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ABSTRACT

Effective strategies, which promote active participation, are useful tools that
teachers use to make the learning process more bearable and enjoyable for
students. Reconsider including these strategies in curricular planning to promote
active participation, developing effective strategies to face the challenges that found
both inside and outside the classroom. In this article, we use a study with a mixed
approach, that is, qualitative-quantitative, because we will carry out an analysis of
the premises and reasons before the numerical data while still searching for a rate
or statistic. As research instruments, an observation sheet and interviews have been
developed, rated by experts in education, thanks to this, we were able to denote in

action the pedagogical strategies analyzed in the following work.

Keywords: Effective strategies, pedagogy, aclive participation, language leamning,

gamification, teaching learning.

RESUMEN

Las estrategias efectivas, que promueven la participacién activa, son
herramientas utiles que los docentes utilizan para hacer mas llevadero y ameno el
proceso de aprendizaje para los estudiantes. Reconsiderar la inclusién de estas
esfrategias en la planificacion curricular para promover la participacion activa,
desarrollando estrategias efectivas para enfrentar los desafios que se encuentran
tanto dentro como fuera del aula. En este articulo, utilizamos un estudio con un
enfoque mixto, es decir, cualitativo-cuantitativo, ya que realizaremos un anélisis de
las premisas y razones antes de los datos numéricos mientras seguimos buscando
una tasa o estadistico. Como instrumentos de investigaciéon se ha elaborado una
hoja de observacion y entrevistas, calificadas por expertos en educacién, gracias a
esto se pudo denotar en accién las estrategias pedagodgicas analizadas en el
siguiente trabajo.
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Palabras clave: Estrategias efectivas, pedagogia, participacion activa, aprendizaje

de idiomas, gamificacidn, ensefianza aprendizaje.

INTRODUCTION

Talking about the use of effective strategies within the classroom, pedagogue
Rebecca Oxford developed a functional definition of learning strategies,
conceptualizing it as “behaviors or actions used by teachers so that students obtain
a language learning process in a more successful, self-directed and pleasant,
without leaving aside fun.” (Oxford, Rebecca L., 2007)

To design correct academic curricular planning, teachers must guarantee that
they correctly select the strategy to be used for the group of students where it will be
applied. To do this, the teacher must segment the group with essential aspects to be
considered. These fluctuate from the age of the students, the total number of the
group; seciceconomic level, school environment among others. By defining several

of these aspects, we can proceed to execute a strategy assertively.

According to PM Merchan: “Active strategies, a term used today, are
considered a type of concrete action instruments, which guide the active participation
of teachers and students in order {o achieve specific learning objectives.” (Merchan,
2013)

These participatory activities make the acquisition of new content much
simpler and easier, through analysis and reflection; for this, the requirements of the
analysis of the objective and subjective aspects of the student environment be met,
therefore, they develop educational reasoning about their daily activities and the
environment that surrounds them.

In this sense, effective strategies are perceived as the set of activities that the
teacher designs so that the student acquires knowledge, transforms it, acquires it
and evaluates it, as well as telling the student in another fype of educational

language to develop required competencies and acquire skills.
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Talking about “educational gamification” today is talking about a trend based
on the union of the concept of gamification and learning. Gamification in itself
manages to enhance learning, including in the educational process elements based
on the use of games, in this case video games for the development of teaching and
learning processes, making cohesion, integration, motivation for the contents, much
simpler and bearable, enhancing the creativity of students, learning in a way that

they transfer knowledge even outside the classroom. (Diaz Marin, 2015)

To do this work we used the effective gamification strategy as the focus of our
field research. We excluded technology, because the place where we carried out
field research did not have the technological means to use these strategies. For this
reason, we focused on non-technological gamification where the use of cards,
sheets and, above all, power tables give the student a feeling of challenge, which

increases motivation within the classroom.

To talk about “educational gamification” today is fo falk about a trend based
on the symbiosis and coexistence of the concept of gamification or play and learning.
Gamification itself fries to expose the learning processes, where the use of games
takes precedence. (Diaz Marin, 2015)

Teachers use gamification or play in the classroom, o make the educational
process full of concepts where they are easier and more fun to assimilate and
convert them into experiences that feedback and elevate knowledge to

competencies developed through skills that can be executed outside the classroom.

Gamified assessments developed including within the questions, questions
about past lessons and where areas of interest addressed within each thematic area
of learning a non-native language. Teachers adapt each question based on the
student's progress, which makes the exams more fun for both students and teachers,

and in this way the assessment experience is not only more bearable but also
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strengthens and cements the foundation. of the learning process. (Yaccob, N. S.,
Abd. Rahman, S. F., Azlan Mohamad, S. N., Abdul Rahim, A. A., Khalilah Abdul
Rashid, K., Mchammed Abdulwahab Aldaba, A., Md Yunus, M., & Hashim, H. , 2022}

When opting for an effective gamified strategy, teachers must ensure that the
design of the gamification experience does not negatively affect student participation
due to social, cultural or physical factors; that is to say, the limits of play and play

should not be exceed.

To incorporate gamification functions, gamified learning systems must be
designed. Educators in some situations may decide not to opt for these sirategies;

however, a schedule must be assigned within the class schedule.

Students perceive traditional education as boring and sometimes useless.
Although teachers continually ook for new teaching methods teachers mosily take

on important challenges, in the search for motivation for students.

Seeking that they develop a commitment to learning, with a greater challenge
if it is a second language, such as the English language. In this context, the use of
active strategies as learning tools seems to be a promising path due to their ability
to teach and reinforce not only knowledge, but also skills such as problem solving,
collaboration and communication. {(Contreras, Ruth S.; Eguia Gémez, José Luis,
2016)

The goal of the effective educational strategy called "gamification of learning"
is to encourage students fo learn by incorporating elements of game designs in the
classroom. The potential of gamification must be harness in a learning environment
and must be integrate effectively, which requires a comprehensive design of

instructions and instructions based on specific objectives developed in the learning

process. (Hansch, 2015)




OBJECTIVE

Our main objective in developing this work is to raise awareness among
educators about the importance of using academic strategies linked to gamification
as a primary axis to increase the active participation of the student population and

school motivation within the classroom.

Following this line of study we seek to develop academic strategies already
applied, improving them with dynamics and methods aligned with gamification.
Reforcing pedagogical teaching processes using strategies linked to gamification

and the use of games within classes.

And to conclude, with this research we will seek to break the paradigm that
gamified elements within the classroom are a waste of time, demonstrating that it is
necessary to break stereotypes of traditional educational routines to achieve the

acquisition of effective learning.



Theoretical reference

Learning English is a vital skill for foday's education; Due to this, various
teaching methods have been designed fo respond o the needs of students without
leaving aside the seriousness that comes with assuming the challenge of an
educational process of obtaining motivation in learning a foreign language, such as
it is the English language.

Reviews of research, articles, scientific journals, digital repositories and
experimental studies were carried out to propose didactics that generate meaningful
learning. Opting for gamification as a revealing and essential strategy in educational
activities, since, as has been mentioned through playiul or gamification methods it
is possible to strengthen linguistic skills, oral skills, managing to promote the active

participation of learners.

Current education means that teachers are constantly searching for new and
better tools that reinforce the educational process. To date of this research, the most
innovative is gamification, a strategy that enhances active and meaningful leaming
where, thanks to the use of games, the development of the teaching process is
encouraged with active learning, facilitating cohesion, integration and motivation of
the content. In this way, assigning the student the character of an active agent in the
educational process, not that of a mere recipient of content and information as the
educational process of traditional education was handle. (Marin Diaz V. , 2015)

Strengthening language teaching through gamified strategies is closely relate
to the use of active participation. Globally, one of the main problems in teaching
English in schools is the lack of an appropriate teaching approach that adapts to the
needs and characteristics. (Khlood K. Alshareef; Albiladi Waheeb S. , 2019)

Gamification is successful if it works in symbiosis with the correct motivation,
as the axis for effective second language acquisition. Motivation represenis a

determining pillar; in which teachers must rely when carrying out an effective learning
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process, paying attention to their motivation when designing the necessary
specifications for gamification to be assertive and effective in nature, which generate
active participation. Since with the appropriate motivated strategy we will be able to
provide students with situations, so that they introduce an intentional effort,
developing life actions, aimed at a certain result: the achievement of the learning
objective and the development of the necessary skills to master a second language.
(Osorio A. B., 2019)

To maintain the interest and motivation of students, it is necessary to look for
tools that enhance their leamning; in this way, the content taught is useful in their daily
life, developing skills that will aliow them to face the difficulties and challenges that
come with it learn English. Thus, the most important thing to achieve motivation in
the educational process is to use active and innovative didactics that arouse the
interest of students of all ages. (Bravo, J. C., Intriago, E. A., Holguin-Villafuerte, J.,
Garzon-Molina, G., & Arcia-Ortega, L., 2017)

Within the English language learning process, it is vital to motivate the student
to learn. To design this process, different didactics can be use, which must be adjust
ta the needs of each one of them since there is no pure learning, nor a specific style
when we have an updated educational model. (Cederio Macias, 2017).

Speaking of a more updated education, or also known as a disrupfive
educational model, elements such as gamification define the educational model that
is being use. Defining in this way the application of principles and elements of the
gamified class with learning environments with the intention of influencing behavior,
increasing motivation and promoting student participation. (Vanzin, T., Batista, C.
R., & Lopes da Silva, A. R,, 2013)

That is, defining the focus of an educational process, or advancing towards a
new level or new grade through recreational activities or games, scientifically
generates dopamine, which is an important neurotransmitter for learning and
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motivation, this manifested in the neural system of students, in this way it helps to

capture, acquire and memorize new knowledge. (Sanguineti, 2014)

In learning the English language, when gamification is address, defined as a
playful activity that stimulates curiosity and promotes concentration, thus
strengthening memory, assimitation and processing of lexicon, linguistics and

syntactic structures required learning English.

Oral communication within the education process includes a didactic course
in which several subjects coexist by being in communication with each other.
Therefore, oral communication is a form of communication exchange between
several pariicipants based on communication, where both receivers and senders of
the communicated information intervene. In this way, during learning the English
language, students must be constantly participating in each of the activities that the

teacher carries out in the classroom. (Mamani Quispe, 2020)

In short, games in the classroom increase fun and improve attention,
promoting cognitive development, which favors the learning of a language. However,
the use of gamification in classrooms should be limited; the practice should not be
used in all the topics taught, because in the end it can generate indifference. It should
be noted that the results obtained in their study show that the level of motivation of
the students has increased, influencing the development of linguistic skills.
(Caicedo-Coello, J., Vallejo-Valdivieso, P., & Moya-Martinez, M., 2020)

Gamification ensures that important skills in education, such as problem
solving, collaboration and communication, are properly develop for the English
language learning process. Still, they argue that the need for interaction in a gamified
approach to education encourages students to play an active role in the learning

process, which increases active student participation, and therefore reflects that the

content taught is strengthening knowledge. (Sanchez Pacheco C. L., 2019)




It is precisely in the above, where lies the importance of choosing correctly
the academic strategy. Also establishing a link between gamification and education
since in traditional education the use of games was consider as a time of recess or
active pause within the class, however, with this study we understand that it is
precise with the use of these dynamics where students acquire the skills and learning

that they hardly forget.

METHODOLOGY

The development of this research, for the purpose of this work, was carried
out in the classrooms of the Magaly Masson del Valle Carrera Fiscal School, in the
city of Chone; province of Manabi; at the basic general education level;, From the

second year of Basic General Education to the fifth year of Basic General Education.

The ages of the students ranged between 6 and 9 years. Within the
classrooms it was estimate that there were 25 students per classroom, in the sample
the female gender predominated in the observed students, the total sample is made
up of 100 students from the different grades mentioned above.

The research was carried out for four weeks during the school year.
Authorization from the academic authorities of the Institution was necessary to

schedule meetings for the application of the research instruments.

Both the observation sheet and the interview; which delayed their application,
especially due to the lack of time factor, and even more so with the energy crisis that
Ecuador is suffering.

These instruments were validated by experts in the educational area, in
addition to the collaboration and commitment of the teachers who demonstrated their

commitment to continuous improvement, which is refiected in this research.



For this, the student is required to identify their levels of distraction and the
degree, of detachment from the activity being carry out. Also identified that it is
necessary to develop attention strategies (tracking, comparison and focusing) in the
classroom; so that students internalize attention and participation skills during the
execution of the academic planning proposed for the student. (Senra N., 2021)

Context

Due to being in a public school, we must dispense the use of technology,
when choosing an effective strategy to teach classes; subsequently, not have the
use of an open Wi-Fi network; monitors, or televisions. It is relevant to say that, for

the activity of listening, in case the class require it.

The use of flashcards, recreational activities, board games, dramatizations,
and group dynamics, among others; are resources that the teacher has when
planning the class. In the class routine, we noticed that employing strategies where
the student wins prizes, such as, for example: ponderation tables, achievement of
goals, and earning stamps, among others; assertively motivates studenis to
participate in class and guarantees that the premise of a class assimilated correctly
by the students.

Searching for alternative effective strategies outside of technology initially
represented a challenge, however, during the class we noticed that the students
were receptive; and we discovered that teachers must exercise their creativity when

planning the class and looking for the best effective strategy. (Cantador |. , 2019)

RESULTS

Ponderation tables in the form of rewards for objectives met by the students,
which we will observe in the statistical graphs that within a class of 25 students there
was an efficiency of 80% of motivation and high active participation. At the beginning
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of this strategy, found a classroom with no desire to learn English and delivered a

more motivated classroom with high spirits thanks to this technique.

As we have mentioned previously, to carry out the field research we used a
qualitative-quantitative method, we leverage instruments such as the interview and
observation sheets. To carry out this research, the second-year group of basic
education was chosen. We made the questions under the dynamics of role change.
To begin, we sat on the floor to break the ice in the classroom and created links
between the moderators and the 6 to 7 years old students.

The results obtained in the investigation determined that the application of
active strategies is important because they are instruments of interaction between
teachers and students during the teaching-learning process so that the student
assimilates the information taught more effectively. During the class, we understood
that the motivation of students increases as the ponderation table grows because
the instinct of competition is born among the students. This instinct does not
discriminate gender, academic level, social status, etc. Especially noticed positive
results in the younger student population, without affecting the positive results in the

older ones.

The results obtained allowed to show that the teachers do not know exactly
the definition of gamification and its role in the teaching English; on the other hand,
the teachers have not been trained in gamification strategies in the teaching of the
language. At the same time, it was possible to show that with the use of the weighting

tables the students assimilated better the content of the academic planning received.

Finally, it concluded that this project promotes their leamning from the
gamification strategies, since the teacher mentions that he uses gamified strategies
for teaching English, it makes it an enjoyable class for students to develop skills and
acquire planned knowledge. In the practice of field research tools, it is understood
that for students, the English class where gamified strategies were used became

their favorite moment of class schedule.
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Results from the interviews

Table #1

Effective gamified strategies|Yes [No Total
and school motivation % % %

Do you consider important to
develop effective gamified
strategies in teaching the English|{100% [0% 100%
language? Why?

How does the use of gamified
strategies in the development of an
English class affect student|100% {0% 100%
absenteeism or lateness?

Do you consider that performing
gamified strategies increases
studenis' motivation to learn the
English language? Why?

50% |50% 100%

Teachers' mentions that he uses gamified strategies for teaching English, it
makes it an enjoyable class for students and those students prefer develop skills
and acquire planned knowledge.

In the practice of field research tools, we understand that for students, the
English class where gamified strategies are used is their favorite moment of class
schedule. The classroom environment denotes confidence in the students and
clarity, as well as group work, cooperation and motivation are high, this is due to the
use of strategies and the dedication that the teacher takes in the face of distractions
and possible obstacles to development, of the class. However, when using fluency
and dialogues, students tend to get distracted; which may be due to their age and
the development of the ability fo focus attention.

This reflects in the interviewees showing a positive tendency in favor of the

effectiveness of effective strategies, with a tendency to be 100% in agreement with
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the use and employment of effective strategies in the process of learning the English
language.

Table # 2

Academic strategies &|Always|Sometimes|Never |Total
academic planning % % % %
What place does the use of
effective gamified strategies
occupy in  your academic
planning?

Do you consider that the
institution where you currently

0% 5% 25% 100%

work uses effective strategies in|0% 50% 50% 100%
the execution of academic
planning?

What do you think of the
symbiosis between education

and gamification within the|{50% [50% 0% 100%
classroom? Can we learn by
playing?

Within the development of correct academic planning, teachers must ensure
that they correctly select the strategy to be follow within the class planning; Effective
gamified strategies are tools to be consider by the teacher to improve the educational
process by promoting the development of skills required for the acquisition of the
English language.

Unfortunately, the data reflects that only 50% of the topic of effective gamified
strategies found in word of mouth in curricular planning. For the teachers that
participate in the interview, playing is also part of learning; children in this way
develop fully both physically and academically. The research noticed that the
students were receptive since with the dynamics used at the beginning, used fun as
a hook to gain the attention of the students who, despite their age, answered al! the

questions and derived premises that use to endorse the present work.

The teacher must constantly evaluate the progress of students who take

classes with gamification. It is important to ensure that students are learning and are
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motivated to continue participating in games and activities. If necessary, the teacher
should adjust the strategy to get students to use the game to consolidate the
knowledge taught in English class. One of the interviewers said: “the best way to
learn because they remember games more easily than classes taught in a traditional

way”.

Regarding the use of materials and strategies that support and promote the
English class, it denotes that the teachers in the sites selected for the field research;
they correctly use and deploy the strategies they have previously selected in their
academic planning. We also observed a positive response from students to the
innovative strategies taught by teachers. Therefore, we consider the importance of
academic planning be aligned with new strategies that are consistent with the skills
and competencies to be developed.

Despite the fact that teachers stated that it is important to talk about effective
strategies in academic meetings in 100% of the sample. Unfortunately, when the
frequency with which this topic is addressed is investigated, the data only reflects
50% that teachers spend talking and exchanging experiences and tools regarding
effective gamified strategies.

Table# 3

Always|Sometimes|Never |Total

Active participation % % % o,

In your work routine, what
strategies do you implement in
your classes to improve the
active participation of students?
Within active participation, what
do you consider the most|50% |50% 0% 100%
effective strategies?

Do you consider it is necessary
o talk about active participation{100% [0% 0% 100%
in academic meetings? Why?

25% |50% 25% 100%
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The correlation between fluency-oriented strategies and language learning
had a positive bias. This is why students who are predisposed to develop their
communication skills have the ability to pay attention to the articulation of English
linguistic practice. During the application of our research instruments, denote that
there is a symbiosis between the motivation of the students and the use of academic
strategies, within this symbiosis the most positive result is the active participation of
the students.

Active participation is a topic of academic planning, unlike the previous item.
This is reflected 100% in that active participation is address, which is not consistent
with the use of classrooms. The interviewees assure that it is due to the pressure of
time and the lack of resources that sometimes affect the use of active participation

in the classrooms.

Results from the observation sheets

Table#l

Sometimes |Not

Effective gamified strategies|Observed observed |observed |Total

and school motivation %

% %
The observed group appears|.., o o o
motivated and dynamic. 75% 25% 0% 100%
The teacher interacts with the 100% 0% 0% 100%
students
In the development of the class,
the motivation to learn the English|75% 25% 0% 100%

language is correctly developed.
Excitement observed  when
performing a gamified strategy in|75% 0% 25% 100%
English classes.

Order and discipline are
contemplated before, during and|50% 25% 25% 100%
after executing gamified strategies :
Atter_wtion is mai_ntained thanks to 25% 50% 25% 100%
|gamified strategies.

-14-




The observed students ,75% are motivated with the presence of effective
gamified strategies, 50% of the time the teacher uses these strategies the students
remain motivated. This is always according to the grade or academic level in which
they are, within the student population it is denoted that those of younger age, 4-5
years old, are those who find it more difficult to maintain attention and this more than

due to the effect of the strategy is influenced by their school age.

Using gamification, one of the challenges that the teacher faces is maintaining
order and discipline. In the sample it is observed that 50% of the class time the
students do not lose the structure, it is evident that it is a gain for the teacher since
the challenge with him adds 25% of the following frequency denotes positive results
for the discipline within from the classroom.

Motivation and enthusiasm in the sample show a 75% presence, which
generates positive data for effective strategies within the English language teaching
process. These results are consistent with the first point observed, which reflects
that students express positive results compared to 75% of positive results with the

presence of effective gamified strategies.

Table#2
j : Sometimes |Not
Academic strategies &|Observed
academic planning ’ % observed |observed |Total

% %

The strategies are in accordance
with the academic level, age, and{50% 50% 0% 100%
characteristics of the students.

It is denoted a properly structured

75% 25% 0% 100%
and planned class.
Gamified academic strategies help
planning executed more|50% 25% 25% 100%
proactively.
The strategies enrich the quality of 100% 0% 0% 100%

learning provided to the student.




In the institution, motivation for
teachers to implement effective
strategies in teaching English.

75%

25%

0%

100%

In the execution of the observed classes, it is 100% evident that the teachers

have a correctly planned and structured class.

In the sample of students, with their pass that reflects from 75% to 100%, in
the aspects of motivation in congruence with academic planning. The observation
denotes the importance of applying strategies that include gamified dynamics since,

in the population of the sample shows that a notable majority expresses that it is the

moment they enjoy a gamified class without neglecting how well structured it is.

This must go hand in hand, that is, gamification and discipline must work in

symbiosis and are not parallel, as is often intended.

Table#3

Active participation

Observed
%

Sometimes
observed
%

Not
observed
%

Total

Students are receptive to
increasing their participation with
the introduction of gamified
strategies.

50%

25%

25%

100%

The teacher locks for strategies
that allow the student to be an
active and not a passive agent in
learning.

75%

25%

0%

100%

The use of cards, images,
billboards in the execution of the
class is reveal.

50%

25%

25%

100%

The reward weighting tables for
students, which place they occupy
in the development of the classes.

25%

50%

25%

100%
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During the class, the use of visual aids and weighting tables represents a
highlight in the development of the class. With this, we have evidence of the success
of effective strategies in learning, which represents a main point to develop for our
research. Reflected with a data of 75% between the majority and the average, where
the receptivity of the students towards effective gamified strategies has a notable

reception in notable development, and an acceptance by the students.

The prizes and the weighting tables are unfortunately rarely use, due fo the
lack of class time regarding the subject of English. However, the students are
enthusiastic and receptive to this type of dynamics. This is evidence by a 25%
frequency of its use, versus the trend of other items; it denotes that in this aspect the
English teacher still has aspects to develop. This versus the 50% use of other types
of effective gamified strategies where the use of flashcards, visual aids, among

others, prevail.

DISCUSSION

Within the range of paths that can be take o execute an educational process
of the English language, pedagogy tells us about the benefits of gamified strategies
to encourage active participation compared to traditional academic strategies. In
traditional education, the one-way transmission of information is prioritized, where
the teacher expounds, and the students listen passively. This approach can result in
low motivation and difficulty maintaining attention, especially in language learning
that requires constant and active practice. In contrast, gamification, by incorporating
game elements such as challenges, rewards, competition and collaboration,
transforms learning into a more engaging and immersive experience. (Poveda
Pineda, D. F., Limas-Suarez, S. J., & Cifuentes Medina, J. E. 2023)

Through the performance of this work, the premise that confronts the
concepts of traditional education versus educational innovations have been
developed, which for the purposes of this research we will take the same gamified
academic strategies that, with their use, show greater motivation and interest, since

games intrinsicaily motivate students, generating greater commitment to the learning
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material. The possibility of obtaining points, badges, prizes, where the teacher
creates weighting tables where students see their progress reflected, thanks to these
elements a feeling of progress and achievement is create, encouraging active
participation in students. Through these sirategies where active participation is
encouraged, which through gamification requires the active participation of the
student to overcome challenges and achieve objectives of the English language
learning process. In language learning, this translates into greater oral, written and

listening practice, as well as dynamic interaction with the content.

Within the field of educational innovations, concepts such as meaningful
learning arise where by actively involving students; gamification facilitates the
construction of more meaningful and Ilasting learning. Concepts are better
internalized when applied in playful and relevant contexts. In this way, through
games they often promote collaboration, communication, critical thinking and
problem solving, essential skills for the 21st century.

Effective strategies that test active participation result in immediate feedback:
Games provide instant feedback on performance, allowing students to identify their
errors and correct them in a timely manner. Which generates adaptability and
personalization where gamified strategies can adapt to different leaming styles and

skill levels, offering a personalized and effective experience.

The above, in contrast to traditional strategies, lectures and memorization can
be useful for the transmission of basic information; they often fail to motivate
students to actively participation, in the language learning process. Gamification, on
the other hand, creates a more dynamic and stimulating environment, where
students feel more engaged and motivated to practice and improve their language

skilis.
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CONCLUSIONS

In the observation, it is evident that effective gamified strategies facilitate the
acquisition of new content through analysis and reflection; they require the study of
the objective and subjective aspects of the student environment, therefore, they lead
to educational reasoning about their daily activities and the environment that
surrounds them. They can be applied before, during and even after class; which the
process of learning English represents an essential element to consider when

developing curricular planning.

With the development of this essay, it evidence that English classes where
gamified academic strategies are used represent an opportunity for students to play
and learn at the same time. Thanks tc gamification, learning is generated that
transcends outside the classroom, which from any point of view is positive for

students, regardless of age or schoo! level.

During this research, it is evident that gamification is an effective and
successful strategy that teachers should consider when carrying out their academic
planning. Especially when we talk about teaching a second language, since thanks

to gamified strategies, manage to disperse tedium and demotivation when learning.

The importance of implementing gamification in the English language learning
process is that it serves as a highly effective strategy that, in addition to improving,
strengthens all the competencies and skills acquired. By incorporating elements of
fun and motivation, gamification creates an environment that encourages active
participation of students and encourages their active participation in the learning

process.

The need to improve students' academic planning was evident, where
teachers can include this type of strategies, without limitations or prejudices. Didactic
resources and the implementation of effective strategies go hand in hand;
gamification often faces the challenge of the absence of resources that provide
support.

Gamification within the classroom encourages teaching in innovative ways,
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for the development of their linguistic skills in an assertive manner. A methodological
strategy structured from gamification for the teaching-learning process of the English
language, allowing for better results in the area, facilitating teaching work and

motivating students both inside and outside the classroom.

The educator has a fundamental role in breaking traditional education
paradigms, the use of effective gamified strategies represents a link and an
instrument to ensure that students who are in the process of learning English, obtain
the educational objectives set, the teacher must be who must be trained to develop
these effective gamified strategies.

At the time of executing the educational practice of effective gamified
strategies for the English language learning process and those that facilitate the
transfer in the different contexts of action. Developing competencies regarding
personal autonomy to solve academic problems; that allow students o acquire the

necessary skills for successful learning in the English language.

-20-




Bibliography

Al-Dosakee, K., & Ozdamli, F. {2021). Gamification in Teaching and Learning Languages: A
Systematic Literature Review. Accessed at . Retrieved from Revista Romaneasca Pentru
Educatie Multidimensionala.: https://doi.org/10.18662/rrem/13.2/436

Anderson, V. (2020). A digital pedagogy pivot: re-thinking higher education practice from an HRD
perspective. Retrieved from Human Resource Development International :
https://www_tandfonline.com/doi/full/10,1080/13678868.2020.1778959

Aravena, F. (2023}. Facus group: Una técnica para indagar sobre lg prictica educativa. Retrieved
from Practica de Liderazgo.: https://www.lidereseducativos.cl/wp-
content/uploads/2023/11/PL_FA_FOCUS-GROUP,pdf

Brave, J. C., Intriago, E. A., Holguin-Villafuerte, )., Garzon-Molina, G., & Arcia-Ortega, L. (2017).
Motivation and Autonomy in Learning English as Foreign Language. Retrieved from A Case
Study of Ecuadorian College Students: https://n9.cl/cyoda

Caicedo-Coellg, 1., Vallejo-Valdivieso, P., & Moya-Martinez, M. (2020). Directed games and
motivation in students of the tenth year of Basic . Retrieved from Revista Arbitrada
Interdisciplinaria Koinonfa: http://dx.doi.org/10.35381/r.k.v5i9.617

Cantador, §. (2016). La competicién como mecdnica de gamificacion en el aula. Retrieved from Una
experiencia aplicando aprendizaje basado en problemas y aprendizaje cooperativo:
https://ddd.uab.cat/record/166455

Cantador, [, (2019). La competicién como mecdnica de gamificacidn en el aula. . Retrieved from
Una experiencia aplicando aprendizaje basado en problemas y aprendizaje cooperativo.:
https://ddd.uvab.cat/record/166455

Carolina Ponce Lara. (2017). Gamificacién en el Ecuador ¢ Los juegos pueden ser parte de los
porocesos educativosd y laborables? Retrieved from UDLA, Facultad de Comunicacion y
AudioVisuales: https://dspace.udla.edu.ec/bitstream/33000/8141/1/UDLA-EC-TPE-2017-
31.pdf

Cedefio Macfas, L. M. (2017). Repositoric UNMSM . Retrieved from Cybertesis.:
https://cybertesis.unmsm.edu.pe/handle/cybertesis/6450

Contreras, Ruth S.; Eguia Gémez, José Luis. {2016). Gamificacidn en aulas universitarias, Madrid y
Barceloona, Espaiia: Bellaterra : Institut de la Comunicacion. Retrieved from
https://www.researchgate.net/publication/319629646_Gamificacion_en_aulas_universita
rias

Datnow, A. y Schildkamp, K. {2017). Uso de datos en la promocidn de fe mejora en la promocidn de
fe mejora. {-E. U. Portales, Ed.) Retrieved 2024, from Liderazgo escolar y mejoraen lasy
majora en las escuelas: ONCE MIRADAS.

-21-




Dfaz Marin, V. (2015, june 23). Educative Garmification. An alternative to creative learning. (S.
Facultad de Ciencias de la EducacidénUniversidad de Cérdoba, Ed.) Retrieved from Digital
Education: https://revistes.ub.edu/index.php/der/articie/view/13433/pdf

Gisella Milagros Camargo Miranda, Luz Adriana Cortez Baqueth & Diana Karina Ramirez Torres.
(2017). a Lidica como estrategia Pedagdgica para mejorar los procesos de motivacion
deadolescentes del grado 9%n la Institucién Educativa san Felipe Neri de Ia Ciudad de
Cartagena. Retrieved from Pedagogfa de la Lidica Fundacidn Universitaria los
Libertadores:

https://repository.Iibertadores.edu.co/server/api/core/ bitstreams/14338afb-6f4a-4b74-
a3b3-973fdb02ddbe/content

Gonzélez, L. d. {2018). Ludica como estrategia didactica. Retrieved from Genesis :
http://| genesis,uag.mx/escholarum/vol11/ludica.html

Hansch, A, (2015). Fostering Engagement with Guamification. Retrieved from Review of Current
Practices on Online Learning Platforms.:

https://papers.ssrn.com/s0[3/papers.cfm?abstract_id=2694736
Iturralde, E. (2001). La lidica. Retrieved from Potencia de aprendizaje: https://www.ludica.org/

Khlood K. Alshareef; Albiladi Waheeb S. . (2019). Blended Learning in Engfish Teaching
andLearning: A Review of the Current Literature. Retrieved from Journal of Language
Teaching and Research: https://doi.org/10.17507/jltr.1002.03

Lasater, K., , Davis, W. S. y Bengtson, E, Albiladi, W. S. (2019). The data culture continuum: An
examination of school data cuftures, Retrieved from Educational Administration:
https://doi.org/10.1177/0013161X19873034,

M., M. Q. (n.d.}. Retrieved from https://educas.com.pe/index.php/paidagogo/article/view/24

Mamani Quispe. (2020). La comunicacion oral en el idioma inglés: la construccién de una revision
tedrica. Retrieved from Revista de Investigacién en Ciencias de la Educacién, Vol. 2.
https://educas.com.pe/index.php/paidagogo/article/view/24

Marin Diaz, V. {2015). The educational gamification. An alternative to creative teaching. Retrieved
V.
from Digital Education Review: https://n9.cl/pign2 -

Marin Diaz, V. (2015). The educational gamification. An alternative to creative teaching. .
Retrieved from Digital Education: https://n9.cl/plqn2

eptiembre 21). Primicias de la Cultura de Quito. Retrieved from Técnicas

s i s "
n, P. M. (2013 prendizaje del idioma inglés en los estudiantes de los décimos afios y

activas paraela e e s -
deun taller metodo . d
PR 1 bitstream/25000/3392/1/T-UCE-0010-433.p
. dspace.uce.edu.ec/bitstre
http://www.dsh

aje de lenguas pard la diversidad cultural. Retrieved from Language

/ .
19). Aprend] -
Osorio, A. 8. (20 A diversity: https://doi.org/10.35381/e k\2i4.524

|earning for citturat

Merché

i




Osorio, A. B. (2019). Aprendizaje de lenguas pare la diversidad cultural, . Retrieved from Retrieved
from Language learning for cultural diversity: https://doi.org/10.35381/e.k.v2i4.524

Oxfard, Rebecca L. {2007). The Second Cinderella and Beyond. InR. L. Oxford, L2 Grammar

Strategies (p. Language Learner Strategies: Thirty Years o Research and Practice). Oxford:
University of Oxford .

Pionce Mendoza Kenya; Véliz-Briones Vicente. (2023). La ludificacion en el fortalecimiento del
procese de ensefianza-aprendizaje del idioma inglés en el nivel de basica Superior. ,
Retrieved from Revista Innova Educacidn:

https://revistainnovaeducacion.com/index.php/rie/article/view/907

Rubicela, C.-C. W. (2018). ESTUDIO DE LAS ESTRATEGIAS LUDICAS Y SU INFLUENCIA EN EL
RENDIMIENTO ACADEMICO DE LOS ALUMNOS. Retrieved from Instituto campechano.:
https://instcamp.edu.mx/wp-content/uploads/ZOlS/ll/An02018N014_70__80.pdf

Sanchez Pacheco, C. L. (2019). Gamificacién en la educacidn: éBeneficios reales o entretenimiento
educativo? Retrieved from https://doi.org/10.37843/rted.v7i1.5

Sénchez Pacheco, C. L. (2019). Gamificacion en la educacién: dBeneficios reales o entretenimiento
educativo? Retrieved from https://doi.org/10.37843/rted.v7i1.5

Sanguinett, 1. (R014). Neuroscience and philosophy of man, Retrieved from UBA Universidad de
Buenos Aires: https://n9.cl/lwbéc

Senra N., L. M.|[(2021). Metacagnicidn y formacién del estudiante universitario, Retrieved from Un
estudio en la carrera licenciatura en educacién especialidad pedagogia- psicologia,
Conrado, 17(80}, 184-193.: http://scielo.sid.cu/scielo.php

Simko, 0. (2014). Ludificacion: crear comunidades de aprendizgje atractivas. Retrieved from
Asociacién de Instituciones de Educacién de Adultos en la Reptblica Esiovaca Educacién
de Adultos y Desarrollo: www.dvv-international.de/es/educacion-de-adultos-y-
desarrollo/ediciones/ead-812014-comunidades/articulos/ludificacion-crear-comunidades-
de-aprendizaje-atractivas/

Vanzin, T., Batista, C. R, & Lopes da Silva, A. R. (2013). Contributions of creativity in different areas
" '’ 4
' of knowledge. Betrieved from Pimienta cultural: https://n9.cl/uy89
1

J d, S. N., Abdul Rahim, A. A., Khalilah Abdul Rashid,
__ Abd. Rahman, S. F., Azlan Mohamad, . ’ Ra
vaceoh I ?\n,ohammedhbdulwahab Aldaba, A., Md Yunus, M., & Hashim, H. . (2022). Gamifying
I:;;L Classrooms}hrough Gamified Teaching and Learning. Retrleved from Arab World
English : https:[idoibrg/ 10.24093/awej/call8.12.
/"

-23-




