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Abstract 
Gamification delivers evidence of being an innovative approach that fosters student engagement and enhances 
proficiency in language education. This study aims is to examine the effects of gamifi.cation on the transition from 
traditional English language instruction to bilingual educalion in Manta-Ecuador. lt uses an interpretative 
paradigm and a mixed-method research approach. The pa1ticipants were 81 students attending a prívate high 
school located in Manta-Ecuador. Data collection instruments included flash swveys, focus groups, observation 
forms, and pre-test/post-test assessments of overall English proficiency. The researcher designed an educational 
intervention incorporating cornn10n gamification elements to reduce non-flow emotions and improve English 
proficiency. The findings indicate that classrooms using gamification experienced notable improvements. 
However, the results also revealed that students leam more effectively and experience less stress when activities 
are not graded. These results highlight the potential of gamification as an effective teaching strategy but also as a 
means to reduce student stress in high-pressure high school environments. Future research should explore the long­
term effects of gamification and its impact on different levels of English proficiency. 

Keywords: Gamification, Learning English, Bilingual Education, Motivation, Teenagers 

l. Introduction 

Becoming bilingual is a goal for so many people to have the SKJLLS to speak two different languages, a condition 
that makes you stand out in front of others. It <loes not only help our resume but, according to Hajimohammadi 
and Heidari (2025,) being bilingual fosters overall cognitive mechanisms. Moreover, Yang et al. (2025) state that 
individuals with an L2 domain are better at creative performance than non-bilingual speakers. As a result, many 

prívate schools are increasingly shifting from h·aditional instruction to bilingual education to make their 
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educational plan reluctant from its competition. It makes local education evolve into one globalized with the use 

of English to offer public recognition. However, it is not yet an aspiration that not everyone can access (Bai & 

Zang, 2025). While sorne schools make a smooth transition, others face challenges, as becoming bilingual is a 

gradual process !hat takes time. 

In tnany countries, English is a key factor that improves a person's resume. In Ecuador, English is considered an 

asset in various educational fields (Alvarez et al., 2024). Nonetheless, among the countries in Latin America, 

Ecuador has one of the lowest English levels and worldwide reaches place #82 (EF Proficiency Index, 2024). It 
may center on demotivation, insufficient classroom hours, fear oflearning a new language, and students canying 

issues from the previous academic year. However, according to Sevy-Biloon et al. (2020), there are five factors 

affecting the learning of English in Ecuador such as pedagogical factors, use of Spanish in the classroom, 

perception of!he status ofCLT (Communicative Language Teaching), infrastructure, and educational policies. In 

. addition, there is also the problem with the teachers, as sorne do not meet the required qualifications to teach 

English in the public school system, according to Acosla et al. (2023). There is insufficien! funding !o hire qualified 

· Engli sh teachers, and schools' last resort is to cho·ose nón ~English teachers to teach basic English (Orosz et al., 

2021). This problem is more prevalent in public schools, while p1ivate schools often strive to become bilingual 

institutions to attract students. As a result, there are two contrasting realities within the same country. Despite the 

efforts ofprivate institutions, the overall English proficiency leve! in Ecuador remains low. 

A different issue to consider in Ecuador is the teaching methbdology. According to Song et al. (2025), traditional 

instrnction prepares students to learn by memorization, which fails to foster higher-order thinking skills. Moreover, 

such pedagogical methodologies are typically teacher-centered, meaning that students are passive listeners rather 

than active participants in the classroom (Alelyani & Alharbi, 2025). The challenges are the impact of online 
classes during the pandemic, which have contributed to students' struggles with sitting still and listening to a 

teacher (Argudo-Senano et al., 2023). These conventional methods are often perceived as boring and irrelevant, 

leading students to prefer technology and innovative methodologies (Srivani et al., 2022). It is in the teachers' 

cleverness to adapt their lessons using strategies that pro mote .creativity and fun by .focusing on including game 

elements in the lesson planning (Yuan et al., 2024). 

To provide more context for the main topic ofthis investigation, the transition discussed here occurred from one 

school year to the next. The world has not fully recovered from the pandemic of COVID-19 effects, and during 

that time, teachers had to rapidly plan strategies and Iessons to <leal with and teach using online resources due to 

the lockdown. This transition was incredibly stress ful for everyone, especially for teachers. These heightened stress 

levels impacted the quality of lessons and, consequently, affected students' performance, with the effects still 

evident in the years following the pandemic (Medina et al., 2024). In schools, deficits can be observed in sorne 

students, having difficulties concentrating for extended periods during class. As a result, these students are now 

navigating a world of constant change, which can overwhelm their ability to adapt. This study explores the 

experience and results of gamification during a transitional pe1iod from traditional instruction to bilingual 

education in EFL. 

This article proposes a gamification methodology to support the transition into bilingual ·instruction by creating an 

environment offun where students avoid bumout (DiCesare et al., 2025). It allows students to relate the vocabulary 

they leam to their native language easily (Burgos et al., 2024). 

In addition, it is essenlial lo clarify concepts to dis!inguish between game-based leaming involving !he use of 
digital lools for teaching (Vodenicharova, 2022) and gamification, wl1icb incorporates game strategies commonly 

found in videogames to engage and motívate learners through systems of progression and competition. 

Gamification does not always require digital resources (Charkova, 2024). Thus, there are differences between 

these two methodologies that people usually forget and think of as one. Sipone et al. (2025) also suppo1t this idea 

by stating that gamification <loes not necessarily require technology or games to develop a lesson. In contras!, 

game-based aims to teach content by fully integrating gameplay into the learning process. 
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As technology evolved, people began integrating actívitíes from their daily lives wíth technological tools to 
en han ce theír experiences. One of which is entertaínment. When traditíonal games and technologíes combined, a 
new realm of possibilities emerged. This innovation sparked interest· in game-based learning, which combines 

digital technologies with education (Liu et al., 2025). As the educational field continuously seeks innovation, 
educators began exploring strategies from video games to enbance teaching. Nowadays, gamification has gained 

attention dueto its potential to engage students and, more impotiantly, improve language proficiency (Song et al., 
2025). 

Thus, Zolfaghari et al. (2025) analyzed 33 a1iicles on gamification in teaching English as a foi·eign language to 

ratify the benefits of such teaching methodology: (1) It can increase motivation for leaming, engagement, and 
active paiiicipation, (2) The benefits arise from elements and activities teachers can incorporate into their lessons 
through gamification, (3) Games involve people for enjoyment or learning; they could be practiced alone or in 
groups, (4) Rewards are elements that make games enjoyable, .based on the behaviorism theory. 

Gámification applies diverse strategies to teach attractively. However, learners require rewards to take part in a · 
les son (Chen, 2025). It can be an extrinsic motivation. Consequently, students will not participa te in lessons when 
they do not receive a reward (Cruz et al., 2018). According to Bardach and Murayama (2024), extrinsic motivation 

can foster intrinsic motivation. 

The behaviorism theory develop·ed by Csikszentmihalyi (1990) mentions tha't when people fully concentrate on an 

activity oftheir interest, they entera state of"flow," where they keep immersed in the activity and feel in control 
oftheir actions. An aspect ofthis theory is that when individuals engage in tasks t~at match their skill level, they 

enjoy the experience and avoid negative emotions such as frustration (Arai, 2025). In addition, the flow theory is 
closely related to gamification, as one ofits goals is to minimize negative emotions in students, such as anxiety or 
shame. Gamification can guide students into a flow state to feel good about achieving their objectives through 
appropriately challenging tasks (Rababah et al., 2025). 

In this a1iicle, the research team developed an educational intervention using multiple digital resources to engage 
students, sucb as Canvas, YouTube, Wordwall, Genially, and LyricsTraining. As suggested by Cordoba et al. 
(2024), the application of game-based leaming relates to students' access to digital resources. The success of 
gamification is dependent on the teachers' creativity and adaptability (Tayeh et al., 2024). Videogame strategies 

encourage gamers to keep playing and use for learning a foreign language; it is necessary to ensure tbat rewards 
and challenges are clearly defíned to foster a sense of progression among students (Jaramillo-Mediavilla et al., 
2024). 

According to Kámrach y Sriwichai (2024), speaking skills and confidence should be fostered for speaking fluency. 

Participants studied Science, Technology, Arts, Math, and Social Studies. Such an educational approach is beyond 
the language barrier academically recognized as STEAM (De la Cal et al., 2023). Each subject presented content­
related challenges, and the abrupt transition to this approach made leamers feel incapable ofleaming (Mcewin et 
al., 2025). The research team, non-native English language users, can attest to the challenges of leaming English. 
In the early stages, it is crncial to master the concepts of vocabulary, sounds, and pronunciation. Effective 

acquisition of new words is essential to avoid difficulties in later stages, where communication may be 
misunderstood (Morsi & Sivakami, 2024). 

Previous studies emphasize the increasing relevance of the English domain for personal success. Thus, Bai and 

Zang (2025) highligbt that young people see proficiency in English as a mechanism to accomplish their goals in a 
globalized world when bilingualism is beneficia) for their futme careers. Furthennore, Srivani el al. (2022) and 
Yuiln et al. (2024) discovered that modem · students find traditiona:l teaching methods ineffective, preferring 

interactive tools like games and videos. In addition, McEwin et al. (2025) infonn that for the pmticipants to study 
STEAM subjects is a complex cballenge, marking as necessary that students understand the content enti.rely. 
Finally, studies by Zolfagbari et al. (2025) and Song et al. (2025) support the beneficia! effects of gamification on 
student motivation and language development. 
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The questions ofresearch to answer are: 

1: What are the motivations for leaming English as a foreign language? 

2: What are the preferences regarding linguistic practice to leam English? 

3: What are the perceptions concerning the challenge ofbilingual education? 

4: How engaged are participants in practicing EFL through gamification? 

Vol.8, No.2, 2025 

5: What changes reached the paiticipants' Engtish language knowledge at the end ofthe intervention? 

This study aims to examine the effects of gamification on the transition from traditional English language 

instrnction to bilingual education in Manta - Ecuador. 

2. Methodology 

This study subscripts to the interpretative paradigm, with a mixed-method approach. The participants are 81 

students, 39 male and 42 fema le. The participants' ages are between sixteen and seventeen years old; they attended 

regularly to a p1ivate school located in Manta-Ecuador which transitioned from a cortventional educational system 

in Spanish language toward a bilingual instructional system. The research follows the ethical codes ofUniversity 

Laica Eloy Alfaro de Manabi in Ecuador and the American Psychology Association (APA). It means that the data 

collected is under the care of the research team leader for at least 7 years. Data can be used only for academic 
purposes never for commercial purposes. 

2.1. lnstruments 

The instruments used in this research are: 

Flash Swvey. - The instrumentad hoc has as purpose of collecting evidence of students' motivations for Jearning 

EFL. lt collects participants' opinions, ideas, thoughts, and perceptions conceming their motivations for leaming 

English as a foreign language. A panel of three experts in educational research ascribed to the ULEAM university 

from Ecuador evaluated the instrnment. They recornmended using the following categories to analyze the 

information collcctcd: (1) cultural acccss, (2) profcssional opportunitics, (3) social communication, (4) cducational 

advantages, (5) traveling benefits, and (6) leaming experience perspective. Participants responded to the flash 
smvey after every EFL lesson in printed fotmats which takes about 2-4 minutes on average. 

Focus Group guide. -The instrumentad hoc, collects information about the participants ' fear before facing a new 

methodology and lessons having a language complexion higher level. Tbe instrument was evaluated by a panel of 

three experts in educational research ascribed to the ULEAM university from Ecuador. They recomrnended to 

reduce the number of questions from 14 in the original version to 6 in the final version used in the study. The 

categories used in the focus groups are related to the teaching methodologies (a) gamification, (b) digital teaching 

tools, and (b) active lessons. A total of3 focus groups allowed to collect 95 minutes ofparticipants' voices. The 

focus groups took place at the installations ofthe school. 

Class Observation Fonn. -The inshumentused the Lesson Study Methodology. It evaluates students' engagement 

in English as a Foreign Language lesson. The items were planned to determine evidence concerning to the 

categories ( 1) participants' engagernent when practicing English language, (2) use of digital didactic garues, and 

(3) use ofno-digital didactic games. Dueto sorne limitations ofthe research team, school instrnctors recorded the 

sessions, therefore analyzed by the researcb team. They are a total of 12 class observations. 

English Language Knowledge pretest and posttest. - The instrument uses the rubrics of the First English Test 

(FET) of Cambridge Press. It assesses participants' changes in their English knowledge with a higher focus on 

gramrnar and vocabulary. The pretest administrated at the beginning of the research (two weeks after students 
·started the scholar year). The pretest assesses all the communication skills and-content that participants sh1died the 

previous school year. The post-test shows participants' communication skills changes after the educational 

inte1vention; it consists of ali the grades students acquired for around 3 tnonths that intervention !asted. The pretest 

and postiest were executed at the installations ofthe school under the supervision of school official instructors. 
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2.2. Process 

Stage 1. Selection of participants and design of research instruments. - The pa1ticipants are students of a private 

high school located in Manta Ecuador. The participants' parents and tutors were informed about the project aims 

and they signed a consent inform letter. 

Stage 2. Flash Surveys administration. - Researcher teatn runs flash surveys after every lesson in printed versions. 

They were 6 flash surveys to collect information about students' motivations for learning English language and 

the relations between their motivations and subjects they study. 

Stage 3. English language knowledge pretest administration. - It was administered at the beginning ofthe research 

evaluated pa1ticipants' knowledge about previous studies content. It consisted of questions for writing, speaking, 

listening, and reading skills. The time required for the evaluation of each skill is: 60 minutes. 

Sta ge 4. Focus group administration. - lt collected participants' opinions to improve the teaching transition from 

regular toward bilingual instruction. It allows the collectjon the infonnation about activities to learn and practice 

English language. The time required per focus group session is 25 min, a total of 92 minutes. 

Stage 5. Educational Intervention design. - The researcher designed an educational intervention with the 

application of digital and non-digital tools. The research team chose gamification as main teaching methodology 

to foster participants' English knowledge. The list of activities includes video-garues and garues for introducing 

vocabulary. It also followed ·the National high school currículum. The subjects considel'ed are Reading and 

Language Arts, Arts and Music, Social Studies, Natural Science and Math. The time required per session is 1 hour 

20 minutes. The total intervention time is 1 O weeks. 

Stage 6. Observation Forrn. - It consisted of a forro to evaluate the participants' motivation for learning EFL, 

participants' interaction, and conversations among peers conceming to the lessons. The Jessons were recorded and 

their analysis executed at the end of the school week. 

Stage 7. Posttest of participants' English knowledge. - It executed at the paiticipants' school installations. They 

used a printed fonnat. The instrument gathers ali the seores from the time the researcher staited the intervention 

to the end. 

Stage 8. Data analysis. - The researcher decided to execute data descriptive statistical analysis using Excel. The 

use ofpercentages allowed to group ali the data in a way that facilitates the analysis. It also used graphics to show 

the demonstrate the differences between the results. 

3. Results 

The results presentation follows the order of the research questions that appear in the introduction section of this 

paper. 

3.1. Participants 'motivations.for learning English as a.foreign language 

In answer to the research question 1: What are participants ' motivations for leaming English ·as a foreign language? 

The answers obtained using the flash survey were analyzed by choosing the most repeated answers dueto their 

frequency and similarities for finally being shown in percentages. 

Table l: Motivations 011 leai1iing the English Language 

· Subcategories 

(1) Cultural Access 

(2) Professional Opportunities 

(3) Social communication 
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TD VD D A/D 

0% 
0% 
0% 

0% 

0% 
0% 

0% 
0% 

15% 

60% 

0% 
30% 

A 

0% 
0% 

15% 

VA 
0% 

0% 
0% 

TA 

40% 
100% 

40% 
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(4) Educational Advantages 

(5) Traveling Benefits 

(6) Learning Experience Perspective 

0% 0% 

0% 0% 

0% 0% 

0% 0% 

10% 50% 

0% 20% 

0% 0% 100% 

10% 0% 30% 

0% 0% 80% 

For the subcategory (1) Cultural Access, most ofthe students gave similar answers to the indicated, tbis means in 

percentages the 40% for watching movies and series in their original language, this highlights the interest that 

people have in the language because they want to understand what they are into. 

In the subcategory (2) Professional Opportunities, it was the same procedure and the most repeated answer by 

100% was that students want to leam English beca use they know that it is possible to get better opportunities due 

to the language. 

For the subcateg01y (3) Social Communication, the repeated answer gave a percentage of 40% and it was said that. 

dueto Engli sh being the most spoken language in the world. A statement which is true nowadays since thanks to 

the power ofthe countties where English is spoken eve1yone wants·to leam it. 

The subcategory (4) Educational Advantage, the total was 100%, it was something that amazed me dueto many 

students considered English important because at the moment to look up for infonnation on intemet they found it 

in English thus being able to translate it is a big acbievement. 

For the subcategory (5) Traveling Benefits. - It is the subcategory with less participant frequency. The most ofthe 

participants are not sure about this reason for leaming EFL. The 30% of the participants were related to tt·avel 

specifically about going to other countries and being able to speak with foreign people. 

For the ca!egory (6) Learning Experience Perspective, the percentage is 80% being one of !he highest numbers, 

that means that in the moment of analyzing the answer the most repeated were related to leaming English is fun 
because the lessons are interactive and different from the others . Participants voted total agree meanwhile 20% 

were not sure about this reason for learning English language. 

3.1.1. Categorical analysis 

Main category: paiticipants' motivations for learning EFL. - They are the reasons students have to be gin, continue, 

and finish the linguistics practices using English language during their lessons every day. 

Subcateg01ies: (1) culh1ral access (2) professional opportunities, (3) social communication, (4) educational 

advantages, (5) traveling benefits, and (6) leaming expe1ience perspective. 

Sub-categories levels: High, Moderate, Low. 

From the categories and subcategories analysis ofthe patticipants' voices is extracted the table 2. 

Table 2: Analysis of the participants' motivations subcategories for learning EFL 

Subcategories Evidence Levels 
Cultural Access 

Professional 

Opp01tunities 

Social 

communication 

Educational 

Ad van ta ges 

PI: I don't like speaking English, but it is interesting to watch movies Moderate 

and series in English, but sometimes is difficult to understand what 

they say, ifl know the language would be better. 

P2: I like English because it helps me to reach new opportunities since High 

English is used in many countries. 

P 1: I like English so much because it is the primary language Modera te 

worldwide and many people use it to communicate. 

PI: I like English because it makes things easy at the moment to High 

search infonnation. 
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Traveling Benefits 

Learning Experience 
Perspective 

Education Ouarterly Reviews 

PI: I like English because I can travel and speak with people from 
other places. 

PI: 1 like English because its lessons are fun and interactive compared 

to other subjects. 

Vol.8. No.2. 2025 

Low 

High 

The evidence shows that the wish to establish direct communication with people from other countries is probably 
the main reason for leaming EFL in the groups of participants. 

3.2. Participants 'preferences regarding linguistic practice far learning English language 

In answer to the research question 2: What are participants' preferences regarding linguistic practice to leam 
English? The data collected using a survey is presented in table 3. 

Practiccs 
Pay attention 
Interactive Games 
Watching videos 
Participate in class 
Drawing 

Table 3: Linguistics practices pa11icipants prefer for learning 

Listening to music 
Reading and writing 
Exercises without a score 
Speaking 
Tcamwork 
Use ofTechnology 
Teacher good mood 
Total: 

% 
1.43% 
54.29% 
17.14% 

2.86% 
1.43% 
10% 
5.71% 
I.43% 
I.43% 
1.43% 
1.43% 
1.43% 
100% 

The table 3 shows the participants' preferences conceming linguistic practice to learn English as a foreign 
language. Most ofthe answers refer to interactive games as the best practice to improve learning. However, one 
participant commented 
"I learn better playing in a competition because it moti vates me to pa1ticipate" 

Participant mentioned in bis statement one of the principies of gamification which is motivation. 

The second percentage that predominates is watching videos, previous the application of this instrument the 
researcher made students remember the past simple tense by showing a scene from the famous TV series "Friends". 

Afterwards students were asked to choose a character and act out the scene. 

The activity seemed to be enjoyable and it the interpretation of a role is another of the principies of gamification. 
The third most requested is reading and writing in a lesson the reasons students gave me were related and in 

summary it is because they can learn and practice at their own pace, without being stressed out by the teachers. 

3.3. Participants perceptions concerning the challenge of bilingual education 

In answer to question 3: What are the partícipants' perceptions conceming the challenge ofbilingual education? 
The data is presented in the graphic 1. 
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Graphic 1: Participants' perceptions having the challenge of bilingualism. 

Thus, most of the participants reported no worries before the change to bilingual instruction, which is something 

attractive considering that the same percentage of students said that they were worried about having severa! 

subjects in English language. 

Therefore, in the responses obtained most of lhe students agreed on 3 items, which are item: (5) English language 

proficiency at the beginning of the process, ítem (6) Potential negative impact on their academic performances, 

and item (9) Subjects taught in English language. Consequently, participants perceive worried·about not having 

the enough English leve! to accept the change, they are worried that having to leam in another language could 

affecl their seores compared to previous years and they are worried aboul not having the enough 

vocabulary/pronunciation of technical words before the challenge ofbilingual instruction. 

3.4. Participants' engagement in practicin.g EFL through gam[fication 

In response to the research question 4: How engaged are participants in practicíng EFL through gamification? The 
partícipants' engagement responses appear in the table 4. 

Table 4: parlicipants' engagemenl lo practice EFL using games 

En a ement Items O 1 2 3 4 5 
11: Students are actively involved in the game or activity X 

l2: Students follow the mies ofthe game X 

I3: Students practice the target language structure and vocabulary X 

T4: Students use English when communicating with others during the garne X 

IS: Students are willing to participare even if they are not fully confident X 

16: Students express a positive atlitude towards the game X 
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17: Students show healthy competitiveness without discouraging others X 

18: Students are continuing to engage even ifthey make mistakes X 

19: Students complete lasks or rounds efficiently X 

I1 O: Students show frnstration, anxiety or disengagement X 

111: Students show improvement as the game progresses X 

112: Students ask the teacher for clarification about the game when needed X 

113: Students are enthusiastic about continuing the activity X 

Scale: O: No experience/No opinion (e.g., 1 have never experienced this or cannot evaluate it.), 1: Very negative/Strongly disagree (e.g. , 1 feel 
very frustrated, anxious, or disengaged.), 2: Negative/Disagree (e.g., I feel somewhat frustrated or disconnected.), 3: Neutral (e.g., I neither 
feel positive nor uegative about this experience.), 4: Positive/Agree (e.g., 1 fee l engaged aud somewhat cnjoy thc experience.), 5: Very 

posilive/Strongly agree (e.g., I fcel high ly engaged and tlioroughly enjoy the cxpericncc). 

From the participants' responses is possible to infer that -Past Simple Relay- and -Grammar Roulette- are the most 

accepted games. Participants demonst:rated their competence by being actively involved and following the games ' 

rules, however in a classroom not eve1yone has the same domain of the English language. This was observed in 

the practice of speaking, vocabulary acquisition, and commwlication during the practice using games. The 

limitation of the activity is the diverse participants' EFL knowledge leve! thus, not all participants have the 

language leve! required to speak tluently in English. 

Items 17 -Students show healthy competitiveness without discouraging others- and Item 18 -Sn1dents are 

continuing to engage even ifthey make místakes- were about the participants ' peers communication and lingu istic 

resilience. Those both items can be related due to with the healthy competitiveness the students do not seem 

affected to make mistakes. In addit ion, the Item II O -Students show fiustration , anxiety or disengagement- shows 

that a few students felt frustration in the moment of expressing their opinions because their language knowledge 

limítations, but most ofthem were enjoying the actívity . 

Finally, Item Il 1 -Students show improvement as the game progresses- is impo1tant since at first the srudents that 

were wrong with thei.r answers improved dúe to others' pa1ticipations, demonstrating that peers' assessment was 

a good way to indirectly help them improve while the game was progressing. 

3.5. Participants' English Language knowledge evolution 

In response to the research question 5: What changes in students' English language knowledgc are observed at the 

end of the intervention? 
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Graphic 2: participants ' EFL knowledge evolution when using gamiúcation 
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The changes are presented in the graphic 2. Data allows to infer that the factor interfered in participants of last 

year Qfhigh school progress is related with their future university studies. 

4. Discussion 

Based on previous research and the results obtained in the cutTent research, the research team agrees with Bai & 

Zang (2025), who affirm a global trend among youth who see English fluency as a key factor for success in a 

globalized world. Thus, the results showed the participants' motivations for Iearning the English Ianguage. It 

clarifies that bilingualism beuefits their future professional careers. 

The results about -Practices/ Activities that can i.mprove Iearning- allow the research team to ratify the position of 

Srivani et al. (2022) and Yuan et al. (2024) concerning students find traditional methodologies not useful and 

boring. Such selection of methodology depends on leachers' dexterity preparation and imaginalion. In addition, 

sutvey results show that students prefer to play interactive games and watch videos as instruments for learning. 

Each teacher is free to choose a teaching methodology. However, according to the numbers acqui.red, the 

application of gamification has demonstrated benefits, especially considering that it was applied in a bilingual 

institution, in which English is not ouly taught in one way. 

The lessons used games, i.rnages, videos, didactic explanations, movement, music, points for each student, and 

rewards that they could claim by saving the poiuts they got from participation. 

The research inspired the dilernma oftransitioning from regular subjects to STEAM subjects. Thus, Mcewin et al. 

(2025) state students need to grasp the content of each subject to comprehend the ideas and perform tasks. 

Students' perceptions before the change to bilingual instruction (Table 3) show learners expressed concerns about 

learning new subjects in the English language, while tbe other half did not feel uncomfortable with the changes. 

The research team agrees with Zolfaghari et al. (2025) that leamers appreciate gamification contributions. Such 

benefits can foster engagement in students dming the Iessons. The evidence ratifies Song et al. (2025) about 

gamification and its potcnti.al to catch thc· studcnts' spotlight and prepare thcir languagc proficicncy to cstablish an 

improvement in their seores before and after the educational intervention. 

Game desi.gn elements in Iesson planning helped teenagers improve their English and reduce stress during lesson 

administration. However, it is necessary to clarify the rewards, progress system, and challenges for students. They 

need to understand healtby competition. Everyone can accomplish and obtain the rewards. 

Meanwhile, gamification was effective dming the intervention, but sorne weaknesses were identified, particularly 

in group activities. Despite the low-stress environment intended, sorne studenls were reluctant to participate in the 

early classes. It suggests that gamification may not be as suitable for introverted leamers as activities, such as 

Lyrics Training, rely on collaboration. 

An unexpected result obtained in this research is related to behavior toward the activities becoming more 

competitive than anticipated. In addition, the interaction was not very engaging in the first rounds of the activities 

since they needed sorne time to accommodate the tasks. 

In addition, maintaining student molivation through rewards proved to be challenging. Even though a progression 

system used a points tracker to reward students, it appeared that those with the highest seores participated less than 

those with lower averages. The author suggests it may be because students who need to improve their grades put 

in more effort to eam score rewards. While gamification is a teaching too!, the rewards and progression system 

must be adapted to accommodate ali student needs to ensure equal paiticipation. 

Future studies should consider extending the duration of the intervention, application in different schools as 

p1ivates as publics, and ensuring that instrnctions are communicated more clearly. Using visual aids, such as 

graphics, rnay also help students understand the activities at first sight. Educators interested in implementing this 

168 · 



Asian Institute ofResearch Education Ouarterly Reviews Vol.8. No.2. 2025 

methodology should thoroughly research how game design elements can be effectively integrated into lesson 
planning to enhance leaming outcomes. 

The author hopes that the findings of this study are valuable to those interested in gamification. However, 

gamification alone is not a complete solution lo educational challenges. Based 011 tbis research, the investigator 

believes that a combination ofmethodologies, such as integrating gamification with game-based leaming can lead 

to more effective results. 

5. Conclusion 

The authors declare 100% fulfillmenl of the aims of the research project. It examined the effects of gamification 

on the transition from traditional English language instruction to bilingual education in Manta-Ecuador. The use 

of gamification can enhance motivation and language proficiency in the participants. The comparison between 

pre-test and post-test resu lls indicates that gamification improves English language proficiency, with seores 

increasing from 6.1 to 8.4 and 7.0 to 8.8. additionally, the parlicipants' altitudes toward the lessons resulted in 

seores from 2 to 5, with 5 indicating a very positive attitude towards the game. 2 indicating frnstration or 

disconnection. Most ofthe participants' responses were good when administrating gamification in the process of 

EFL learning is enjoyable. Based on these results, the authors conclude that gamification helps to reduce stress 

levels and increases students' motivation for leaming a foreign language. 

In conclusion, game design elements can be beneficia! in the transition from traditional English instruction to 

bilingual education. These results can guide CUITiculum designers in innovating EFL classroom practices and help 

educational administralors reconsider teaching methodologies based 011 student feedback. The participants showed 

interest in gamification as a didactic strategy that encouraged them to step out oftheir comfort zones . 1-Iowever, a 
limitation of this study is the execution in only one educational institution with a sample of 81 participants. Thus, 

the data corpus <loes not allow a generalization. Future research should explore its application in diverse schools, 

not necessarily for bilingual education, but for enhancing English proficiency. The research encourages further 

studies 011 game design elements in longer interventions and hopes this work contributes to improving EFL 

teaching strategies in both public and private educational settings in Ecuador and similar contexts worldwide. 

Through this study, the researchers expect to contribute to the ongoing innovation in English instruction across 

Latin America and, more importantly, support the transition to bilingual education througb gamification. 
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