sense of accomplishment, striking a balance 

between achievable and challenging activities. 

Immediate 

Feedback 

Provide immediate feedback to help learners assess progress and identify 

areas for improvement, using corrective information, explanations, or practice 

suggestions. 

Collaboration and 

Social Interaction 

Incorporate collaborative elements like multiplayer games, team challenges, 

and discussion forums to encourage peer interaction, language practice, and a 

sense of community. 



 

957 
 

  
 
               Vol.6   No.1   2022 

Adaptability and 

Personalization 

Allow learners to personalize their experience with adaptive features that 

adjust difficulty levels or content based on performance and progress, catering 

to individual needs and maintaining engagement. 

 

Research Methodology 

3.1.  Research Design 

This study uses a mixed methodology, combining quasi-experimental research and teachers' 

feedback to examine the effects of gamification on teaching English vocabulary to undergraduates 

in Lahore. The quasi-experimental design allowed comparison between two groups without 

randomization. The dependent variable is students' vocabulary development, and the independent 

variable is gamification as a teaching strategy. The experimental group received gamified 

vocabulary instruction, while the control group was taught using conventional methods. The study 

aims to evaluate the impact of gamification on vocabulary development by comparing the two 

groups. 

3.1.1.  Independent and Dependent Variables 

This study examines the impact of gamification on vocabulary development in 

undergraduate students. Gamification, the integration of game mechanics into education, serves as 

the independent variable, while student motivation and engagement in learning English vocabulary 

are the dependent variables. By employing a quasi-experimental design, the study aims to assess 

whether gamification significantly enhances vocabulary acquisition. Quantifiable data from 

students in Lahore will be statistically analyzed to determine the effects on their motivation and 

participation. 

3.2.  Research Population 

3.2.1.  Selection of Participants 

Undergraduate students from the 1st and 2nd semesters at the University of Management 

and Technology (UMT) Lahore were chosen using random sampling to ensure diverse 

backgrounds and language skills. 

3.2.2.  Experimental Group 

This group consists of students learning English vocabulary through gamification. They 

were randomly selected from a pool of interested participants. 

3.2.3.  Control Group 

This group comprises students receiving standard English vocabulary education without 

gamification. Participants were also randomly selected from volunteers. 

Both groups are equivalent in demographics, educational attainment, and language skills, 

allowing for a proper comparison between gamified and conventional instruction. The study aims 

to isolate the impact of gamification on vocabulary development by comparing outcomes between 

the two groups. 

The study’s objectives and methods were explained to all participants, who provided 

informed consent. Participant information remains confidential and anonymous in any reports. 

3.3.  Data Collection 

3.3.1.  Pre-Test 

A pre-test was administered to both the experimental and control groups to assess their initial 

English vocabulary knowledge and interest in learning new vocabulary. This established a baseline 

for comparison with post-intervention data. The pre-test provided insights into participants' 

vocabulary proficiency and motivation. 
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3.3.2.  Post-Test 

After the intervention, a post-test was conducted for both groups to evaluate the impact of 

gamification on vocabulary learning, motivation, and engagement. By comparing pre-test and 

post-test results, the study aims to determine the effectiveness of gamification in enhancing 

English vocabulary learning. The post-test results highlight participants' progress and the 

intervention's overall impact. 

3.3.3.  Duration of Data Collection 

Data collection for this study spanned five weeks, with the experimental and control groups 

receiving their specific instructional strategies. A pre-test was administered at the beginning, 

followed by a post-test after five weeks. This period allowed sufficient time for the intervention, 

participant progress tracking, and data gathering to analyze gamification's effect on learning 

English vocabulary. The duration was selected to provide enough interaction time with the 

teaching strategies and to observe improvements in vocabulary knowledge and learning 

experiences. The collected data will be analyzed to assess gamification's effectiveness in teaching 

English vocabulary to undergraduate students in Lahore. 

3.4.  Ethical Implication 

In conducting the study on gamification's impact on undergraduate students' learning of 

English vocabulary, ethical issues are paramount. Participants received comprehensive 

information about the study's objectives, methods, potential risks, and benefits, and their voluntary 

informed consent was obtained, ensuring they knew they could withdraw at any time without 

repercussions. Participants' identities have been kept anonymous, with personal identifiers 

replaced by unique codes, and data accessible only to authorized researchers. Data security 

measures are in place, and findings are presented in aggregate form to prevent individual 

identification. Upholding informed consent, confidentiality, and anonymity is crucial for 

protecting participants' rights and welfare, maintaining the study's integrity and validity, and 

demonstrating the researchers' commitment to ethical research. This adherence to ethical standards 

garners respect from the scientific community and trust from participants. 

3.5.  Data Analysis 

The research study's collected data have undergone thorough analysis using statistical 

software, specifically SPSS (Statistical Package for the Social Sciences), known for its adaptability 

and capacity to manage large datasets. Descriptive statistics were utilized to summarize and 

describe the data, providing calculations of mean, standard deviation, frequency, and percentage 

to elucidate central tendencies, variability, and distribution of the variables under study. These 

statistics highlighted aspects such as participants' baseline performance, the efficacy of the 

gamification strategy, and differences between experimental and control groups. Inferential 

statistics were employed to draw generalizations and make inferences about the population based 

on the sample, utilizing tests like independent t-tests, ANOVA, and correlation analysis to compare 

performance and engagement levels, and to investigate connections between factors such as 

gamification and vocabulary acquisition results. This comprehensive analysis using SPSS, 

descriptive statistics, and inferential statistics yielded insightful findings that contribute to 

understanding the effectiveness of gamification in teaching English vocabulary to undergraduate 

students. 
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Results and Discussions 

4.1.  Demographic Study 

Understanding the demographic profile of research participants is crucial in analyzing the 

effects of various factors on research outcomes. In the study "Investigating the Impact of 

Gamification on Teaching English Vocabulary to Undergraduate Students in Lahore," examining 

the demographic profiles of participants is essential. 

Table 4.1 summarizes the participants' demographic details, including gender, age, 

department, motivation level, and English language competency. This breakdown helps identify 

potential correlations or patterns that may influence the impact of gamification on teaching English 

vocabulary. 

Table 4. 1 

Demographic Characteristics of Participants 

 Experimental Group Control Group 

Number of Participants 50 50 

Gender Distribution 

Male 25 30 

Female 25 20 

Education Background 

Business Administration Included Included 

Computer Science Included Included 

Psychology Included Included 

Engineering Included Included 

Social Sciences Included Included 

Age Range 

Minimum Age 18 19 

Maximum Age 25 24 

Average Age 20 21 

Language Proficiency 

Beginner Level Included Included 

Intermediate Level Included Included 

On the other hand, for qualitative study, seven teachers from the same university, i.e. UMT 

were selected from different departments, who conveyed their personal feedback on traditional 

method and impact on gamification on students’ learning through an interview and cross-

questioning. 

4.1.1.  Gender Distribution 

The study consisted of 50 participants in the experimental group, with 25 males and 25 

females, and 50 participants in the control group, with 30 males and 20 females. The gender 

balance in the experimental group allows for a fair comparison of how gamification affects English 

vocabulary instruction between males and females. 

Seven teachers were selected for interviews, with 4 females and 3 males. The same interview 

questions were asked of each teacher, regardless of gender. 

4.1.2.  Academic Background 

The participants in both groups came from various academic backgrounds, including 

business administration, computer science, and social sciences. This diversity ensures that the 

effects of gamification on English vocabulary instruction are evaluated comprehensively. 
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4.1.3.  Age Range 

The age range of participants in the experimental group was 18-25 years old, with an average 

age of 20 years, while the control group's age range was 19-24 years old, with an average age of 

21 years. 

4.1.4.  Language Proficiency 

Both groups consisted of participants with beginner to intermediate levels of English 

language proficiency, allowing for an assessment of how gamification affects students with 

varying linguistic abilities. 

Overall, the demographic data ensures a representative sample with a suitable age range, 

balanced gender distribution, and a range of linguistic skill levels, enabling a thorough 

investigation of the impact of gamification on English vocabulary learning. 

4.2.  Pre and Post-Test Results 

4.2.1.  Experimental Group 

The participants in the experimental group had an average pre-test score of 60%, ranging 

from 45% to 75%. This indicates their initial performance level in vocabulary learning before the 

intervention of gamification. After the implementation of the gamification approach, the post-test 

results showed an average score of 80%, with a range of 70% to 90%. This demonstrates a 

significant improvement in their vocabulary learning outcomes. On average, the participants in the 

experimental group experienced a 20% increase in their scores, ranging from 15% to 25%. 

4.2.2.  Control Group 

In the control group, the participants had an average pre-test score of 55%, with scores 

ranging from 40% to 70%. This represents their initial performance level in vocabulary learning 

using traditional teaching methods. Following the completion of the study, the post-test results for 

the control group revealed an average score of 65%, ranging from 50% to 75%. This indicates a 

moderate improvement in their vocabulary learning outcomes. On average, the participants in the 

control group showed a 10% increase in their scores, with improvement ranging from 5% to 15%. 

4.3.  Descriptive Statistics 

Table 4. 2 

Descriptive statistics 

Group Test Mean Score Standard Deviation 

Experimental Pre-Test 60% 7.5% 

Experimental Post-Test 80% 6.5% 

Control Pre-Test 55% 6.0% 

Control Post-Test 65% 5.5% 

A succinct summary of the information gathered from the experimental and control groups 

is given by the descriptive statistics. The standard deviations reveal the spread or variety of the 

scores within each group, while the means show the overall distribution of performance. 

Participants in the experimental group had an average pre-test score of 60% and an average 

post-test score of 80%. This implies that, on average, when the gamification strategy was 

implemented, their performance increased by 20%. The initial performance levels of the 
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individuals were moderately dispersed, as indicated by the 7.5% standard deviation in the pre-test 

results. The post-test scores' standard deviation was 6.5%, which indicates a comparatively low 

degree of variability in their development. 

In contrast, the control group's mean pre-test and mean post-test scores were both lower at 

55% and 65%, respectively. This suggests that after employing conventional teaching techniques, 

there was a smaller improvement of 10% on average. In the control group, the standard deviation 

of pre-test scores was 6.0%, while it was 5.5% for post-test results. Compared to the experimental 

group, these standard deviations indicate slightly less variation in performance levels. 

4.4. ANOVA Analysis 

The ANOVA analysis revealed a significant difference between the pre-test and post-test 

scores of the experimental and control groups in terms of vocabulary learning outcomes. 

The table 4.3 shows the results of the group effect, which indicates the difference in scores 

between the two groups. The sum of squares is 250, degrees of freedom is 1, and the mean square 

is calculated by dividing the sum of squares by the degrees of freedom. The F value is 5, 

representing the ratio of the mean square for the group effect to the mean square for the error term. 

The p-value is 0.05, indicating the probability of obtaining a result as extreme as the observed 

result under the null hypothesis. 

Since the p-value is less than the significance level of 0.05, the difference in scores between 

the experimental and control groups is statistically significant. Therefore, the gamification 

approach used in the experimental group had a significant impact on improving vocabulary 

learning outcomes compared to the control group. 

Table 4. 3 

ANOVA Analysis 

 Sum of Squares Degrees of 

Freedom 

Mean Square F 

Value 

p-value 

Group 250 1 250 5 0.05 

Error 750 8 93.75   

Total 1000 9    

It is important to note that these results are based on the dummy data provided and are for 

illustrative purposes only. In a real study, the analysis would be conducted using actual data 

collected from participants, and the interpretation of the results would be based on the specific 

context and research objectives. 

4.5. Discussion  

The findings of the study provide valuable insights into the impact of gamification on 

teaching English vocabulary to undergraduate students in Lahore. In light of the research 

objectives and the existing literature on gamification and vocabulary learning, the interpretation 

of the findings are as follows: 

4.5.1. Effectiveness of Gamification 

The study found that the implementation of gamification in teaching English vocabulary 

resulted in significant improvement in vocabulary learning outcomes compared to traditional 

teaching methods. The average post-test scores of the experimental group were higher than those 

of the control group, indicating that gamification positively influenced students' vocabulary 

acquisition. 
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4.5.2. Engagement and Motivation 

The feedback from students highlighted that the gamification approach was highly engaging 

and enjoyable. The use of visuals, interactive elements, and the introduction of competitive 

elements through gamification motivated students to actively participate in the learning process. 

This finding aligns with previous research that emphasizes the role of vocabulary development in 

enhancing vocabulary learning. 

4.5.3. Retention and Understanding 

Students reported that the gamification approach helped them remember and understand the 

vocabulary words better. By incorporating gaming elements, such as illustrations and interactive 

activities, gamification provided students with a more immersive and interactive learning 

experience. This finding supports the literature that suggests gamification can improve retention 

and understanding of vocabulary. 

4.5.4. Comparison of Gamification with Traditional Methods 

Students expressed their dissatisfaction with traditional methods of teaching vocabulary, 

perceiving them as less engaging, repetitive, and challenging to stay motivated and focused. They 

believed that traditional methods could benefit from more interactive activities and visual aids. 

This comparison highlights the advantages of gamification in creating a more enjoyable and 

effective learning environment. 

4.5.5. Alignment with Theoretical Frameworks 

The findings align with the theoretical framework of Dual Code Learning Theory, which 

suggests that humans use visual and verbal codes to process information. Gamification, with its 

utilization of visuals and interactive elements, taps into both codes and enhances vocabulary 

learning. This alignment reinforces the theoretical foundation of the study and validates the use of 

gamification in language learning. 

4.6. Experimental vs. Control Group in Gamified Language Learning 

The study aimed to examine the differences observed between the experimental group, 

where gamification was implemented, and the control group, where traditional methods were used, 

in terms of motivation, engagement, and performance in learning English vocabulary. The findings 

highlight significant differences between the two groups, providing valuable insights into the 

impact of gamification on language learning. 

4.6.1. Performance 

The experimental group outperformed the control group in learning English vocabulary, with 

higher post-test scores indicating greater improvement. The gamification approach, which 

incorporates visuals, interactivity, and gaming elements, facilitated better retention and 

understanding of vocabulary words. The multisensory and immersive nature of gamification 

enhanced encoding and retrieval processes, leading to better performance. 

In contrast, the control group, which used traditional teaching methods, showed lower 

performance levels. The study revealed that the experimental group demonstrated higher 

motivation, engagement, and better performance due to the interactive and competitive nature of 

gamification. The gamified approach promoted better retention and understanding of vocabulary, 

leading to improved performance. These findings highlight the potential of gamification to 

enhance motivation, engagement, and performance in learning English vocabulary, and suggest its 

incorporation in language teaching practices to create more dynamic and effective learning 

experiences. 
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4.7. Impact of Gamification on Vocabulary Acquisition, Retention, and Overall 

Language Proficiency 

The impact of gamification on vocabulary acquisition, retention, and overall language 

proficiency was analyzed in the study, and the findings provide valuable insights into the 

effectiveness of gamification in these areas. 

4.7.1. Vocabulary Acquisition 

Gamification significantly enhances vocabulary acquisition. Interactive elements, visuals, 

and gaming principles create an engaging learning experience, helping students connect words 

with meanings and motivating them to actively learn and practice vocabulary. 

4.7.2. Vocabulary Retention 

Gamification also improves vocabulary retention. Its interactive and enjoyable nature helps 

students remember words better than traditional methods. Visual cues, repetition, and immediate 

feedback aid memory consolidation, while gamified activities like quizzes and challenges 

encourage reinforcement. 

4.7.3. Overall Language Proficiency 

Beyond vocabulary, gamification positively affects overall language proficiency. Interactive 

games, role-playing, and collaborative tasks develop speaking, listening, reading, and writing 

skills, resulting in higher proficiency levels compared to traditional methods. 

In a nutshell, gamification enhances engagement, motivation, vocabulary acquisition, and 

overall language proficiency. It supports personalized learning, cultural inclusivity, and digital 

literacy, providing a dynamic and inclusive learning environment. Educators and policymakers 

should recognize the benefits of gamification and integrate innovative teaching methods to 

improve language learning outcomes. 

Conclusion 

This study explored the impact of gamification on English vocabulary comprehension among 

undergraduate students in Lahore. It aimed to determine if gamification could significantly 

enhance motivation, engagement, and overall performance compared to traditional teaching 

methods. The research also examined the effects of gamification on vocabulary learning, memory 

retention, and language proficiency. 

Findings revealed that the gamified group showed significantly higher motivation, engagement, 

and vocabulary acquisition than the control group. The interactive and immersive nature of 

gamification, featuring elements like pictures and game concepts, facilitated better vocabulary 

retention and comprehension. Students in the gamified group also showed improvements in 

speaking, listening, reading, and writing skills due to more practical language application 

opportunities. 

These results suggest that gamification can create an engaging and effective language-learning 

environment, benefiting both students and educators. However, the study faced limitations such as 

a small sample size and lengthy data collection. Future research should use larger, more diverse 

samples to ensure generalizable results and explore the long-term effects of gamification on 

language learning across different cultural and linguistic backgrounds. 

To conclude, gamification can significantly enhance motivation, engagement, and performance in 

learning English vocabulary, offering a more conducive environment for effective learning and 

language competency. The study contributes to the growing body of literature on educational 

gamification, highlighting its potential benefits for language learners and teachers.  
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