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Abstract:

The effects of web-based, gamified vocabulary instruction (through Quizlet) on assessment scores and student motivation were the focus
of this paper. The primary features of gamification present in this study include ‘conditions for victory’ and leaderboards. Results of the final assessment
indicate that gamifiedvocabulary instruction through Quizlet’s competitive Match game and the use of a public leaderboard have a positive effect on
vocabulary assessment scoresHowever, quantitative student feedback from this study suggests this manner of gamified instruction may not affect
Japanese English Language Learner’s (ELL) motivation to study English or English vocabulary
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Research Question

In a learning context, gamification occurs when ‘game-like properties’ (e.g. rules,
conditions for victory, rewards, punishments, etc.) are introduced into a curriculum
with the goal of increasing student motivation or academic performance (Arnold,
2014).
A positive correlation between motivation and gamification occurs because
gamification leverages learners’ competitive instinct to encourage productive
behaviors (Glover, 2013).
The immediate feedback students receive from web-based games and the feelings
of accomplishment they feel upon overcoming the challenges said games offer can
keep students engaged in and outside the classroom (Lee & Hammer, 2011; Kapp,
2012; Abrams & Walsh, 2014).
The primary qualifications for gamification that Quizlet meets are (a) leaderboards
(the students were able to view the leaderboard on the Quizlet application in addition
to each week’s lesson page) and (b) conditions for victory, e.g. obtaining the most
points.
One of the largest issues facing vocabulary study is the general lack of motivation
toward vocabulary learning among language learners (Huyen & Nga, 2003; AlShawi, 2014). Gamification is one way in which instructors might address this issue.

In this study, the authors’ main aim was to investigate a possible
correlation between gamified instruction (via the Quizlet application) and
performance on vocabulary tests.
A secondary aim was to ascertain the efficacy of Quizlet as a motivational
tool to study English and English vocabulary. The authors hypothesized
that gamified vocabulary instruction would positively affect (a)
assessment outcomes and (b) motivation to study English vocabulary.
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Results
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Test Scores

The control group improved by a mean of 5.4
percent, while the intervention group improved
by 17.25 percent. Thus, the control group also
improve upon previous test scores without
intervention. However, even if the noninterventive improvement in the control group is
taken into account (i.e. subtracting control
group’s increase of 5.4% from experimental
group’s growth of 17.25 percent), the data
suggests that gamified instruction may have
helped the students increase their grades by a full
letter grade (11.85 percent).
Motivation
The experimental group’s (Class B) responses to
the pre- and post-intervention
surveys did not show a significant change and,
consequently, did not provide adequate
support for the researchers’ hypothesis that
Quizlet’s competitive Match game and public
leaderboards would increase student motivation
to study vocabulary.

Test Scores
It is possible that the convenience of having the class
vocabulary readily available at all times via the smartphone
Quizlet application led to an increase in study time or more
consistent study, but log-in frequency and play time were
unfortunately not tracked. Regardless, as Computer
Assisted Language Learning (CALL) activities like Quizlet
have been found to encourage persistence in studying
(Anjaniputra & Salsabila, 2018), it is perhaps fair to assume
the experimental group found themselves accessing their
Quizlet applications to study vocabulary more often than
the control group opened their KSU Wordbooks. This
becomes an increasingly likely assumption when one
considers that the KSU Wordbook activities can only be
completely once as opposed to the endless attempts that can
be made on Quizlet’s Match game.

Motivation
The students in this study may have felt less motivated to play
Quizlet over time due to fatigue with the Match game. Another
potential explanation is that the mandatory rounds were too short
to be engaging. Or perhaps, the Match game and the leaderboards
simply were not enjoyable to the students.
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Future Research
The authors suggest that this study be replicated in a
classroom (with Japanese learners) to determine if the live
nature of a face-to-face class in conjunction with
gamification influences student motivation or vocabulary
assessment outcomes. Moreover, replicating this study in a
classroom may also help to retain participants because
instructors will have more oversight regarding student
participation. This study could also be replicated with one
group of live classes and another group of classes online.
Using this research design, researchers may be able to
determine whether Japanese ELL motivations shift
depending on environment (i.e. online or face-to-face). The
authors also suggest expanding the number of classes to
considerably increase sample size (future studies could
involve a collaborative effort between several teachers to
accomplish this).

