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Introduction

MotivationisimportantintheEnglishlearningandacquisitionprocessofthe

studentsbecauseitmakestheactionsmoreeffective,asaffirmingbyDornyei(1998)

citedbyEkizandKulmetov(2016):

Highlightontheinfluenceofmotivation,whichisconsideredasakeytolearninga

secondlanguage(L2)andoneofthebiggestfactorsaffectinglanguagelearners’

success.Itiswidelyacceptedthatthemoremotivatedlearnersare,themore

successfultheywouldbeatlearningthesecond/foreignlanguage.

Despitethis,thereisalackofstudents’motivationtolearnEnglishthataffecttheir

levelofthislanguage,forthatreason,itisimportanttoimplementdifferentstrategies

thatcontributetomotivatestudentstolearnEnglishasasecondlanguagesuchas

gamificationandgamebasedlearning(GBL)strategies.

“Gamificationistheuseofgamemechanicsaslives,avatars,scores,levels,pointsin

anon-gamingenvironment”(EDUCATION3.0,2018),and“game-basedlearning(GBL)is

theuseandadaptationofgamesintheEnglishclassesinordertointroduceordeepen

thetopictobedeveloped”[Infografía](n.d.),thesestrategieshavenotbeen

implementedtothethird-gradestudentsatMercedesPardodeSimmondsandLaura

Valenciaelementaryschools,itwasdemonstrated,throughadiagnostictestdoneto

them (SeeappendixB),thepreviousreasonsthethird-gradestudentsofbothschools

weretheadequatepopulationforthisprojectwhosepurposewastomotivatethem to

achievemeaningfulEnglishlearning.Students’motivationwasdeterminedthroughtheir

activeparticipation,disposition,andattitudeinthegamificationandGBLsessions.

Inthisdocumentitisfindtheexplanationabouttheimportanceofimplementing
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innovativestrategiesintheEnglishclassesandthedifferentkeyconceptsaroundwhich

thisresearchwasdeveloped,aswelltheconceptualdistinctionsweremade,theideas

wereorganizedandtheauthorswhosupportedthetheoreticalbasesthatexplainedthe

importanceofgamificationandGBLinnovativestrategiesintheeducationfieldandthe

benefitsthatthesehave.

Inthesameway,themethodologydevelopedwasaqualitativeapproachanda

participatoryactionresearchdesign,throughparticipatoryobservationasatechnique

andinstrumentssuchasthefielddiary,workshopsandaudiovisualequipmentallowed

todeterminethemotivationlevelsandmeaningfullearningofstudents.Theaboveletto

carryouttheanalysisoftheresultsobtainedfrom thegamificationandGBLactivities

implementationasinnovativestrategiesintheEnglishlearningprocessofthirdgrader

studentsintheinstitutionsmentioned,aswell,thereisaconclusionsessionwherethe

mostimportantaspectsoftheresearchoutcomeswerelisted,recommendations,and

somelimitations.
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1.Justification

Englishlearninghasbecomeaneedsinceithasmanyadvantagesindifferentfields

oflife,forexample;itopensdoorstootherculturesandprovidespersonal,academic

developmentandtheearlyteachingofthislanguageinchildrenhelpsthem toacquire

meaningfullearningofit,forthisreason,itisnecessarytoimplementEnglishlearning

alternativesthatcontributeforimprovingthestudents’motivationlevelsbecauseit

makesstudentswanttolearnEnglish,asaconsequence,theyachieveagoodlevelofit.

AccordingtoMasgoretandGardner(2003)citedbyEkizandKulmetov(2016)“a

motivatedlearnerexpandseffort,takesresponsibility,hasgoals,desires,enjoythe

processandlearning.”

Nowadays,itispossibletoimplementdifferentteachingstrategiesand

methodologiesthroughpedagogyanddidactic.Inthisway,itisessentialthatteachers

leavetheircomfortzoneandfittheneeds,likes,andlearningstylesofstudentsinorder

tosupportandmakeEnglishtopicsmoredynamic.

ItwasdecidedtoimplementgamificationandGBLstrategiesinthirdgradersat

MercedesPardodeSimmonsandLauraValenciaelementaryschoolsbecausethat

populationwasadequatetodevelopthisprojectduetothenumberandageofstudents

andtheimportanceofgamingactivitiesintheirEnglishlearningprocess.Theobjectives

ofthesestrategiesweretoachievemeaningfulEnglishlearningtodevelopnewlearning

alternativesandhelptostrengtheninterestanddeterminestudents’motivationlevels.

Inaddition,gamificationandGBLallowtocreatedynamic,pleasant,andfunspaces

forstudents,accordingtothat,thesestrategiesadditionallyhavemanybenefits,for
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example,theyimprovethestudent-teacherrelationship,bestdisciplinecontrol,promote

teamwork,moreattentiontotheteachers’explanations,deepenandreinforceEnglish

topics.Besides,studentslosethefearofmakingmistakes,theyhaveactive

participationandresponsibility,theirmotivationtolearnthislanguageincreasesand

theycanusevocabularyincontexttoachievemeaningfullearning.

Ontheotherhand,thesestrategieshavenotbeenincludedinthepedagogyand

didacticareasandtheprofessionalpracticeintheModernLanguagesEnglish-French

program,andtheycouldrepresentadifferentoptionthataccomplishesapositive

impactonthestudents’processandtheirprofessionalpractice,consequently,theyare

encouragedtoimplementthesestrategiesintheirEnglishclasses,sincetheymake

studentsenhancetheirlearning,motivation,andactiveparticipation.
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2.Problem Statement

Motivationplaysanimportantroleinthestudents’Englishlearningbecauseithelps

them tohaveagoodattitude,participation,andinterestintheEnglishclasses,which

leadsthem toachievemeaningfullearning,asstatedEkizandKulmetov(2016)

“Motivationactsasadrivingforcethatencouragesthelearnertolearn,initiatesthe

learnerstoadoptappropriateskillsaswellasfacilitatethem touseforgaining

knowledge.”

Onthecontrary,thelackofmotivationofthestudentsintheirEnglishlearningcan

havenegativesresultsinitsacquisitionsuchasdisinterest,lowlevel,anddifficultyfor

developingthelanguageskills.Somefactorsthataffectstudentmotivationcanbe

teachers’attitudeandtheirteachingstrategies,EkizandKulmetov(2016)highlightthat

“Students’learningmotivationisdirectlyaffectedbytheteacherandtheteaching

techniquesthataresupportedwithappropriateguidanceandadvice.Learners

appreciatethedistinctivepathsofferedtothem tofollowforbetterunderstandingand

learning.”Theabovementioned,invitestoimplementnewlearningalternativesinthe

classroomsandmotivatestudentsinsearchofmeaningfullearning.

Throughasurveydonetothird-gradestudentsatMercedesPardodeSimmondsand

LauraValenciaelementaryschools,itwasevidencedthatintheirEnglishclassesdidnot

implementstrategiesthatincludegamificationandGBL,consideringthatthese

strategiesmotivatestudentstoparticipateandtolearninafunway.Therefore,itwas

importantfortheresearchprojecttoanswerthefollowingquestion:

Howtoimplementgamificationandgame-basedlearning(GBL)activitiesas

innovativestrategiesforthedevelopmentofEnglishclassesofthirdgradersat
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MercedesPardodeSimmondsandLauraValenciaelementaryschools?
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3.Objectives

3.1Generalobjective

Toimplementgamificationandgamebasedlearning(GBL)activitiesasinnovative

EnglishlearningstrategiesforthedevelopmentofEnglishclassesofthirdgrade

studentsatMercedesPardodeSimmondsandLauraValenciaelementaryschools.

3.2Specificobjectives

✔TodesigngamificationandGBLactivitiesthatallowthirdgradestudentsatMercedes

PardodeSimmondsandLauraValenciaelementaryschoolstoachievemeaningful

Englishlearning.

✔TodevelopnewalternativestocarryouttheEnglishclassesofthirdgradestudentsat

MercedesPardodeSimmondsandLauraValenciaelementaryschoolstoachieve

meaningfullearningofEnglish.

✔TodeterminemotivationlevelsofthirdgradestudentsatMercedesPardode

SimmondsandLauraValenciaelementaryschoolsthroughtheobservationreportsof

thegamificationandGBLactivitiescarriedoutintheEnglishclasses.
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4.Literaturereview

TheresearchrelatedtoGamificationandGBLasinnovativestrategiesindifferent

contextsinternationalandnational-showedpositiveandimportantresultsintopicslike

motivation,teamworkandmeaningfullearning,hence,itwasrelevanttoreviewthose

studiestosupportthepresentproject.

4.1Internationalliteraturereview

SomeinternationalresearcherssuchasCampos,Chacc,andGalvez(2006)

developedexploratoryresearchandamixedmethodologicaldesignthatsuggested

gamemechanicsasapedagogicalstrategythatattainedmeaningfullearning,

contextualized,andfocusedonthestudents.Besides,thisstrategyservedasabasisfor

newmethodologiesindifferenteducationareasandithadbenefitsinEnglishlearning.

Ontheotherhand,Gonzales(2017)inhisresearchcalled“LaGamificacióncomo

elementomotivadorenlaenseñanzadeunasegundalenguaenlaeducaciónprimaria”

indicatedthatitwasdevelopedintothreephases,thefirstone,heexplained

gamificationastheuseofgamemechanicsapplicationinnon-gameenvironmentsand

theimportanceofusingintheclassroom toincreasemotivationlevelsinthestudents

andtoobtainmeaningfullearning.Inthesecondone,hedesignedadidacticproposal

thatintroducedgamificationintheEnglishlearningandteachingprocess.Inthelastone,

heappliedthegamificationprojectwhichhadverygoodresultsandstudentscould

easilylearnEnglishtopics.Further,Gonzalessaidthatmotivationisimportantbecause

itdeterminesthestudents’willingnesstolearnandtoinvolveintheteaching-learning

process,moreover,itisnecessaryteachersknowtheappropriatewaytomotivatethem.
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TheresearchdevelopedbyAguilar,BrionesandCordova(2019)“lagamificación

comoestrategiametodológicaylagestióndeherramientasofimáticascomologrode

aprendizajeenlosestudiantesdeprimerciclo,enlaasignaturadefundamentosde

informáticadelafacultaddeadministraciónynegociosdeunauniversidadprivadade

lima,en2018II”,theydescribedhowgamificationwascarriedoutasamethodology

strategyandthemanagementofofficeautomationinparallel,whichbenefitedto

studentsofthissubjectsincethisgeneratedhigherlevelsofintrinsicmotivationand

involvementinactivitiesthatcausedthem anachievementinlearning.

4.2Nationalliteraturereview

Atthenationallevel,itwasfoundadissertationrelatedtothisresearch,itwasin

2015thatGomez,MolanoandRodriguezin“Laactividadlúdicacomoestrategia

pedagógicaparafortalecerelaprendizajedelosniñosdelainstitucióneducativaNiño

JesúsdePraga''raisedastrategytocreatedynamicspacesthatreinforcedstudents’

interestandskillsinordertofacilitatethelearning.Theresearchershighlightthe

students’participatoryattitudesinceintheactivities,theywerealwaysexcitedand

spontaneous,theydevelopedcreativity,concentration,andmemory.Moreover,the

proposededucationcommunitywasinvolvedintheprocessofgeneratingspacesand

conditionswherestudentsweremotivatedtolearnthroughthegames.Theresearch

hadtwophases;inthefirstphase,thereweretechniquesapplicationsuchasformaland

informalsurvey,observation,fielddiary,anddocumentary.Inthesecondphase,there

wereethnographicquestionnaires,workshops,andinterdisciplinaryactivitiesforthe

educationcommunitytoidentifyinstitutionalproblems.Themethodologyresultswere:

student’smotivation,wellwillingnessintheactivityandNiñoJesusdePragaelementary



19

schoolteachersrecognizedthatitwasimportanttocreateplayfulspacesforthe

studentslearning.
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5.Theoreticalframework

Gamificationhasbeenastrategyusedindifferentfieldssuchaseducation,

employment,andfamily,amongothers.Itisastrategythathasbeenespeciallyusedin

thechildhoodstage,becausethroughthis,childrendiscovertheworldaroundthem and

developskillssuchasimagination,creativity,relationships,teamwork,improve

concentrationandstimulatecognitivedevelopmentbecausethegamehasbeen

consideredafundamentalpartinthelifeofthehumanbeing.Moreover,studentś

learninghasbeenfacilitatedsincethisstrategyallowedthem toincreasetheir

motivation,aswellastheycanlearninaneasyandfunway.Gamificationhashada

greaterreception,especiallyintheeducationalfieldbecausethisoffersdifferent

techniquestotheteachertoencouragethestudentsandstimulatetheirlearning.From

theperspectiveofCorderoandNúñez(2018),theyaffirmedthatgamificationorgame

basedlearning“itisatechniquethatprovidesteacherswithopportunitiestoincorporate

activelearningintotheirteachingsessions,sinceitpromotesstudents'motivationand

commitmentwithwhattheylearnwhileincreasingtheirteaching”(p.271).

Inthisway,thegamesrepresentateachingstrategyandcanbemadewithfunctional

materialtofitstudentśneedsandinthesameway,theyareusefultogetthenecessary

motivationtolearnnaturallywithoutfallingintodisinterestormonotony.Corderoetal.

(2018)statethat:

Itisuntilrecentlythatthegamesawasaneffectiveform ofteachingpractice.Put

asidethetraditionalconceptofitsuseasareinforcementinstrumentofcontentsin

thelanguageteachingandusingitasameaningful,fun,andmotivatingteaching

materialforthestudentstogetinvolvedintheirlearningandmainlyinthetarget
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languageuse(p.278).

Therefore,theauthorshighlightedtheimportanceofthisstrategyformeaningful

learningofthestudents,inwhichgamestrategyhelpedthem toincreasetheir

motivationandfacilitatedtheunderstandingandinternalizationofwhattheywantto

convey.“GamificationandGameBasedLearningaremethodologiesthathelptomake

theclassroom environmentmoreeffectiveinoureducationalsystemssincewithits

implementationstudentslearnwhileenjoyingtheactivitiesplannedforthispurpose”

(Corderoetal.,2018,p.275).Thus,thegameassomethinginnateinchildrencannotbe

consideredonlyaspartoftheirfunbutalsoaspartoftheirlearning,“whenyoulearnby

playing,contentinternalizationiseasilyandtheintegrationofthestudentbodyand

teamwork”(Corderoetal.,2018,p.271).Itcanbesaidthatthegamenotonlyhelps

learningandteachingbutalsoitfostersotherqualitiesandabilitiesinthechild,which

arefundamentalinthelivesofpeople,forabettercoexistence,orwhenworking

together.

Terr(2000)citedbyCorderoetal.(2018)statesthat“thegameisessentialfor

maturity,asitprovidespleasure,asenseofachievement,belongingandreduces

tensions”(p.272).Inthisway,thegamecanbeconsideredfundamentalnotonlyinthe

growthprocess,development,andlearningofthechildrenbutalsointhekeystagesof

theirdevelopmentashumanbeings.Corderoetal.(2018)referto5basicsobjectivesin

theeducationalfieldfortheuseofgamification,whichare“motivatestudents,increase

retentionoflearningandimprovethetransferoflearning,becauseyoulearnsomething

thatappliesintherealcontext,inadditiontogettingknowledgeandinstructingmore

quickly”(p.274).

Corderoetal.(2018)statethat"inforeignlanguagelearning,itisnecessarytouse
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elementslikegames,whichallowstudentsanenjoyableexperienceandchallengethem

todiscoverthefourlanguageskills”thatconcludeinmaintainingthestudentmotivation

throughouttheteaching-learningprocess.Inaddition,formotivatingthestudentsto

havemultipleadvantageswhichcontributetotheirlearning,asCorderoetal.(2018)

mentionthat“theapplicabilityoftheelementsthatmakeitupinreallife,the

improvementinconcentration,thepromotionofteamwork,theappropriateandtimely

feedback,andtheimprovementofthegroupandindividualbehaviorsintheclass”

(p.275).

Throughouthistory,thegamehasbeenseenbydifferentmethodologicaland

pedagogicalcurrentsasaneducationalresourcethatisafundamentalpartofthe

teachingandlearningprocesses.Thisauthoralsoreferstosometheoristssuchas

Plato,whospokeaboutthepracticalvalueofthegameineducation;Aristotle,

Rousseau,Piaget,andDewey,whoproposedthegameasaresourcetosupportafew

activitiesintheclassroom.Fortheirintrinsicmotivatingqualitiesandtheir

importanceincognitive,motivational,andsocialdevelopmentintheactiveprocess

thatrepresentseducation,theyincorporatemanyrecreationalactivitiesinpreschool

andschooleducation,someofwhicharealsocurrentlyappliedinadulteducation.

(Nevado,2008citedbyCorderoetal.,2018,p.274).

Thegamehasbeenamethodologyusedintheeducationfieldbecauseitprovides

teachersanotherwayofteaching,andstudentscouldlearninafunway.Inaddition,the

properuseofgamificationwithintheclassroom helpsthestudentstobeinterestedin

theirEnglishclassesandtheirparticipationandmotivationincreaseconsiderably,as

statedbyHerrera(2013)citedbyCorderoetal.(2018)“Inthecaseofgamification,

gameelementimplementationisusedasastrategyintheteachingoflanguagesthat
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helpstoincreasemotivationandpromotestudentengagementtowardsthe

achievementoffixedlinguisticgoals”(p.278).

“Gamificationistheuseandadaptationofgameelementsintheclassroom asa

teachingstrategyorinnotgameenvironments”(EDUCATION3.0,2018).Inthe

educationalenvironments,thisstrategycouldbeimplementedtoachievethebest

resultstotheknowledgelevelinthestudents.Additionally,itcauseshappiness,

pleasure,andfun,andaculturalexpressionseriesasrecreationactivities,childish

games,recreationalactivities,amongothersthatarelinkedtothisstrategy.Itmainly

couldachievemotivationinstudentsinanextrinsicwaysinceitismaterializedwith

externalsrewardssuchas:

Avatars

Avatarrefers“acharacterorcreaturethatyoucreatetorepresentyourselfina

computergame,ontheinternet,etc.”(CambridgeDictionary,n.d.,definition3).Inthe

gamificationsessions,avatarswereusedbythestudentstorepresentthem.Theywere

thestudents'favoritecharacters.

Lives

“Oneofaspecifiednumberofchanceseachplayerhasbeforebeingputout”(Oxford

dictionary,n.d.,definition2.6).Inthegamificationsessions,thiselementwas

representedbyaheartlogo.Eachstudenthadthreelives,whichtheycouldloseorwin

accordingtothegamificationrules

Powers

“Apower-upisanobjectthataddstemporarybenefitsorextraabilitiestotheplayer

characterasagamemechanic”(power-up,n.d.).Thesewereabilitiesthatthestudents
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employedtoobtainsomebenefitorhelpduringthegamificationsessions.Eachstudent

couldgainadifferentpowerdependingontheconditionstowinit.

Ontheotherhand,thereisateachingstrategythatusesthegamestoachieve

motivationinstudents;thisisgame-basedlearning(GBL),whichisgame

implementation,whichhasalreadybeencreatedormadeforaparticularclassto

reinforceordeepenthetopicdevelopment.AlongwithGBLinvolvestheuseofgames

asalearningsupporttoolofassimilationorknowledgeevaluation.“Ventajasdel

aprendizajebasadoenjuegosogame-basedlearning[Infografía](n.d.)”mentionedthat

“Itisaninnovativemethodologythatofferseitherstudentsorteachersadifferent

educationalexperienceandpracticethatcanbeappliedtoatopicorseveralsubjects.”

Theproperuseofgamesintheclassroom allowsstudentstobespontaneousintheir

learning,helpthem todevelopgreatercreativityandimagination,asmentionedPérezG.

(2011)citedbyCollazos(2018)“havingtraditionalboardgames,modernlogicalgames,

andorganizingtheconditionsoftimeandspaceforchildrentoplaywiththesematerials

openawindowtospontaneouslearningandthementalstrategiesconstruction”(p.32).

So,theycanlearnpracticallyandnaturallysincethegameinthem isinnateand

followtherulesandworkasateam.Aswellasmakingaspontaneousgame,italso

helpschildrenreceivemeaningfullearning,whichwillallowthem touseEnglishbeyond

theschoolenvironment.

Ontheotherside,theuseofgamesinclassesmakestheEnglishsubjectlearning

morefunandmotivatingforthestudentsandtheycanobtainknowledgeina

meaningfulway,makingthelearningprocesseasierforthem.Gomez(2015)citedby

Corderoetal.(2018)statesthat:
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Intheforeignlanguageclass,thegamehelpstocarryoutactionsthatallowstudents

tohavemoreinteresting,fun,meaningful,andpleasantexperiences,withwhichthey

discoverandinternalizevocabulary,grammar,orpronunciationthroughactivities

suchasanimations,presentations,andvideos(p.279).

Forthedevelopmentofthisproject,threeimportantkeyconceptswereshowed:

innovativestrategy,meaningfullearningandmotivation,allofthem defineandsupport

whatgamificationandGBLstrategiesare.

5.1InnovativeStrategy

Thisconceptproposesachangeinteachingmethodologyfocusedonthestudent

needs,whichsoughtgreaterparticipation,interest,andlearning.Itisadynamic

methodologyinwhichthestudentisconstantlyinvolved.

Aninnovativestrategyfortheteachingprocessrequiresteacherstoadapttonew

methodologicaltechniquesthatallowthem tostimulate,enrichandencourage

meaningfulandeffectiveacademicactivitiesinthestudentlearningprocess.The

innovativeteachingstrategyservesasatooltomaximizestudentacademicpotential.

Understandingandimplementingthesestyleswillhelpvisualizethediversityin

learningaspartofanyclassroom.Thedifferentinnovativeandeffectiveteaching

strategiesallowtheteachertovisualizethestudentasanactiveentitytodevelop

theiracademicskills.(Cordero,Pizarro,2011:189).

5.2MeaningfulLearning

Ausubel(n.d.)citedbyTorres(n.d.)statesthat"trueknowledgecanonlybeborn

whennewcontenthasmeaninginlightoftheknowledgethatalreadyexists."Inother
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words,itisconsideredmeaningfullearninglikenewknowledgeacquisition;andhow

studentsrelateittotheirpriorknowledge,whichallowsthem toform theirlearning

beingactiveandparticipativeinthis.“Theconceptortheoryofmeaningfullearningis

thatlearnedinformationiscompletelyunderstoodandcannowbeusedtomake

connectionswithotherpreviouslyknowledge,aidinginfurtherunderstanding.”

(Meaningfullearning,2021).

5.3Motivation

Nereci(1991)citedbyCastellano,Ninapaytan,andSegura(2014)mentionsthat:

Motivationistheprocessthatprovokesaparticularbehavior,maintainstheactivity,

ormodifiesit.Motivatingispredisposingthestudentstowhattheywanttolearn,

whichistakingthem toparticipateactivelyinschoolwork;thus,motivationisleadthe

studenttoinsistonlearning,whetherbyessay,bymistake,byimitationorby

reflection.

OneofthesignificantadvantageswhenimplementinggamificationandGBL

strategiesisthattheyhelptoincreasemotivationonthestudentstolearnEnglish,with

dynamicandfunclasses,attheend,thestudentsgetmeaningfullearning.
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6.ContextualFramework

ThisresearchwascarriedoutinColombia,whichislocatedinthenorthwestern

regionofSouthAmerica.InColombiaislocatedtheCaucadepartmentwhosecapitalis

themunicipalityofPopayán.TheUniversityofCaucaislocatedinthismunicipality,

whichisapublicinstitutionofhighereducationwith193yearsofhistory.Thealma

materiscomposedbyninefaculties;oneofthem istheFacultyofHumanitiesand

SocialSciences,locatedon4thstreetNo.3-56,historicsectorofPopayán.

ThisfacultyofferssevenundergraduateprogramsamongwhichistheBachelorof

ModernLanguagesProgram withanEnglish-Frenchemphasis,whoseobjectiveisto

trainteachersandresearchersinlanguages,capableofundertakingpreschool,basic

andvocationalmediaeducationalactivitiesasestablishedinitsProgram Educational

Project,PEP(2017).Thisacademicprogram isofferedinPopayánandSantanderde

Quilichaoanditiscomposedby10semesters.TheOrientationoftheEducational

Process(OEP)isoneofthesubjectsandwasthepillarofthisresearchproject.The

UniversityofCaucasignedanagreementwiththeInstituciónEducativaTécnico

Industrialthathastwobranches,MercedesPardodeSimmondsandLauraValencia

ElementarySchools,locatedinPopayán,Avenue6Street25(corner),LosHoyos

neighborhood,itwascreatedbyordinanceNo,12of1948article19.Thefirstoneis58

years,attendstheelementarylevelandoffersfulltimeservices.Thesecondoneis

locatedinPopayán,Avenue2Street5N-31inTulcánsector.Thisinstitutionwas

foundedin1957andin2005itmergedwiththeTécnicoIndustrialschool,servingthe

levelofprimary,secondaryandhighschool.AccordingtoResolution1631ofJune10,

2015.



28

7.Methodologicalaspects

7.1Natureoftheresearch

Thisprojectwasbasedonthequalitativeapproachbecauseitinvolvescollectingand

analyzingnon-numericaldata(e.g.,text,video,oraudio)tounderstandconcepts,

opinions,orexperiencesindetailabouttheeventsthathappenedduringgamification

andGBLstrategiesimplementation.Moreover,itwasaparticipatoryactionresearch

designsinceitgaveanswerstoaproblem throughtheresearchers'knowledgeand

intervention.Thisdesignallowedthem toperform withtworoles,eitherasobserveror

leaderoftheactivitiesdevelopedintheclasssessions.Thevirtuallibraryofthe

UniversityofJaén(n.d.)definesparticipatoryactionresearchas:

Designbasedontheinterventionpositioning-neitherneutralnordistant-ofthe

researcherwhoactandparticipatewithgroups,togethertheyhelptotransform

realitythroughtwoprocesses,knowingandactingsincetheirpurposeispractical,

wheretheparticipantscanrespondtoaproblem from theirresources(knowledge

andreflection,intervention,action,andresolution).

Thescopeofthisresearchisgamificationandgamebasedlearning(GBL)activities

implementationasaninnovativeEnglishlearningstrategyfortheEnglishclasses’

development,whereitwassoughttoinnovatethedynamicofthislanguagesessions

sincetheyhadalwaysusedthetraditionalteachingmethods,allofthem basedonthe

repetitionandwriting,asmentionedSalvador(n,d)“inthistypeofeducationalsystem,

thestudentisapassivereceiverofinformation,whiletheentireburdenofthe

educationalprocessisplacedonteacher,whomustbeanexpertinthesubject.”
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Duetotheabovereason,itispertinenttoconsiderthesestrategiesimplementation,

whichwasnewforthestudentsatMercedesPardoDeSimmondsandLauraValencia

elementaryschools.Throughthesestrategies,theyinteractedwiththeteachers,

imagined,created,enjoyed,andlearnedduringtheclasses.Besides,itisessentialto

highlightthattheylearnedinanunconsciousway,whichallowedthem toachieve

meaningfullearning.

7.2Participatoryobservation

Itwasatechniqueusedtocollecttherequiredinformationtomaketheanalysisand

theconclusionsofthisproject,itconsistedonobservingstudentbehaviorstodata

collection,beingpartoftheenvironmentinwhichistheresearchconducted.Albert

(2007:232)statesthat:

Itisadatacollectiontechniquethataimstoexploreanddescribeenvironments.Itis

notamerecontemplationasonemightthink;itdeepensintosocialsituationsand

maintainanactiverole,aswellaspermanentreflectionandtheresearchers’

interactions.

Thistechniqueneededtworoles,oneofthem wastheobserver,whowaspaying

attentionandtakingnotesonthefielddiaryaboutthedetailsandeventsthathappened

ineachsessionwhiletheotherpersonwasexplainingandconductingthegamification

andGBLactivities.

7.3Instruments

AccordingtotheCambridgedictionary(2020,definition6)instrumentis“sborsth

usedtoachieveagoal.”Theinstrumentsthatwereusedinthisprojectare:adiagnostic



30

test,thefielddiary,andgamificationandGBLactivitieswhichpurposewasto

implementthesestrategiesanddeterminethemotivationlevelsaccordingtothe

participationandthedispositionintheactivities’developmentinthepresentresearch

project.

7.3.1DiagnosticTest.

“Adiagnostictestisatestusedtoidentifyaconditionoritscause”(Workplacetesting,

2018).Beforetheimplementationofthesestrategies,itwasmadeadiagnostictest

containedaseriesofopenquestionsabouttheirexperienceandknowledgeoftheuse

ofgamesintheEnglishclasses.Theresultshowedthatthethird-gradeteachersat

MercedesPardodeSimmondsandLauraValenciaelementaryschoolsdidnotuse

gamesasastrategyforEnglishteaching.

7.3.2FieldDiary.

AccordingtoBonillaandRodríguez(n.d.)citedbyMartínez(2007)“Noteistakenof

aspectsthatareimportanttoorganize,analyzeandinterprettheinformationthatis

collecting”.Thisinstrumentallowedtoregistertheeventsthattheresearcherhas

observed.Thenarrativewasinreal-timeandsequentially.“TheFieldDiaryisoneofthe

instrumentsthatdaybydaywarrantustosystematizeourresearchpractices;in

addition,ithelpsustoimprove,enrichandtransform thesessions”(Martínez,2007).

Thisinstrumentpermittedtheresearchtoobtainawrittenrecordofthefundamental

aspectofthestudents’behaviorandsituationsduringthegamificationandGBL

sessionsdevelopment.Thosenoteswereorganizedtobeanalyzedandinterpreted.
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7.3.3Audiovisualinstrument.

Thisinstrumentgottheinformationinaprecisewayabouttheresearchbeingcarried

out,itcouldcatchdifferenteventsthatfielddiarycouldnotdocompletely.Itledavisual

andauditoryrecordaboutimportantaspectsthatwerenotcapturedduringthe

developmentofgamificationandGBLactivities,whichwerelinkedtotheobjectives.

Honoratoetal.(2006)citedbyGarcez,DuarteandEisenberg(2011)mentionedthat:

Theproperuseofthemovingimage,combinedwithaudio,allowstocaptureaspects

thataredifficulttobecapturedwithotherresources,suchasbody,facialandverbal

expressionsusedineverydaysituations(inthecaseofsystematicobservation)for

example;reactionsofdifferentsubjectsfacinganactivityorquestionproposedby

theresearchersuchaswatchingandinterpretingfilm orstillimage(photograph,print,

symbol,icon,etc.),listeningtomusic,reactiontoreadingatextaloud,individualtext

reading,focusgroupparticipation,performingtasksoractivitiesinoperativegroups

orindividuallyetc.

7.3.4Activities.

Theseinstrumentscollectedinformationtoputintopracticewhatthestudents

learned.AsisclaimedbyAylwinandBustos(n.d.)“theactivityisanewpedagogicalway

thataimsthetheoryintegrationandpracticethroughaninstancethatjoinsthestudent

withhisfuturefieldofactionandmakeshim begintoknowhisobjectivereality.”

GamificationandGBLactivitiesweredesignedaccordingtothetopicsplannedforthe

differentclassesthatalloweddeepeninginthelearningstudentsandmakethesessions

moredynamicandfun.Theactivitiescreatedtookintoaccountstudent'sageand
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number,space,andtheEnglishtopic.

7.4Gamification

Thefirststrategywasgamification.Itconsistedoftheuseofgamemechanicsin

environmentsthatwerenotspecifictothegame,forexample,intheEnglishclasses.

Thesemechanicsinvolvedsomeproceduresthatgotthefinalclassobjectives.

7.4.1Avatars.

Eachstudenthadanavatarthatrepresentedhim orherduringthegamification

sessions.Theyoftenchoseafamousortheirfavoritecharacter.Thestudents’avatar

nameswereinanExceldocument(SeeappendixE),withtheaim thattheycouldknow

howmanylivestheyhad,theirpowersoriftheywereinthedeathzone.

7.4.2Lives.

Liveswerethehealthstatusofthestudentavatarsandthiswasrepresentedbyared

heart.Eachstudentstartedwiththreeliveshadavalueof5pointsthattheycouldwin

throughclassparticipationbyaskingandansweringquestionsandhelpingtheir

classmates.Ontheotherhand,studentscouldlosepointswhentheygotdistracted,

undisciplined,ortheydidnotanswerquestions.Therefore,iftheylost5points,they

wouldloseonelife,andiftheydidnothavelives,theywouldhavetofacethedeathzone.

7.4.3Powers.

Thesewereabilities,helpsoradvantagesthatstudentscouldgetduringthe

gamificationsessions.Therewerefourpowers:amagicpotion,coinx2,clue,andshield;

studentscouldwinthem oncepersession.Toobtainit,theyhadthreeoptions:
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1.Theymusthavefivelivesandchangeonebyapowertheychose.

2.Whentheyparticipatedthreeormoretimesconsecutively.

3.Doingaspecificactivitydesignedinadvancefortheclass,forexample,

professionalmemory,BINGO,memoryactivity,andassemblingyourbody.Somelogos

representedeachpower.(SeeappendixD.)

7.4.3.1MagicPotion.

Themagicpotionhadthepowertoreviveaclassmatewhohadlosthislivesorrevive

himself/herself.

7.4.3.2Coinx2.

Thiscoinhadthepowertogivedoublepointswhenastudentwinsapoint.

7.4.3.3Clue.

Thecluewasahelpthatstudentsobtaintosolvedoubtsinoneactivityoratask,the

powercouldnotbeshareandcouldbeonlyappliesonetime.Itwasrepresentedbya

questionmark.

7.4.3.4Shield.

Thisonehadthepowerofprotection.Thestudentwhowonthispowercouldprotect

himselfloseapoint.Thestudentonlycouldapplyitonce.

7.4.3.5Bonus.

Thestudentwhowonthreepowersduringtheclasseswasexemptedfrom

homeworkortasks.
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7.4.4Deathzone(SeeappendixD).

Whenastudentlosthis/herlife,he/shehadtofacethedeathzoneandtoperform a

challengeoranactivitythathadarelationwiththetopicsgivenintheclass.Ifastudent

wantedtorecoveronelifeandtoreturntothegame,he/shehadtoaccomplishthe

followingchallenges:

7.4.4.1Karaoke.

Inthisactivity,thestudenthadtofollowthelyricsofasong,whichhadrelationtothe

taughttopics.

7.4.4.2Spellingwords.

Thestudenthadtospellcertainwordsthatweretoughduringthesession.Attheend

ofthesession,thenamesofthewinnersweregiven.

7.4.5GBLactivities.

GBListheimplementationofgamesthatarealreadyknownorcreatedfora

particularclass,whosepurposeistointroduce,reinforceordeepenthetopicdeveloped,

inthiscase,forEnglishteachinginthird-gradestudents.Duringtheapplicationofthis

strategy,thefollowingactivitieswerecarriedout:

7.4.5.1MemoryGame.

Itcanbeusedwithdifferentvocabulary,forexample,professions,months,dayofthe

week,etc.Inthememoryactivity,thestudentshadtofindtherightpair;inthisactivity,

thereweretwentyflashcards,tenofthem hadimages,andtheothershadEnglishwords.

Studentsweredividedintotwoteams(Team AandTeam B)todevelopthisactivity.The



35

flashcardswereontheboard,andeachonehadanumberontheback.Eachmember

hadtochoosetwonumberstofindtherightpairofflashcards.Theteam thatgotthe

highestnumberofpairswonthegame.

7.4.5.2TellTheTime.

Ontheboardwasdrawntheclock,andstudentshadtosaywhattimeitwas.They

hadtousedifferentexpressionstoaskandanswerthehour,forexample,whattimeisit?

Itisseveno’clock;itishalfpast,quarterto,etc.,theyhadtosayitinEnglishtowin.

7.4.5.3Bingo.

Itwasagameofchanceinwhicheachstudentplayedwithacardofrandom

numbersfrom 1to100writtenonthem.TheteachersaidoutloudthenumberinEnglish

andifastudenthadthatnumberonhiscard,he/shewouldmarkit.Thegamecontinued

untilastudentachievedtocompleteallthenumbersonhis/hercard,andhe/shehadto

shoutBINGO.Theteacherproceededtoverifythenumbersinthestudent'scardwiththe

numbersthathadalreadycomeout;ifitwascorrect,thestudentwouldwinthegame.

7.4.5.4KnowingTheBody.

Studentsmustjointheircharacteranddressitaccordingtotheinstructionsdoneby

theteacher.Inotherwords,iftheteachersaidthattheyshouldassembleagirland

dressherinaskirtandblouse,thestudentswoulddoit.Allindicationsweregivento

studentsinEnglishusingallthevocabularytheyworkedonthesession.

7.4.5.5TimeToGoToTheMinimarket!

Inthisactivity,therewerethreestands;onthefirst,therewasgeneralfood,onthe

secondfruits,andonthelastone,therewerevegetables.Somestudentsperformedthe
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sellerrole,whiletheothersmadethebuyerrolewhohadtobuydifferentproducts.The

objectiveofthisactivitywastopracticethevocabularyaboutvegetables,food,fruits,

andsomeexpressions.

7.4.5.6DoYouWantToMeetMyFamily?

OntheboardwaswrittenthefamilyvocabularyinEnglishandinthesuperiorpartof

theboarditwaswrittenawordinSpanishofafamilymemberandthestudenthadto

choosethecorrectEnglishword.Thestudentshadonly30secondstochoosetheword

andifthestudentsdiditwell,theirteam wouldgetapoint.Thegroupweredividedinto

twoteamstoperform thisactivity,andfinally,theteam withmorepointswasthewinner.

7.4.5.7LittleCity.

Inthisactivity,somestudentsrepresentedplacesofthecity,forexample,ahouse,

church,centralpark,school,hospital,mall,store,andtownhall.Whileothersstudents

hadtofollowindicationsgivenbytheteacherinordertoarriveatanyoftheseplaces.

Thestreetswererepresentedwithtapeonthefloor.

7.4.5.8MimeGame.

Studentsweredividedintotwoteams,foreveryteam therewasonestudentwhohad

totakeapieceofpaperthathadwrittenaverbandhe/shehadtoperform it,andhis/her

groupguessedthatverbinordertogetapoint.Thegrouphad30secondstoguessthe

action,iftheydidnotdoit,thecontrarygrouphadtheopportunitytodoitandwinthe

point.Finally,thegroupthatgotthemostpointswasthewinner.
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7.5Sessionclassdesign

FortheplanningofgamificationandGBLactivities,itwastakenintoaccountadesign

ofalessonplanthatusesomegroupinformationsuchas:thestudentnumbers,their

Englishlevel,thesuitabletopicsforthem,andtheclassroom space.Furthermore,the

tableshavedifferentitemssuchasthesessionnames,time,theobjectives,materials,

vocabulary,theprocedure,theactivityexplanations,theobservationprocessthat

describedtheeventsthathappenedduringtheimplementationofthesestrategiesand

theconclusionsoftheactivities.Finally,therearesomepicturesthatevidencethe

developedsession.

Itwascarriedouteighteensessionswiththeproposedactivitiesasshownbelow.

Table1.

FirstGamificationsession:verbtobe

SessionName:PlayandRemember

FirstGamificationsession

Numberofstudents:40

School:MercedesPardodeSimmondsInstitution

Topic:Verb“tobe”insimplepresenttense.

Time:1.30hour

Objectives:

-ToteachtheGamificationrulesandmechanicstothestudents.

-Tomakethestudentsparticipateandlearninafunwayintheclass.

-Tohavethestudentsrecalltheconjugationsofthedifferentpronounsinthesimple

present,affirmativeform oftheverbtobeandanimalsandprofessionsvocabulary.
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-Todeterminemotivationlevelsofthestudents.

Materials:

Posterboard,markers,board,tape,tv,computer.

Vocabulary:

Greetings(goodmorning,goodafternoon,goodevening,goodnight)

Professions(doctor,nurse,teacher,vet,soccerplayer,singer,actor/actress,

policeman/policewoman,fireman/firewoman,soldier)

Animals(dog,cat,rabbit,duck,turkey,sheep,rooster,cow,pig,horse,frog,fish,

monkey,lion,crocodile,rhino,tiger,elephant,mouse,shark)

Grammar:

Tobeverb(Iam,youare,heis,sheis,weare,theyare,itis)

Activity:

Studentshadtorelatetheprofessions’vocabularywiththeverb“tobe”inthepresent

simple.Theresearchersintrainingshowedtheprofessionsvocabularyflashcardsto

thestudents,andtheyhadtorelatethem withthecorrectconjugationoftheverbtobe

inpresentsimple(teacher,doctor,soccerplayer,policeman,policewoman,fireman,

firewoman,soldier,singer,actor,actress,nurse,vet)

Inthisactivity,ifastudent’sgroupwon,theygotpoints(apointperstudent).

Procedure:

Atthebeginningofthesession,theresearcherstaughttheGamificationrulesand

mechanicstothestudents,forexample,howtheycouldgetorlosepoints,lives,power,

andhowtheycouldleavethedeathzone.Moreover,theycouldcreatetheiravatar’s

name.Then,itwasremindedofthedifferentpronounsinthesimplepresent,the
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affirmativeform oftheverbtobe,andanimalsandprofessionsvocabulary.Thegroup

wasdividedintotwoteamsandhadtheopportunitytochoosetworandom cards.They

hadtorelatethewordtotheimagetogetonepoint.Finally,thewinningteam obtained

onepoint.Ontheotherhand,thestudentsthathadmisbehavedlostpoints.

ObservationProcess:

-Thestudentsrecalledthetopicinafunway,andtheyweresoexcitedaboutthe

activitybecausetheyknewthevocabulary.

-WhenitwastaughttheGamificationrulesandmechanicstostudents,theystartedto

talkabouttheirfavoritevideogame.Theyseemedenthusiasticandmotivatedwiththis

strategy.

-IntheGamificationactivitiesdevelopment,theywantedtoparticipatetowinpoints.

Somestudentsalwaysraisedtheirhandssothattheteacherchosethem,andthey

participatedactively.

-Thestudentswereautonomouswhentheyansweredthequestionsdonebythe

teacher.Moreover,theywerecompetitiveintheactivitiesbecausetheywantedtoget

pointsandwin.

Conclusions:

-Sincegamificationallowedstudentstocreatetheiravatars,thismadethem feel

involvedintheEnglishclassesbecausetheycouldnamethemselvesastheirfavorite

characterandthisexcitedthem.

-Theyalreadyhadpriorknowledgeaboutgamemechanics,thisallowedthem toeasily

understandwhatthisstrategywasallabout.

-Intheflashcardactivity,thestudentsweredividedintotwoteams,whichcompeted

againsteachother.Thismadethem activelyparticipatetoobtainonepointper
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student.

-Althoughitwasalargegroupofstudents,itwaseasiertocontrolindisciplineinthe

classroom becausestudentsdidnotwanttolosepoints.

Picture1.FirstGamificationsession:playandremembergame.

Picture2.FirstGamificationsession:playandrememberprofessionsgame.
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Table2.

FirstGBLsession:verbtobe

SessionName:PlayandRemember(GBL)

FirstGBLsession

Numberofstudents:28

School:LauraValenciaInstitution

Topic:Verb“tobe”inpresentsimpletense.

Time:1.30hour

Objectives:

-Tomakestudentsparticipateintheactivity.

-Tohavethestudentsrecalltheconjugationsofthedifferentpronounsinthesimple

present,affirmativeform oftheverbtobeandanimalsandprofessionsvocabulary.

-Todeterminemotivationlevelsofthestudents.

Materials:

Posterboard,makers,board,tape,TV.

Vocabulary:

Greetings(goodmorning,goodafternoon,goodevening,goodnight)

Professions(doctor,nurse,teacher,vet,soccerplayer,singer,actor/actress,

policeman/policewoman,fireman/firewoman,soldier)

Animals(dog,cat,rabbit,duck,turkey,sheep,rooster,cow,pig,horse,frog,fish,

monkey,lion,crocodile,rhino,tiger,elephant,mouse,shark)

Grammar:

Tobeverb(Iam,youare,heis,sheis,weare,theyare,itis)
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Activity:

Studentshadtorelatetheprofessions’vocabularywiththeverbtobeinpresent

simple.Researchersshowedtheprofessionsvocabularyflashcardstothestudents,

andtheyhadtolinkwiththecorrectconjugationoftheverbtobeinpresentsimple

(teacher,doctor,soccerplayer,policeman,policewoman,fireman,firewoman,soldier,

singer,actor,actress,nurse,vet)

Inthisactivity,ifastudent’sgroupwon,theywillgetpoints(apointperstudent).

Procedure:

Inthissessionwasmadeareviewabouttheanimalandprofessionvocabulary.Itwas

gratifyingtoseehowthestudentsrememberedthevocabularyresearchershadalready

taughtthem.

Oncethereviewwascompleted,researcherswentoutwiththestudentstothefieldto

playtheballontheanimalstopracticetheanimalvocabulary.Thegamewasmade

withexpectations,andoncefinished,researchersandstudentsreturnedtotheroom to

perform thememorygamewiththeprofessionsalreadyseen.

Intheactivityprofessions,amemorygamewasmade,itconsistedoffindingtheword

oftheprofessionwithitsrespectiveimage.Thegamewasacompetition,andthis

motivatedthestudentsquiteabitasthegameprogressed.Intheend,thegroupthat

hadthemostcouplesfoundwasthewinner.

ObservationProcess:

Animalball:Inthisgame,wecouldseethatthestudentswereexcitedbecausethey

weregoingtoplayfrom thebeginningofthegame,thestudentsweremotivated,and

theirparticipationwasveryactive.

Itwaspossibleevidencedthestudents'attitudewhenplaying,andtheresearchers
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couldseehowtheyrememberedtheanimals'namesinEnglish.

Memorygame:Inthisgame,studentsformedtwoteams.Inthebeginning,theywere

disinterested,butastheywereplaying,littlebylittle,thegamebegantointerestthem

more,andintheend,itwaspossibletoevidencethemotivationtheyhad.

Conclusions:

-Itwasfoundthatplayingactivitiesintheclassroom encouragesgreatermotivation

andconcentrationonthesubjectpreviouslyseenandmakesclassesmorefunand

enjoyable,allowingstudentstohavemeaningfullearning.

-Itwasevidencedthatthestudents’attentionwassignificantbecausetheyweremore

activeinlearningthegivenvocabulary.

-Whenthegameisacompetitionmotivatesthem tobemoreconcentratedtowinand

thusobtainbetterlearning.

Picture3.FirstGBLsession,playandrememberprofessionsgame.
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Table3.

SecondGamificationsession:numbersandtime.

SessionName:Countthetime

SecondGamificationsession

Numberofstudents:39

School:MercedesPardodeSimmondsInstitution

Topic:Numbersandhour.

Time:1.30hour

Objectives:

-Tohavestudentslearnthenumbersfrom 1to100andhowtosaythehour.

-Tomakestudentsactivelyparticipateintheactivities

-Topracticethenewtopicthroughactivitiestohelpstudentsachievemeaningful

learning.

Materials:

Markers,board,BINGO.

Vocabulary:

Numbersfrom 1to100

Grammar:

Whattimeisit?ó clock,halfpast,aquarterto,aquarterpast,tento,tenpast,fiveto,

fivepast,twentyto,twentypast.

Activities:

Hour:Inthisactivity,theresearchersdrawaclockontheboard,theygaveaspecific

hour,andstudentshadtosaywhattimeitwasinEnglish,usingthevocabularytaught.
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Bingo:EachstudenthadtheirBingocardtoplayandshouldbeveryawareofthe

numbersthathavebeensaidinEnglish,andsothefirststudentwhofilledtheBINGO

cardwasthewinnerofthegameandwonapower(coinX2).

Procedure:

Inthissession,theresearcherstaughtanewvocabularyaboutthenumbersfrom 1to

100andthehours.Itwasstartedbyremindingstudentsofgamificationclassrules,

andthenthetopicswereexplained.Moreover,theactivitywasdone,whichstudents

couldwinpoweriftheyansweredcorrectly.Inthisactivity,ontheboardwasdrawna

watch,andonestudenthadtosaywhattimeitwastowinapoint.Thestudentthat

obtainedthreepointswonthepowerthatwascoinx2.

After,todeepenthetopicofthenumber,abingogamewasused.Becausethegame

doesnothaveanorderinthenumbers,theseshouldbesungatrandom.Thewheel

throwsanumberforeachlapandthechildrenhadalapsetofinditontheirbingocard.

ObservationProcess:

Inthe“countthetime”activity,studentswerealittlelostinthegame.Theytriedtodo

it,buttheycouldnot.Theresearchersrealizedthatstudentscouldnottellthetimeona

clockwithhands,thenitwaschangedbynumbers,andtheybegantoparticipatemore

easily.Astheyonlyknownumbers1to20,thenthestudentslearnedthenumbers1to

100.Theresearchershadtohelpstudentswithsomenumberspronunciation.The

bingoactivityallowedtheteacherstodeepeninthelearningofnumbersandtostudy

pronunciation.

Conclusion:

-Thepossibilitytoearnpointsandpowersallowedstudentstolosethefearof

participatingnomatteriftheywerewrong.Althoughstudentsdidnotknowhowtosay
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thetimeandonlyknewnumbersfrom onetotwenty,theydidtheirbesttoachieveit

becausetheywantedtoearnthepower.

-Thelossofpointshelpedtokeepthedisciplineintheclassroom.Whenpointsbegan

todecreasebecauseofindiscipline,studentsstartedtocontrolthemselvessincethey

didnotwanttofallintothedeathzone.

Picture4.SecondGamificationsession:bingo.

Picture5.Bingo.
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Table4.
SecondGBLsession:numbersandhour.

SessionName:Countthetime

SecondGBLsession

Numberofstudents:28

School:LauraValenciaInstitution

Topic:Numbersandhour.

Time:1.30hour

Objective:

-Tohavestudentslearnthenumbersfrom 1to100andhowtosaythehour.

-Tomakestudentsparticipateintheactivity.

-Topracticethenewtopicthroughactivitiestohelpstudentsachievemeaningful

learning.

-Tohavestudentsmotivatedtolearnthenumbers.

Materials:

Markers,board,BINGO.

Vocabulary:

Numbersfrom 1to100

Grammar:

Whattimeisit?ó clock,halfpast,aquarterto,aquarterpast,tento,tenpast,five

to,fivepast,twentyto,twentypast.

Activity:

Inthefirstactivitywasusedadidacticclock,whichtheresearchersdidforthe

students.Incardboardwasdesignedthenumbersandhandsoftheclock.Anytime
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couldbesetonthiswatch,andstudentshadtosaywhattimeitwas,buttheymust

sayitinEnglish,thentheycouldwin(thestudentsthatanswercorrectlywinapoint).

Thesecondactivity:

BINGOgame.Inthisactivity,studentsreviewedallthenumbersthattheyhadjust

learned.Eachstudenthadtheirtabletoplayatandshouldbeveryawareofthe

numbersthatweresaying,andsothefirststudenttofilltheBINGOtablewasthe

winnerofthegame.

Procedure:

Inthissession,thestudentslearnttoreadtheclockandtosaythetimecorrectly.The

clockwasplacedontheboard,anddifferenttimeswereset,whichthestudentshad

tosayinEnglish.Thechildrenwereparticipatinginpairsofthesameteam,andifthe

couplerespondedcorrectly,itwasapointfortheirteam.Intheend,theteam withthe

mostpointswasthewinner.

Theteachersintrainingreviewedthetopicofthenumberswiththestudents.Later,

eachstudentgotabingotable,andtheyshouldmarkthenumberthatwassaid.The

firststudenttocompletethebingowiththecorrectnumberswinsthegame.Thenit

wascarriedoutthreerounds,firstly,withthefirstandlastcolumns,laterwiththe

letterLandfinallywiththecompletetable.

ObservationProcess:

AtthebeginningoftheEnglishclass,studentsshowedagooddisposition.Clock:

Studentsquicklyunderstoodthedynamicsofthegame;moreover,theydidnotknow

howtotellthetimeonaclockwithhandsso,theresearcherstriedtoexplainthem,

andtheymadeagreatefforttounderstanditandanswerthequestionwhattimewas.

Thestudentsreviewedthetopicofthenumbers,firstly,thenumbersfrom 1to20;
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after21to40,41to60,61to80,andfinally81to90.Thestudentsshouldrelatethe

numberswiththetablesthattheyhad.Theywereveryhappybecausewiththeir

participationtheywouldwinprizes.Themotivationinthestudentswasnotorious

whenthegamestarted,theylistenedcarefullytothenumbers.Inthebeginning,itwas

hardforthem tounderstandthenumbersbutlaterwaseasier.Whenthenumber

increased,themotivationtowinwascomplete,untilthemomenttofindawinner.The

motivationwassimilarinalltherounds.

Conclusions:

-Intheclockactivityitwasevidentthatwhenteachingthenumbers,thestudentshad

agooddispositiontolearnthem andtheyquicklydid,butatthetimeofplayingthey

wereconfusedbecausetheydidnotunderstandthedifferencebetweenthehours

andtheminuteswell,butlittlebylittletheyunderstoodandthemotivationwas

greaterwhenthegamewasacompetition.

-Inthebingoactivity,itcouldbeseenthatthestudentsshowedgreatinterestin

knowingeachofthenumbersinEnglishinordertocompleteeachoftherowsofthe

game.Onafewoccasions,theydidnotremembersomenumbersinEnglish,inthose

cases,theyaskedtheirclassmatesinordertolearnandcompletethetable.

-Itcouldalsobeobservedthatstudentsaremoremotivatedwhenaprizecanbewon

withthegame,asinthecaseoftheBingoactivity,thestudentswhofilledtheirtables

firstwonandthismadetheirlearningevenbetter.
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Picture6.SecondGBLsession,countthetime.

Table5.

ThirdGamificationsession:daysoftheweekandmonths.

SessionName:Memoryactivity

ThirdGamificationsession

Numberofstudents:37

School:MercedesPardodeSimmondsInstitution

Topic:Daysoftheweekandmonths.

Time:1.30hour

Objective:

-TolearnthedaysoftheweekandmonthsinEnglish.

-Tomakestudentsparticipateintheactivity.

-TohavestudentsmotivatedtolearnthedaysoftheweekandmonthsinEnglish.

Materials:

Flashcards,marker,board,TV,videos.

Vocabulary:

Daysoftheweek(Monday,Tuesday,Wednesday,Thursday,Friday,Saturday,Sunday)
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Months(January,February,March,April,May,June,July,August,September,October,

November,December)

Activity:

Therewere20flashcards;tenofthem hadtheSpanishwordaboutdaysoftheweek

andmonthsandtheothersinEnglish.Forthisactivity,itwasnecessarytodividedthe

groupinteams,andtheflashcardsweresetontheboard.Eachonehadanumberon

theback.Eachmemberoftheteam mustchoosetwonumberstofindtherightpairof

flashcards.Theteam thatfoundthehighestnumberofpairswonpoints(onepointto

eachstudent).

Procedure:

Inthissession,theresearchersstartedwithawarm-uptomotivatestudents,andthey

hadagooddispositionfortheEnglishclass.Then,withtwovideoswasintroduced

daysoftheweekandmonthsvocabulary.Moreover,thepronunciationwaspracticed,

andfinally,theresearchersdidtwoteamswiththestudents;thefirstteam thatgot

morecorrectanswerswasgivenonelifetoeachstudent,butinthatsession,thetime

wasover,andthestudentsendedinatie,andnobodygotlives.

ObservationProcess:

Studentsactivelyparticipated,paidattentiontowhattheteachersaid,andrepeated

afterherwhentheyhadtodoit.Studentsshowedgreatinterestinreceivingareward,

whichincreasedtheirparticipation.Theywantedtoengageintheflashcard’sactivity

becausetheyexpectedtogetpointsandpowers.Besides,thisdemonstratedthat

studentshadunderstoodthetopicssincetheycouldgivesomecorrectresponses

abouttheactivities.Ontheotherhand,studentsshowedtheadvancethattheyhad

doneontheirnotebookswiththepurposethattheteachergavethem herapproval.All
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ofthem askedabouttheirpowerlivesandpoints.

Conclusions:

-Whenthestudentsweredividedintoteamstodoanactivity,therewasmore

participationbecausetheywantedtogetareward.Besides,theyhelpedeachother.

-Thisstrategywassoessentialwiththisgroupbecauseitallowedustocontrol

indisciplinebecausethestudentscouldlosepointsiftheydidnotkeepagoodattitude

andgoodbehaviorintheclassroom.

-Toexplainthetopicsfunnilybeforestartingtheactivitywasagoodidea,because

whenwedidtheactivities,thestudentscouldanswercorrectly.

Picture7.ThirdGamificationsession:daysoftheweekandmonths.



53

Table6.

ThirdGBLsession:daysoftheweekandmonths.

SessionName:Memoryactivity

ThirdGBLsession

Numberofstudents:27

School:LauraValenciaInstitution

Topic:Daysoftheweekandmonths.

Time:1.30hour

Objectives:

-Tolearnthedifferentmonths,week,andweatherEnglishvocabulary,learntheir

correctpronunciation,andknowhowtoaskandtellthetimeinEnglish.

-Tohavestudentsunderstandtheweathervocabularyinthevideo.

-Tomakestudentsparticipateintheactivity.

-Tohavestudentsmotivatedtolearntheweek,months,andweatherEnglish

vocabulary.

Materials:

Flashcards,markers,board,TV.

Vocabulary:

Daysoftheweek(Monday,Tuesday,Wednesday,Thursday,Friday,Saturday,Sunday)

Weather(sunny,rainy,windy,snowy,cloudy,humid,stormy,hailstone,rainbow)

Months(January,February,March,April,May,June,July,August,September,October,

November,December)

Activity:
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Therewere14flashcards,sevenofthem hadtheSpanishwordaboutdaysofthe

week,andtheotherhalfhadwrittentheEnglishword.Allflashcardswereonthe

board,andeachonehadanumberontheback.Forthisactivity,studentswere

dividedintotwoteams.Eachmemberoftheteam hadtochoosetwonumberstofind

therightpairoftheflashcard.Theteam thatfoundthehighestnumberofpairswas

thewinner.

Procedure:

Theresearchersstartedtheclasswithawarm-upaboutthegreetingsfor10minutes.

Afteritwasshowedavideoabouttheweather,andstudentshadtoidentifythe

weathervocabulary.Thenwasgiventhedaysoftheweekandmonthsvocabulary;the

studentswroteitontheirnotebooksandpracticepronunciation.Beforestartingthe

flashcardsactivity,theresearchersaskedthem themonthsvocabulary,itwassaid

themonthwordinEnglish,andtheyansweredinSpanishandviceversa.Finally,it

wasmadetheflashcardactivitytoreviewthevocabularyalreadytaught.

ObservationProcess:

Whenthegamewasimplemented,mostchildrenwereindifferenttothegame.The

firststudentwhohadtoleavetotheboard,accordingtotheorderofdepartures,had

tobetakenbythehandofoneoftheteachers.Whileanotherstudent,theonly

studentwhoseemedexcited,askedhim alittleanxiouslytodoso(gototheboard).

Then,thestudentschosetwonumbers,whiletheothersweresoattentivetoseewhat

wasbehindthecards.Someofthem waitedpatientlyfortheirturn,andsometimes

someofthem gotdistractedbyotherthings.Whentheystartedtorealizetherelation

betweencardstheybegantobeanimatedbythegame,theyraisedtheirhandstobe

chosenandgototheboard,soresearchersremindedthem thattheyhadtowaittheir
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turn.ChildrenwhoweresittingscreamedthenumbersinSpanish,buttheyknewthat

whentheywenttotheboardtheyhadtosayitinEnglish.Everytimetheymanageto

guessthecouplecard,theycelebratewithscreamingandjumping.Students

recognizedwhenthecardschosenwererelated(SpanishandEnglishword)andwhen

theywerenot.Attheendofthegame,thewinningteam celebratedthetriumph.

Itwasrelativelyeasyforthem tolearnthevocabularyofthemonths,whenthe

researchersaskedthem,theyrespondedquickly.Aftertheysawtheweathervideo

twice,theycouldanswerabouttheweathervocabulary.

Conclusions:

-Sometimesstudentsneedtounderstandthegamedynamic,andtheresearchers

havetoexplainitinthebestway.Onthecontrary,studentscangetbored.

-Studentsenjoygameslikememorygames.Besides,thisgamehelpsthem toachieve

meaningfulEnglishlearningbecausetheycouldrelatethewordandtheimage.

Picture8.ThirdGBLsession:memorygame,daysoftheweek.
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Picture9.ThirdGBLsession:memorygame.
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Table7.

FourthGamificationsession:partsofthebodyandclothing.

SessionName:Knowingthebody

FourthGamificationsession

Numberofstudents:40

School:MercedesPardodeSimmondsInstitution

Topic:Partsofthebodyandclothing.

Time:1.30hour

Objective:

-Tolearnthepartsofthebodyandthedifferenttypesofclothingtheycanwear.

-Tomakestudentsparticipateintheactivity.

-Tohavestudentsmotivatedtolearnthepartsofthebodyandthedifferenttypesof

clothingtheycanwear.

Materials:

Bodyimage,clothesimages,marker,board.

Vocabulary:

Partsofthebody(head,hair,skin,chest,neck,arm,feet,hands,fingers,nose,eyes,

ears,mouth,tongue,leg)

Clothes:(t-shirt,shoes,pants,dress,skirt,jacket,jeans,tennis)

Activity:

Theresearcherscarriedoutanactivityinwhichstudentsmustassembletheir

characteranddressitaccordingtotheinstructionssaidtothem.Inotherwords,ifthe

researcherssaidthattheyshouldassembleagirlanddressherwithaskirtand
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blouse,thestudentsshoulddoit.AllindicationsweregiveninEnglishandthe

vocabularytheyhaveseeninthissectionwasused.

Procedure:

Thesessionbeganwithawarmingup.Theresearchersworkedonthebodypartsand

clothesvocabulary,andpronunciation.After,itwasproceededtostartthegamethat

consistedofassemblingclothingandbodypartswiththeinstructionsgiven.The

winninggroupgotalife.

ObservationProcess:

Inthissession,studentsworkedandlearnedpartsofthebodyandsomeclothing.

Moreover,theyshowedgoodenergy,cooperation,andactiveparticipationduringthe

developmentofthisactivity.Further,itmadesurestudentslearnedthetopicbecause

theycouldanswerandfollowtheinstructionswithoutlookingattheirnotebooks.On

theotherhand,studentshadapositiveandmotivatingattitudebecausesomecould

getpowerandlivesthatday.

Atfirst,somestudentsdidnotwanttoassemblethesetswiththeinstructions

indicated.Oneteam decidedtoparticipateandwontheircorrespondingpoint.Atthat

time,alltheteamsdeterminedtoparticipate,andwhenstudentsfinishedwhat

researchersdemanded,theyscreamed.Later,theresearchershadtogofrom one

team toanothertoverify.Team #2wonseveralpoints,butteam #4reachedthe

team thatwaswinning.Theotherteamstriedbutarmedthesetswrongly.Inthelast

round,team #2managedperfectlythenameofeachpieceandmanagedto

assemblethecorrectsettings;forthatreason,theywerethewinners.Thehappiness

inthestudentswasevident;theyshoutedandcelebratedtheobtainedachivement.

Conclusions:
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-Whenstudentsfeltthattheywereinacompetition,itmadetheirmotivation,because

theywereimportanttogetarewardandtheteacherapproval.

-Teamworkwasessentialatthetimeofassemblingthesetsofclothes,eachofthe

studentswhentakingagarment,taughttheothersthemeaningofitandinthisway,

alllearnedinameaningfulway.

-Torepeattheactivitybyround,theteacherhelpsstudentstounderstandthe

vocabularyinaneasyway,itwasexcitedforthestudentsbecausetheyhadanother

opportunityforagoodlinktothebodypartsandcouldwin.

Picture10.FourthGamificationsession:partsofthebodyandclothing.

Table8.

FourthGBLsession:partsofthebodyandclothing.

SessionName:Knowingthebody

FourthGBLsession

Numberofstudents:26

School:LauraValenciaInstitution
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Topic:Partsofthebodyandclothing.

Time:1.30hour

Objective:

-Tomakethestudentslearnthebodypartsandthedifferenttypesofclothingthey

canwear.

-Tomakestudentsparticipateintheactivity.

-Tohavestudentsmotivatedtolearnthebodypartsandthedifferenttypesof

clothingtheywear.

Materials:

Bodyimage,clothesimages,marker,board

Vocabulary:

Partsofthebody(head,hair,skin,chest,neck,arm,feet,hands,fingers,nose,eyes,

ears,mouth,tongue,leg)

Clothes:(t-shirt,shoes,pants,dress,skirt,jacket,jeans,tennis)

Activity:

Theresearcherscarriedoutanactivityinwhichstudentsmustassembletheir

characteranddresseditaccordingtotheinstructionssaidtothem.Inotherwords,if

theresearcherssaidthattheyshouldassembleagirlanddressherwithaskirtand

blouse,thestudentsshoulddoit.Allindicationsthatweregiventostudentswerein

English;hereallthevocabularytheyhaveseeninthissectionused.

Procedure:

Thesessionstartedwithawarmingup.After,ontheboardwasdrawnabodyto

teachthedifferentpartsofit,andstudentshadtodrawwhatevercharacterthey

wantedandwritethenameofthebodypartsanddrawtheclotheswiththeir
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respectivenames.Finally,itstartedthegame;thestudentsassembleclothingand

bodypartswiththeteacher'sinstructions.

ObservationProcess:

Inthissession,theactivitywassuccessful,itshowedactiveparticipationofthe

students,whichhelpedtoembracethevocabularydoneintheclass,thiswas

demonstratedduringclassdevelopment,becausetheywereabletofollowthe

instructionsandanswerthequestionsaboutthatvocabulary.Moreover,theyhada

goodattitudeandtheyworkedasateam becausetheysupportedamongthem.

Conclusion:

-Tousedidacticanddynamicmaterialthatstudentscouldhandlemadethem more

active,participative,andcuriousintheclass.Forwhatstudentscouldachieve

meaningfullearningandinternalizevocabulary.

-Duringtheimplementationofthegames,itwasevidencedteamworkamongthe

studentsbecausetheyhelpedeachotherandfortifiedtheirrelationships,therefore

studentsachievedmeaningfullearning.

Picture11.FourthGBLsession:partsofthebodyandclothingmaterial.
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Picture12.FourthGBLsession:partsofthebodyandclothinggame.

Table9.

FifthGamificationsession:physicaldescription.

SessionName:Guessthecharacter

FifthGamificationsession

Numberofstudents:34

School:MercedesPardodeSimmondsInstitution

Topic:Physicaldescription

Time:1.30hour

Objectives:

-Tohavestudentsmotivatedtolearnphysicaldescriptionvocabularyandpointillism.

-Tomakestudentsparticipateintheactivity.  

-Toachievestudentsareabletodescribesomeone.

-Toapplythegamificationrulestothestudents.

Materials:
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Cardboards,colors,pencil

Vocabulary:

Physicaldescription:Tall,small,greeneyes,darkeyes,brunette,blonde,bald,curly,

straight,wavyhair,redhair

Activity:

Thisactivity,thestudentshadtousephysicaldescriptionvocabularyinEnglishand

anartisticsubject“Pointillism technique”.Theyshoulddoadrawingabouttheir

favoritecharacterusingthattechnique.Then,theyhadtodoaphysicaldescriptionof

itwiththevocabularygivenbyteachers.

Procedure:

Inthatsession,theresearchesstartedwithawarm up“Hello-Hello”inordertobegin

theclasswithmotivationandwillingness.Then,itwasmadeareviewabout

gamificationrules;itwasshowedstudentstheiravatars,points,livesandpowersthey

had,becausetheyhadnotworkedthisstrategyforalongtime.Itwascontinuedto

explainthenewtopic,whichwas“Physicaldescription”.Theypracticedthe

pronunciationofthevocabulary.Itwasmadeaspecialactivityinwhichstudents

shoulddescribetheirclassmate,thestudentthatcoulddoitwonapower.Inthe

secondpartofthesession;itwasexplainedthepointillism thatisanartistic

techniqueinordertodoatransverseoptionwithanartisticsubject.Afteranactivity

wasmadebythestudents,theyhadtodrawtheirfavoritecharacterandusethe

pointillism techniquewiththevocabularygiveninclass.Finally,fivestudentswon

pointsandoneofthem wonapower.(Coinx2)

ObservationProcess:

Whentheresearchersdidthewarm up,thestudentsremembereditandtheydid
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withoutteacheŕshelp.Inthespecialactivity,theydemonstratedgoodattitudeand

willingness.Besides,theywereparticipatingactivelyandtheyraisedtheirhandatthe

sametime.Whentheystartedtheactivity,studentswereexcitedwiththeexercise

becausetheyhadtoimagineanddrawtheirfavoritecharacter.Theysaidtothe

teachershowtheircharacter,clothing,skincolor,shape,andcharacternamelooked.

Ontheotherhand,studentswereconcentratedandenthusiasticdoingtheactivity

becausetheywantedtogetpower.(Coinx2)

Conclusion:

-Eventhoughthisstrategywasnotimplementedwithstudentsforalongtime,they

knewthegamificationmechanicssuchas:avatars,lives,powers,etc.

-Duetothetransversality,itwasmadewithartisticsubjects,itwaspossibleto

demonstratethatgamificationcanbeusedindifferentsubjectsbecauseitisa

strategythatmotivatesstudentstolearnanditfacilitatesknowledgedeeperina

funnierway.

-Sincegamificationgivespointsandpowerstostudents,theyaremoreactive,inthis

waytheclassismoreproductive.

-Itcansaywhenstudentshavethelibertytodosomething,inthiscase,drawthe

characterthattheylike,theyfeelmorecomfortable,andtheirbehaviorinfacethe

activityimproves.
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Picture13.FifthGamificationsession:pointillism.

Picture14.FifthGamificationsession:physicaldescription.

Table10.

FifthGBLsession:physicaldescription.

SessionName:Guessthecharacter

FifthGBLsession

Numberofstudents:26

School:LauraValenciaInstitution

Topic:Physicaldescription

Time:1.30hour
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Objectives:

-Tohavethestudentslearnthephysicaldescriptionvocabulary.

-Tomakestudentsparticipateintheactivityofthephysicaldescription.

-Todeterminethemotivationlevelsofthestudents.

Materials:

Markers,board,voice.

Vocabulary:

Hair:long,short,straight,curly,wave,black,blonde,brunette.

Eyes:big,small,blue,black,green,brown,hazel.

Body:fat,thin,well-built,short,tall,andmedium-height.

Personality:nice,funny,serious.

Activity:

Forthissession,theresearchersplayedagamenamed“Guesswho”topractice

physicaldescriptionandadjectives.Studentsmustchooseoneoftheirclassmates,

then,thestudentwhowasinfrontoftheclasshadtosaythephysicaldescriptionof

theclassmatehehadchosenandtheotherstudentshavetoguesswhothephysical

descriptionclassmatewas.

Procedure:

Whilestudentsdrewanypersonoracharacter,theteacherwrotethephysical

descriptionvocabularyontheboard.Afterstudentshadfinisheddrawingcouldgo

outoftheclassroom andparticipateinthewarmingup,andinthisway,students

whohadnotfinishedhadtimetodoit.Oncestudentsfinishedalldraws,itwas

proceededtoexplainthephysicaldescriptionvocabularysotheycoulddescribe

theircharacterdraw.Afterthegamewasexplained,theyhadtochooseaclassmate
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andpreparewhattheyhadtosay.

ObservationProcess:

Studentsweresoexcitedtoseetheresearchersandtoknowthattheywereintheir

Englishclass.So,whenitwasaskedthem todoadrawing,theybegantoprepareit

inacalm way.Theyworkedhard.Somestudentsusedonlypencilsandafterthey

usedcolorsanddomoreelaboratesketches.Whentheyfinished,theyshowedtheir

drawingswithemotionandreturnedtotheirdeskstocopythephysicaldescription

vocabulary.Thewarmingupallowedtodistractstudentswhohadfinishedtheir

pictures,anditallowedthem totakeairandspreadthemindwhiletheother

studentsfinishedtheactivity.Childrenreturnedtotheclassroom hyperactive,so

whiletheywerecalmingdown,theresearchershavetoexplainthem twice,andthey

startedtodotheirdescription.Inthegame,studentswereexcited,andeachstudent

wantedtobethepersonwhohadbeendescribed.Studentsdiddisorderbecause

theywantedtoparticipate,butthesamegameallowedtheresearcherstoaskthem

tobequiet.Whenoneofthestudentsmadethedescription,theotherclassmates

wereguidedbythenotesintheirnotebooks,andinthisway,theymanagedtoguess

whichclassmatetheyweredescribing.

Conclusion:

-Thestudentswereexcitedbytheactivitysincetheyunderstoodtheexplanation.

Althoughthestudentslookedattheirnotestomakesurethattheiranswerwas

correct.

-Tocarryoutagoodactivity,itwasnecessarythatthestudentsfirsthaveagood

levelofmotivationtoperform theactivitiesbetterandgetsignificantlearning.Inthis

case,thestudentsweremotivatedtoguesswhotheclassmatewasdescribing;they
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wantedtobewhom theirclassmatesdescribeandtohaveaturntodothe

description.

Picture15.FifthGBLsession:physicaldescription.



69

Table11.

SixthGamificationsession:vegetableandfruits.

SessionName:Vegetableandfruits.

SixthGamificationsession

Numberofstudents:39

School:MercedesPardodeSimmondsInstitution

Topic:Fruitsandvegetables.

Time:1.30hour

Objectives:

-Tohavethestudentslearnsomeofthevegetableandfruitsvocabulary.

-Tomakestudentsparticipateintheactivityanswering“whatisthis,whatisthat?”.

-Todeterminemotivationlevelsofthestudents.

Materials:

Markers,board,voice,photocopiesvocabulary,photocopiesimages.

Vocabulary:

Fruits:almond,apple,banana,blackberry,cherry,coconut,grape,lemon,mango,

melon,orange,peach,pear,pineapple,strawberry,tangerine,watermelon

Vegetables:beet,broccoli,cucumber,carrot,celery,garlic,lentils,lettuce,onion,peas,

potato,tomato,corn,pepper,avocado,bean

Activity:

Todevelopthissession,theresearcherstaughtthefruitsandvegetablesvocabulary

and“whatisthis?Whatisthat?”questions,inordertoaskthem tothestudents.First,

itwastaughtthe“whatisthis?Whatisthat?”questionsandafterthevocabulary
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aboutfruitsandvegetables,itwascarriedoutbyphotocopies,afterthat,itwas

practicedthepronunciation.Tomakesurethestudentslearnedthistopicitwas

madethequestions“Whatisthis?Whatisthat?”Thestudentwhoansweredmore,

wasthewinnerofthemagicpotion.

Procedure:

Theresearchersstartedwithawarm upbecausethestudentsweretoolazy.After,it

wascontinuedworkingthefruitsandvegetablesvocabularyanditwasworkedwith

them onpronunciation,itwassaidthewordandtheyrepeatedafter.Thenitwassaid

them inSpanishandtheyhadtosaythecorrectwordinEnglish.Duringtheclassthey

wonandlostlifepoints.Theresearchersgavethestudentsacoloringdrawing,but

beforegivingittothem itwasaskedthem thenameofthefruitorthevegetablein

Englishandstudentsthatweremoreattentivetoanswerwonapotion.Tohelpwith

thediscipline,itwasappliedthem toapointtablebyrowthatfinallyrepresentedthe

lossorthegainoflifepoints.

ObservationProcess:

Asstudentsweretoolazy,theresearchershadtodoawarm up.Withthepointtable

byrow,itwasachievedsilenceandattentionstudents.Whileitwasworkingthefruits

andvegetablesvocabularystudentstriedtobequietandattentiveinordertonotlose

lifepoints.Theyfollowedthereviewandtheytriedtoanswerthequestioninacorrect

way.Whenitwasstartedtoaskthem “Whatisthis?Whatisthat?”questions,they

answerthenameofthefruitandtheysaidiftheylikeornotthefruitorthevegetable.

Atthemoment,whengivingthem theimageofthefruitorvegetableandweasked

them theEnglishname,someofthem rememberedthecorrectwordandonlyone

studentansweredalmostallfruitsorvegetablesnamesandhewonthemagicpotion.
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Whenastudentofarowdidindisciplineallstudentsofhis/herrowlostapointlife

andifallstudentsdidindiscipline,thiswasrepresentedwitha0inthepointtable.

After,studentsbegancoloringtheirdrawings.

Conclusion:

-Whenstudentslosepointsinanindividualway,sometimestheydonotmatterifthe

classmateisdoingdisorder;but,whenastudentlosespointsinchargeofa

classmate,hereallymatters.Then,theaffectedstudentstartstoasktheirpartnerto

silence,sitdownandpayattention.

-Studentsaremostinterestedwhentheclassisgoingtowinapower.Inthissession

theytriedtoparticipatealotbecauseofthepower.

-Studentslikedrawingandpaintingactivitiesbecausetheydevelopcreativityand

concentration.

Picture16.SixthGamificationsession:vegetablesandfruits,pointillism.
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Table12.

SixthGBLsession:vegetableandfruits.

SessionName:TimetogototheMinimarket.

SixthGBLsession

Numberofstudents:27

School:LauraValenciaInstitution

Topic:Fruitsandvegetables.

Time:1.30hour

Objectives:

-Tomakestudentslearnvocabularyaboutfood,fruitsandvegetablesinafunway.

-TocreatepositivesattitudeinthestudentstowardsEnglishlearning

-TokeepallstudentsinvolvedandinterestedinlearningEnglishthroughfun

activities

Materials:

Markers,photocopies,cardboardboxes,colorspaper,cardboards,colors.

Vocabulary:

Almond,apple,banana,blackberry,cherry,coconut,grape,lemon,mango,melon,

orange,peach,pear,pineapple,strawberry,tangerine,watermelon,beet,broccoli,

cucumber,carrot,celery,garlic,lentils,lettuce,onion,peas,potato,tomato,corn,

pepper,avocado,bread,rice,sauce,sugar,salt,egg,milk,cheese,yogurt,chicken,

meat,fish.

Grammar:

Whatisthis?Whatisthat?Itis,thisis.
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Activity:

Inthisactivity,theresearchersset3stands,onthefirsttherewasgeneralfood,on

thesecondfruitsandinthelastone,therewerevegetables.Thesestandswere

undercareofsomestudentswhowerethesellers.Theotherstudentswerethe

customers,thesestudentshadtoaskfortheproductsusingthequestions”Whatis

this?”or“Whatisthat?”,thesellerhadtoanswer“thisisaoran…”or“Itisaoran…”

forpracticingthevocabularypreviouslyworkedaboutvegetable,food,fruits,the

questionsandanswers.

Procedure:

Tostartthesession,theresearcherswentoutdoorswiththestudentstodoawarm

upnamed“jumpinjumpout”then;itwastaughtthequestions“Whatisthis?Whatis

that?”theanswers“thisis,itis”andthevocabularyaboutfruits,vegetablesand

food.Itwascarriedoutthisvocabularyusingphotocopies,eachstudenthadone.At

theend,toreinforcetheactivityandthenewconceptsthestudentsplayedaname

calledminimarket.

ObservationProcess:

Atthebeginningoftheclass,teachersdidawarm upaboutsomecommands;

studentswereabletofollowit.Studentslaughed,amusedandparticipatedactively.

Althoughsomeofthem didnotunderstandthecommandssotheyfollowedtheir

classmates.Studentslistenedandpaidattentiontothevocabularyexplanationand

pronunciation.Theystartedtorelatetheirfavoritefoodwiththefruitsand

vegetables.Intheactivity,studentspersonifiedthesellerandthecustomers,they

wereabletousethegrammaticalstructuresandvocabulary.Theywereso

immersedintheactivityworkingasateam andtheyshowedinasolidarymanner
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towardstheirclassmateswhentheydidnotrememberthewords.

Duringtheclassdevelopment,studentshadapositiveattitudetolearnthe

vocabulary,becausethetopicwasinterestingforthem.

Conclusions:

-Whenstudentsusethevocabularyincontextthroughagame,theyareableto

understandandinternalizeit.

-Inthisactivity,whenstudentshadtousethevocabularyinarealanddynamic

context,itmadestudentsworkasateam,helpingandcorrectingeachotherandthe

classwasmorefluidandproductive.

-Inthewarm uppart,imitationandrepetitionwereveryusefultounderstandthenew

words.

Picture17.SixthGBLsession:timetogototheminimarket.
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Table13.

SeventhGamificationsession:familymembers.

SessionName:Familymembers

SeventhGamificationsession

Numberofstudents:37

School:MercedesPardodeSimmondsInstitution

Topic:Familymembers.

Time:1.30hour

Objectives:

-Tomakethestudentslearnthevocabularyofthefamily.

-Tomakethestudentsparticipateintheactivityrelatedtothetopic.

-Tohavestudentsmotivatedtolearnthevocabularygivenbytheteachers.

Materials:

Cardboard,pieceofpaper,cord,colors,pencil.

Vocabulary:

Father,mother,son,daughter,cousin,aunt,uncle,grandfather,grand-mother,

brother,sister.

Activity:

The“Familyhome”activitywasindividual,sinceeachstudenthadtheirownhome

withfamilymembers.Eachstudentcutthecardboardwiththescissors,the

cardboardhadtheshapeofaroof,theycutpiecesofpaperaccordingtothe

relativestheyhave.Forexample:Ifthestudenthadafatherandamother,he/she

cut3pieces(mother,fatherandstudent).Theteacheropenedholesinthe
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cardboardaccordingtothenumberoffamilymembers.Thestudentpassedthe

cordthroughthetwoholesandtiedtheends.Onthepaper,thestudentsdrewthe

familymembersandwrotethecorrespondingword.

Procedure:

Theresearchersstartedwithawarm upnamed“Hello-Hello”,then,itwasexplained

thateachrowwasateam,theystartedwithfourlives,andifarowshoweddisorder,

theylostalllivesandtheyarrivedtothedeathzone,whiletherowthatshowed

order,theywonapower(Shield).Itwasexplainedthefamilymember’svocabulary

withafamilytreeandthestudentsrelatedthecorrespondingvocabulary,then,they

receivedacopy,wheretheyhadtowritethenameofeachmemberoftheirfamily.It

wasmadetransverselywithartisticsubjects.

ObservationProcess:

Thestudentsrelatedthevocabularygivenbytheteacherswiththecharactersofthe

familytreebecauseitwasapopularTVshownamed“TheSimpsons”;they

participatedwithenthusiasm.Manyofthem wantedtogototheboardinordertodo

theexercise.Whentheyansweredcorrectly,theycelebratedwithemotion.

Theyansweredscreamingandrisingfrom theirdesks.Manyofthem toldthatthey

hadalargefamily.Theywantedtodrawtheirpetsandpainttheirroofsofdifferent

colors.Theyhadgoodconductsincetheyworkedasateam inordertokeeptheir

lives,andtheystruggledtowinthepower.Forthatreason,onlytworowsdidnotwin

thepower.

Conclusions:

-Whenthegroupofthestudentswasdividedintorows,behaviorwasthekeyto

obtainingorlosingpoints,inthiswayitwaseasiertoreduceindisciplineand
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increasedteamworksothatthereweremorepointsforeachoftherows.

-TousetheTVshowimagesthatstudentsalreadyknew,itwasagreatadvantage,

becauseitiseasiertounderstandforthem thefamilymembervocabularyandthey

couldrelatethevocabularyandthecharacters.

-Toteachthefamilymembersvocabularyintherealfamilycontextofthestudents

madeitscomprehensionsimplerandtheycouldinternalizeit.

Picture18.SeventhGamificationsession:familymembers.

Picture19.SeventhGamificationsession:familymembers’activity.
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Table14.

SeventhGBLsession:familymembers.

SessionName:Family

SeventhGBLclass

Numberofstudents:27

School:LauraValenciaInstitution

Topic:Familymembers.

Time:1.30hour

Objectives:

-Tohavethestudentsidentifyfamilymembersaswellasthecorrectwritingof

vocabularyanditsproperpronunciation.

-Tomakestudentsparticipateintheactivity.

-Todeterminethemotivationlevelsofthestudents.

Materials:

Markers,board,voice.

Vocabulary:

Mother,father,daughter,son,grand-mother,grand-father,grand-daughter,grand-son,

sister,brother,siblings,mother-in-law,father-in-law,sister-in-law,brother-in-law,

daughter-in-law,son-in-law,twins,wife,husband,uncle,aunt,cousin.

Activity:

Todevelopthissession,itwastaughtthefamilymembersvocabulary.Intheboard,

therewasthefamilyvocabularyinEnglishandinthesuperiorpartoftheboarditwas

writtenawordinSpanishofafamilymemberandthestudenthadtochoosethe
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correctEnglishword.Ifthestudentsdiditwell,theirgroupgotapointandthe

studentshadonly30secondstochoosetheword.Inordertoperform thisactivity,

theyweredividedintotwogroups,andfinallythegroupwithmorepointswasthe

winner.

Procedure:

Whileoneoftheresearcherswascopyingthefamilyvocabularyontheboard,the

anotheronewascheckingtheprevioushomeworkaboutthedrawingdescription.

Studentsbegantocopythevocabularyontheirnotebooksandafter,itwasexplained

tothem thepronunciationandgavethem thetranslatedword.Asstudentshadan

approachtosomevocabularywords,theactivitywasdevelopedwithoutanyproblem,

thestudentsweredividedintwogroupsandbeganwiththegame.Onestudentofthe

AorBgroup,accordingly,hadtochoosethecorrectword.Finally,astherewereless

thantenminutes,theresearchershada“Hotpotato”warm upinordertoreviewthe

familyvocabulary.

ObservationProcess:

StudentsarealwaysindispositionwiththeEnglishclass.Whenitwasaskedthem for

thehomework,theybegantoshowtheirbooksandtheywereanxioustobereviewed.

Studentsfinishedtocopythevocabularyontheirnotebooksandtheyhadanactive

participationinthepronunciationofthevocabularybecausetheywantedtostartwith

thegame.Quickly,studentscreatedtheteamsinordertocompetebetweenthem.

Studentswantedtoparticipateinthegameanddiditcorrectlytowinmorepoints.

Studentsparticipatedactivelyandtriedtoavoidtheindisciplinebecausetheydidnot

wanttoloseanypoints.Whenastudentofagroupwaswrong,thecontrarygroup

celebratedbecausetheyknewthatthiswasanadvantageousopportunity.Inone
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opportunity,theresearchershadamistakeintheword“yerno”onthetableandone

studentofthegroupArealizedthemistake.Thismeantthatthisstudentwas

attentivetotheactivity.Aftertheactivity,studentswithoutmatteriftheywerethe

winnersornot,theyseemedsoexcitedwiththegame.Attheend,a“hotpotatoe”

activitywasusedtoaskthestudentsaboutthenewvocabularyandwhenastudent

didnotrememberthecorrectwordtheotherclassmateshelphim/her.Thisactivity

madestudentsquietalot.

Conclusions:

-Studentsaremotivatedtocompetewitheachotherbecausethereisgreaterinterest

inparticipatingintheactivitytowin.

-Inthissessionitwasobservedthatthestudentshadasignificantlearningofthe

topicdevelopedinclassbecauseonestudentnoticedthatawordinSpanishdidnot

correspondtothetranslationinEnglish.

Picture20.SeventhGBLsession:familymembersgame.
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Picture21.SeventhGBLsession:familymembersgame.

Table15.

EighthGamificationsession:Cityplacesanddirections.

SessionName:Street

EighthGamificationsession

Numberofstudents:36

School:MercedesPardodeSimmondsInstitution

Topic:Cityplacesanddirections.

Time:1.30hour

Objectives:

-Tohavethestudentstoaskortoindicatedirectionsaswellastheproper

pronunciation.

-Tomakestudentsparticipateintheactivity.

-Todeterminethemotivationlevelsofthestudents.

Materials:

Markers,board,voice,photocopiesvocabulary,photocopiesimages.
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Vocabulary:

HowdoIgetto…?Whereisthe…?Isthistherightway?Igotlost,excuseme,north,

south,east,west,justaroundthecorner,infrontof…Ononeside,inthemiddle,

around,here,there,near,far,onthecorner,across,right,left,turnright/left,turn

around,straighton,crosstheroad,byfoot/car/bus,street/road,trainstation,

school,postoffice,supermarket,restaurant,hotel,museum,library,church,police

station,underground,roundabout,up,down,front,back.

Activity:

Todevelopthissession,theresearcherstaughtsomewaystoaskortoindicate

directions.Itwasgiventhestudentstwocopiestoeachone,onecopyhadthe

vocabularyabouthowtoaskforthewaytoarriveataplaceandhowtogive

indicationsandtheotheronehadadrawofstreetswithsomeplaceson.The

studentsweredividedintwogroups,andattheend,thegroupthatmoreplaces

guessedwasthewinner.Amemberofonegrouphadtoaskforaplaceandtheother

membersofthegroupshadtogiveinstructions.

Procedure:

Theresearchersgavethestudentsthevocabularyphotocopyandstartedtoexplain

them whatthatmeant.Itwasmadearevisiontothevocabularyanditwasgiven

them theimagecopy.Thegroupswereorganizedintheirdesksinorderandone

groupremainedinfrontoftheother.Then,itwasexplainedtothem thatwhileone

memberofonegroupaskedfordirections,theothergrouphadtogivehim/herthe

indicationstoarriveatthatplace.Itwasobservedthatstudentshadcertainproblems

withtheactivity,forthatreason,areviewwascompletedanditchangedtheactivity.

Thegroupsremained,butnowoneofteachersgavestudentsinstructionsonhowto
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getaplaceandtheyhadtosaywhatplaceitwas.

ObservationProcess:

StudentsarealwaysindispositionwiththeEnglishclass.Thestudentswerevery

attentiveatthetimeofdoingthevocabularyreview.Whentheactivitystartedthe

studentsweretooactiveandtoodistracted.Theyworriedaboutlosinglifepoints,but

theydidnottrytorecoverthem.Afterseveralexplanations,theyreallyseemedto

havenointerestinthegame.Whenitwasdecidedtochange,thestudentsbeganto

respondpositively.Theyshowedinterestintheactivityandwantedtoparticipate.

Mostofthetimetheywereverydistracted.

Conclusions:

-Itwasveryrarethatstudentsweretoolostinthisactivity,becausetheresearchers

askedthem thevocabularyandtheyansweredcorrectly,butinthemomentofthe

gametheydidnotdoit,itwasveryexhaustivetohavetoexplaintheactivityoverand

overagain,andwhenitwasthoughttochangetheactivity,theystartedtodoitwell.

-Regardingtheorder,thestudentsremindedthattheylostpoints,inthiswaythey

triednottomakeamess.

Picture22.EighthGamificationsession:cityplacesanddirections
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Table16.

EighthGBLsession:Cityplacesanddirections.

SessionName:Street

EighthGBLsession

Numberofstudents:26

School:LauraValenciaInstitution

Topic:Cityplacesanddirections

Time:1.30hour

Objectives:

-Tomakestudentslearndirectionandcityplacesvocabularywithdidacticmaterial.

-Studentswillbeabletouseandpracticethevocabularyinafunway.

-Toincreasestudents'participationinclass.

Materials:

Tape,flashcardsofcityplaces,thread,photocopies.

Vocabulary:

School,postoffice,hospital,bank,firestation,supermarket,restaurant,hotel,

museum,library,cityhall,church,busstation,policestation,mall,turnleft,turnright,

between,nextto,crossthestreet,attheend,behind,infrontof,gostraight,around

thecorner.

Activity:

Inthisactivity,theresearchersmadeakindoflittlecityusingtape,whichrepresented

thestreets.Moreover,itwasdividedthegroupintotwoteams,somestudentswerein

theplacesofthecity,andtheyhadtouseaflashcardwhereplacesweredrawn.
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While,theotherteam wasdividedinpairs,oneofthem guidedtheotherclassmatein

ordertoarrivetothechosenplace.

Procedure:

Atthebeginningoftheclass,itwasmadeawarm up“jumpin,jumpout”inorderto

starttheclasswithenergy.Studentsfollowedthecommandsgivenbyteachers,for

examplewhentheteachersaid“jumpin,jumpout,jumpleftandjumpright”students

hadtofollowtheinstructions.After,itwasexplainedthevocabularyaboutdirections

andcityplacesusingexamplesintheirowncontext.Then,itwasmadeanactivity

withthestudentsoutsidetheclassroom,named“LittleCity”.Thestudents

representedthedifferentplacesofthecityandtheothershadtoarrivetothecorrect

place.

ObservationProcess:

Atthebeginningoftheclass,studentswereparticipatinginthefirstactivity,they

listenedattentivelytotheindicationsandtheywereabletofollowthem correctly.In

theexplanation,thestudentsparticipatedwiththeexamplesgivenbytheteachers;

theytriedtopronouncethevocabularycorrectlywiththeirpriorknowledge.The

studentsparticipatedwiththeexamplesabouttheirdailylife.Besides,thestudents

wereexpectantforthegameusedinthesession.

IntheactivityoftheLittleCity,thestudentscouldusedirectvocabularyworkedinthe

classinordertoguidetheirclassmates.Ontheotherhand,studentswhorepresented

thecityplaces,theycouldunderstandwhentheteachercalledthem forthenameof

theplace.Moreover,theywantedtoparticipatewithbothroles(firstrole:students

whorepresentedplaces.Secondrole:Pairswhohadtoarrivetosomeplaceschosen

byteachers).
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Conclusions:

-Toimplementgamesthatallowthestudentstousethevocabularyandexpressions

incontext,ithelpsstudentstounderstanditsuses,andtheycanapplyitintheirdaily

life.

-Theactivityhadagoodreceptionbystudentsbecausetheyusedtheirbodyasthe

maininstrumentandithelpedthem tointernalizethevocabulary.Thestudentsused

thevocabularywithoutourhelpandatthesametimestudentsworkedinafunny

environment.

-Althoughthedirectionsvocabularywasnotaswellknowntothestudents,theywere

abletounderstanditquicklywiththehelpoftheactivityandthroughteamwork.

Picture23.EighthGBLsession:littlecitygame.
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Picture24.EighthGBLsession:littlecitygame.
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Table17.

NinthGamificationsession:verbs.

SessionName:Imitatetowin!

NinthGamificationsession

Numberofstudents:34

School:MercedesPardodeSimmondsInstitution

Topic:Verbs

Time:1.30hour

Objectives:

-Tomakestudentslearntheverbsmostusedinpresentsimpletense.

-Tomakestudentsuseandpracticethevocabularygivenbyteacher

-Toachievestudentsparticipatingintheclass.

Materials:

Cardboard,vocabularyimage.

Vocabulary:

Swim,eat,drink,read,write,sing,walk,dance,sleep,run,jump,study,talk,watch,

listen.

Activity:

Teachergavethestudentscardboardandvocabularyimagesinorderforstudentsto

createakindofflashcard.Moreover,theyhadtorelatethevocabularyandthe

images.Thecardboardsweredividedin15parts,whichstudentsshouldcut,then

theyhadtopastetheimageandwritethecorrectverb.

Procedure:
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Thissessionstartedwithawarm upnamed“jumpinJumpout”wherestudentshad

tofollowsomeinstructionsgivenbytheteacherinordertoencouragetheclass.Each

linerepresentedateam thathadfourlives,theycouldloseorwinthem,ifthey

participatedintheactivitiesornot.Attheendoftheclass,thelinethathadmostlives

wonapower“shield”.Then,theteacherexplainedthedifferentverbs,theirmeaning

andtheirpronunciation.Tomakesure,studentsunderstoodtheverbs,theyimitated

them.Finally,theteacherdidanactivitytopracticethenewvocabulary,he/shegave

thestudentscardboardandvocabularyimagesinorderforstudentstocreateakind

offlashcard.Moreover,theyhadtorelatethevocabularyandtheimages.The

cardboardsweredividedin15parts,thestudentshadtocutthem andpastethe

imagesandwritethecorrectverbs.

ObservationProcess:

Thestudentsfollowedtheinstructionsgivenbytheteachers,forexample:Whenthe

teacherssaid,“jump”theymustjumparoundtheclassroom,whenteacherssaid

“dance”theydancedwiththeirclassmates,andthestudentsrepeatedeachwordof

thevocabularywrittenontheboard.Thelinesofstudentsparticipatedintheactivities

withenergyandsomestudentsexplainedtotheotherclassmatesthemeaningof

someunknownword.

Thestudentswereeagertoknowwhattheyshoulddowiththeimages;theycuriously

askedtheirEnglishmeaning.Then,theypaintedandcuttheimages.Whenthe

studentsfinished,theylentthescissorstotheirclassmatesandshowedthefinished

imagestotheteacher.Mostofthem participatedandworkedasateam inthe

differentactivitiesbecausetheywantedtowinmorelivesandthepower.

Conclusions:
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-Whenthestudentsweredividedintoteams,theyhadagoodbehaviorbecausethey

wereresponsibleforthepointoftheirclassmates,iftheyhadabadbehaviorthe

wholeteam lostpoints.Besidestheyworkedasateam inordertowinseveralpoints.

-Tomakeactivitieswherestudentshadtousetheirimaginationandtheircreativity,in

ordertoimitateordoaperformancehelpedtothememorizationandinternalization

processofvocabularyinaneasierandfunnyway.

-Thestudentsdidnotfeelanyshamewhentheyimitatedtheprofessionsthat

teachersgavethem inthesession,theyfeltverycomfortablewiththebody

movementsandthatincreasedtheirdynamism whenacting.

Picture25.NinthGamificationsession:mimicactivity.
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Picture26.NinthGamificationsession:verbactivity.
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Table18.

NinthGBLsession:verbs.

SessionName:Imitatetowin!

NinthGBLsession

Numberofstudents:28

School:LauraValenciaInstitution

Topic:Actions

Time:1.30hour

Objectives:

-Tohavethestudentstoimitateandtoguessdifferentactionsbymimic.

-Tomakestudentsparticipateintheactivity.

-Todeterminethemotivationlevelsofthestudents.

Materials:

Markers,board,voice,piecesofpaperwithactionsvocabulary

Vocabulary:

Jump,run,move,walk,trot,sing,dosport,eat,sleep,getup,play,cook,read,write,

study,create/make,listen,see,payattention,cry,dance,bike,wakeup,sneeze,swim,

taste,ask,close,open,cut,go,come,keep,gotobed.

Activity:

Studentsweredividedintwogroups,onestudentofeachgrouphadtochooseapiece

ofpaperthathadawordoftheaction’svocabulary,andhe/shehadtomimeaword

andtherestofthegrouphadtoguessit.

Procedure:
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Forthissessiontheclassbeganwiththeaction’svocabulary,whichwouldbeusedto

workwithstudents,after,itwasmadeareviewtoreinforcethevocabularyandto

practicethepronunciation.Later,theactivitystartedandthestudents'groupssatone

infrontoftheotherandthestudentthatmimedtheactionwordwasinthemiddleof

theclass.

ObservationProcess:

AtthebeginningintheclassthestudentswereexcitedfortheEnglishclassandthey

wereverystillandjudicioustoo.Tostarttheclass,theactionsvocabularywaswritten

ontheboardwhilethestudentswerecopying.Whenstudentscopyintheirnotebooks,

therearechildrenwhofinishfirstandotherswhotakelonger.Whenallthestudents

finishedcopyingtheentirevocabulary,weagreedtoreviewforpracticingthe

pronunciationofeachword,thestudentsrepeatedafterusandsowelistenedhow

theirpronunciationwasandwerepeateduntiltheypronouncedcorrectly.Oncethe

reviewwasfinished,theactivitywascarriedout,formingtwogroupswiththestudents

tocompetebetweenthem.Whentheactivitytookplace,theygotexcitedandtherewas

agreaterparticipationbythem,allstudentswantedtoparticipateatthesametime.At

thebeginning,thestudentssaidthewordsinSpanishforguessingquickly,butthey

werewarnedthatiftheysaidthecorrectwordbutinSpanish,theydidn'tgetthepoint,

sothestudentsstartedtosaythewordinEnglish.Duringthegame,theteachers

correctedthepronunciationallthetime.

Theteachersrealizedthatoneofthestudentsdidn'twanttoparticipateinthemime

representationbecauseshewassonervous,butallclassmatesencouragedherto

participateandteachersofferedherhelpandshedidit.Ontheotherhand,another

studentdidn'twanttoparticipatebecausehewantedtoguess,butfinallyhe
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participatedintheactivity.Onthecontrary,manystudentswantedtodothemime

representationmanytimes.

Conclusion:

-Thegamewaswellreceivedbythestudentsbecausefrom thebeginningtheywere

highlymotivatedbecauseoftheiractiveparticipation.

-Thedynamicsofthegameallowedthestudentstohavemeaningfullearning,sinceby

carryingouttheactionstheyreinforcedthevocabularylearnedinclass.

Picture27.NinthGBLsession:mimicgame.
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8.Analysis

Theanalysiswasdevelopedconsideringthedifferentconclusionsandthe

observationprocessinthesessionsandtakingintoaccounttheproposedobjectives

andthestatedquestionfortheresearch.

8.1AnalysisofGamificationstrategy 

Atthebeginningofthefirstgamificationsession,theresearcheraskedstudents

somequestionswhichevidencedthattheyhadpriorknowledgeaboutvideogames

elements,forthisreason,itwaseasyforthem tounderstandthegamificationstrategy,

whichconsistsontheuseofgamemechanicsasavatars,lives,scores,levels,pointsin

thenon-gamingenvironmentwhatfosteredstudents’motivation,sincetheywerevery

interestedfrom thebeginningofthesessionsbecausetheyinteracteddirectlywith

gamificationstrategy,namedtheiravatars,earnedpowers,points,andlives.

Oneofthegamificationstrategyresultswasbetterdisciplinecontrolduringthe

classesdevelopment,whichallowedstudentstogainextrapoints,forexample,when

thegroupwasdividedintorowsorteamsandtheywereresponsibleforthelostpoints

oftheirclassmates,theyshowedabetterbehavior,workedtogetherandweremore

attentivetotheteacher'sexplanations.Duringtheactivities,studentswereawareof

theirscoreatthepointstable,andifitwaslow,theybegantoaskfororderinthe

classroom,thus,noneofthem hadtofacethedeathzonetorecovertheirlives.Through

theseactivities,itwaspossibletoconfirm whatCasado(2016)citedbyGonzales(2017)

defends“gamificationisveryusefultolearnaforeignlanguageandthattheuseof

pointsandrewardsgeneratesafeelingofbelongingtothegame.”
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Additionally,thefactofearningpoints,livesorpowersmotivatedthestudentsto

participateandbeactiveintheclasses,especiallywhentherewerecompetition

activitiesandmemorygames,thestudentsweremoreactiveintheactivity,they

participatedseveraltimesandwerealwaysawareoftheflashcardstofindthecorrect

pair,thishasaparallelwithwhatwassaidbyGonzales(2017)“Gamificationlooksfor

usinggameelementstoattractthestudent,increasetheirmotivationandinterest,

thereforeitcanbeappliedtoanysubjecttoattractthechildren'sattentionandthatthey

participateactively.”

Inthesameway,duringtheindividualactivitiesinwhichstudentscouldwinpowers,

manyofthem lostthefearofmakingmistakes,answeredquestionstotheteachersand

madeagreatefforttounderstandthetopic,whichevidencedwhatCorderoetal.(2018)

said,“Thegameencourageseffortandcollaboration,whiletheyarerewarded

symbolicallyforperformingtasksestablishedwithpoints,levels,orrankings”for

example,inthe“tellthetime”activity,thestudentsdidnotknowhowtotellthetimein

English,buttheyeventriedtodoit.

Itisrelevanttohighlightthatitwasdifficultforstudentstounderstandtheactivities

whentheyusedphotocopies,forexample,whentheywererequiredtoworkwithplaces

anddirections,theydidnotseem tobemotivatedenough,thereforeitwasnecessaryto

changetheactivity’sstrategyintoamoredynamicone,andthus,allowingstudentsto

feelmorecomfortable.

Furthermore,whenthestudentsusedtheEnglishtopicsandvocabularyindailylife

contexts,usingmaterials,dynamics,andgames,thecomprehensionprocesswas

simple,maintainingthestudents’attentionduringtheexplanationsandtheactivities

development,whichhelpedthem internalizetheinformation.Forinstance,inthe“family
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members”activity,studentswereinterestedinknowingthevocabularymeaningrelated

notonlywiththeirfamilymembersbutalsowiththeirclassmatesbecausesome

studentsdidnothavethesamefamilyunit.

Bearinginmindthepreviousarguments,itispossibletosaythatgamification

strategyhassomeadvantagessuchasthebestdisciplinecontrol,teamwork,more

attentiontotheteachers’explanations,responsibility,motivation,activeparticipation,

lossoffearofmakingmistakes,andvocabularyincontextuse,asaconsequence,

studentsachievemeaningfullearningandaccomplishthelesson'sobjectives.According

totheresearchers'experiences,gamificationisagoodstrategysinceitfacilitated

Englishteachingandcreatedagreatrelationshipwithstudents,butalsoitservedto

identifysomelikesandlearningstudent’sstyles.

8.2AnalysisofGBLstrategy

Theimplementationofgamescreatedforaspecificclass,inordertoreinforceor

deepenthetopicsandmakeclassesdynamicandfun,motivatedthestudentstopay

moreattentiontotheexplanationsandparticipateintheproposedactivities.By

developinggamesduringtheclasses,environmentswherethestudentshadfunandgot

meaningfullearningwerecreatedandhelpedstudentstoparticipate,keepahigh

motivationpeak,andhaveacompletedispositiontowardstheEnglishclasses.Likewise,

workinginsmallgroupswithinacompetitionhelpedthetutortokeepthediscipline

controlbecausestudentsweretoldthattheirchancesofwinningorlosingwould

dependontheirperformanceduringtheactivity.

AdaptingthegametodifferentEnglishtopicsandstudents,wheretheyusedthe

vocabularyandexpressionsinthetargetlanguagecontexts,allowedlearnerstoachieve
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meaningfullearning,itwasevidencedwhentheyusedthetopicsandvocabularystudied

inclassandhelpedeachothertocorrecttheirmistakes.Forexample,intimetogoto

theminimarketactivity,studentshadtoperform thesellerandbuyerroleandhadtouse

shoppingvocabulary;atthebeginning,studentsaskedforalotofassistance,butasthe

activityprogressed,theyperformeditwithoutexternalhelp.Kaya(2010)citedby

Corderoetal.(2018)affirmsthat:

Whentheteacherusesthegametomotivatethestudents,heputsinpracticethereal

-lifecontextbymakinguseofeducativematerialsdynamicallyandplayfullyway;he

canalsointroduceseveralconceptsandtopicswhiletheywereguidedtoaspecific

goal.

Inthesameway,students’engagementwasnoticed,sincetheywereabletorealize

andhighlightmistakesmadebytheteachers;forexample,inthefamilyactivity,the

teacherputthewordinSpanishontheboard,andthestudentshadtochoosethe

correctoneinEnglish,so,bymistake,theteacherwroteawordtwotimes,andoneof

thestudentspointedthewordinEnglishout.Anotherexamplewasatthetimeof

playingtheballgameaboutanimals;itwasevidentthatthestudentswereexcited

becausefrom thebeginningofit,theypaidattentionandthusunderstooditsdynamics

verywell,eachofthem rememberedthenamesoftheanimalsinEnglish,attheend,

theyhelpedeachotherandtheirparticipationgraduallyincreased.

Atlast,itcanbeconcludedthat,similarlytogamification,GBLstrategyhadsome

advantagesthatallowtodeepenandreinforcethetopics,havemoredynamicsandfun

classes,increaseparticipation,losethefearofmakingmistakes,fostermotivation,set

disciplinecontrolandachievemeaningfullearning.Gonzáles(2017)saidthat“Students'

curiosityanddesiretolearnwillincreasegreatlyiftheyhavefunandenjoythemselvesin
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class.Therefore,thegamehasallthenecessaryfeaturestobeaveryusefulmotivator

inteaching.”

ThereissomestufftocompareandanalyzebetweenGamificationandGBL

strategies,bothofthem appliedwarm-upactivities,whichweredevelopedbeforethe

classesstarted,andintheactivitieswherethestudentshadtofollowEnglish

commands,thatincludedperformingmimicsorsomeactivitiespromotedstudents’

motivationandmadethem haveagooddispositionandattitude,theyneverseemed

tiredorbored,onthecontrary,theywantedtocontinuethatwayfortherestofthe

lesson.Anotherfundamentalaspecttohighlightisthatactivitiesallowedthestudentsto

usetheEnglishvocabularyandexpressionsincontext,whichhelpedthem tohave

meaningfullearningandhavesomefunatthesametime;tonamesomeexamples,in

“thememorygame”and“timetogototheminimarket”activitiestherewasnoneedto

usephotocopiesornotebooks,thiscontributedstudentstounderstandandinternalize

knowledgeinabetterwaysinceitwasenoughforthem togiveinstructions,andthen,

theyperformedactivitieswithoutexternalhelp.Furthermore,GamificationandGBL

strategiesareteachingalternativesfortheEnglisheducatorsbecausemakingmaterials

fortheclassesareverycheapandcanbereusedinotheractivitiesaswell,andtheuse

ofthesematerials,gamesandfunlessonshadapositiveimpactonthelearners,helping

them toimprovethepreviousknowledgeandtheacquisitionofnewone.Nevado(2008)

citedbyCorderoetal.(2018)mentionsthat“throughthehistory,thegamehasbeen

seenbydifferentmethodologicalandpedagogicalasaneducationalresourcethatitis

animportantpartintheteachingandlearningprocess.”Besidesit,therelationship

betweenstudent-studentandteacher-studentimproved,andteamworkpromotedvalues

amongstudentssuchastolerance,respect,collectivism,andsolidarity.



101

Somethingtohighlightaboutthesestrategiesisthattheycanbecombinedinthe

sameclass.Gamificationistheclassrules,whileGBLisagamethatusetoexplainand

reinforceatopic.Theycanalsobeimplementedindifferentsubjectsbecausetheyare

flexiblestrategies;forexample,inthisproject,twoartisticsubjects(aspointillism

techniqueandhandcrafts)wererelatedtoEnglishtopicslikefamilymembers,adjectives

forphysicaldescription,verbs,fruits,andvegetables.

Likewise,GamificationandGBLhadapositiveimpactonthirdgraderteachersofthe

elementaryschoolsmentioned,andtheywereinterestedinusingthem intheirclasses,

besides,theyconsideredthoseasinnovativeteachingalternatives,whichhelpthe

studentstobeactive,participative,andkeepthedisciplineinclass.

ThestrategiesmentionedabovestrengthenedtheEnglishlearningintheclassrooms

sincetheyallowedtheimplementationofthegamesandtheirdynamicswhenteaching.

Theyhelpedtoachievemeaningfullearningofthislanguageandcreateanenvironment

ofempathy,collaboration,andteamwork,whichwasahighadvanceinthestudents’

Englishlearningprocess.
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9.Conclusions

 GamificationandGBLactivitiesdesignedfacilitatedmeaningfulEnglishlearningfor

studentsbecausetheypromoteddynamicactivitiesandhelpedtodeepenthetopics.

 Thedevelopmentofnewteachingalternativesproducedalearningcuriosityin

childrenandmadethem moreattentivetotheclassesandtheyparticipatedinthe

activitiesanddidthebesteffortstogetaprizeandwin.

 Themotivationlevelofstudentswasdeterminedbytheirhappiness,cooperation,and

participationineachgamificationandGBLsession.

 Thegamificationstrategyimplementationallowedbetterhandlingofdisciplinedueto

thestudentsnotwantingtolosepointsorlives.Whenresearchersremindedthem the

gamificationrules,theyimprovetheirbehavior.

 ImplementgamesthatallowedtheuseofEnglishtopicsincontexthelpedthe

studentstoachieveasignificantlearningbecausetheyunderstoodandusedthe

vocabulary.

 Inthegamificationstrategy,awardingincentivessuchaspoints,livesandpowers

allowedstudentstolosethefearofparticipatingnomatteriftheywerewrongand

theyhadactiveparticipationinclasses.

 ThegamificationandGBLstrategiespromotedvaluesamongstudentssuchas

tolerance,respect,collectivism,andsolidarity.Inaddition,itwascreatedan

environmentofempathy,collaboration,teamwork,improvementandhelpwhen

achievingmeaningfulEnglishlearning.

 InGamificationandGBLactivitiesstudentsuseddidacticanddynamicmaterialthat

producedthem curiosityandparticipationinanactiveway.Forwhat,itispossibleto
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saythatthesestrategiesareextrinsicalmotivatorsthathelpedthestudentstoget

meaningfullearning.

 Theactivitiesdesignedwerenotexpensive,itispossibletomakequalitymaterialthat

canbereused,andsomegamesdonotneedmoney.

 AlthoughgamificationandGBLstrategieshavedifferentcharacteristics,theycanbe

combinedinasameclass,theycomplementeachother.Further,bothstrategiesare

flexiblesinthesensethattheycanbeusedindifferentsubjects.

 GamificationandGBLstrategiesaredifferentteachingalternativesforEnglish

teachers,inaddition,bothstrategiesarebeneficialbecausetheypromotestudents'

motivationtolearnthislanguage.
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10.Recommendations

Theresearchprocessallowedresearchersdifferentexperiencesandachievedthe

objectivesforthisproposalongamificationandgamebasedlearning(GBL).The

implementationofthestrategiesintheEnglishclassesatMercedesPardoDe

SimmondsandLauraValenciaElementarySchoolsinthirdgradersshowedthatthey

wereinnovativeforthem despitetheyarenotnewintheeducationarea,forthisreason,

thisisaninvitationtocontinuelookingforthiskindofproposaltoenhancetheEnglish

processesininstitutionswheretheaccesstothisopportunitiesisnotpossible.

Therefore,itisconsideredpertinenttomakesomerecommendationstofuture

bachelorsinModernLanguages,researchers,andteachers. 

 Itisrecommendedtocontinueresearchinghowtoimplementthegamificationand

GBLactivitiesasinnovativefortheEnglishlearning.Sincethesepromotethe

students’motivationtolearnthislanguage.Itisalsosuggestedtoconduct

researchersforextendedperiods toknowmoreaboutchildren’slikesanddislikesto

beincludedinthetopicsdesignandgetfrom thestudentattentionandcooperationin

thesessions.

 Fortheeducationalinstitutionswheretheprojectwasimplemented,itis

recommendedtheadaptationofthespacestodoactivitiesinacomfortableway,this

allowsstudentstodevelopcreativityandlearning.

 Toencouragefutureteacherstousethesestrategiesoroneofthem andbepartof

thisexperiencethatshowsteachingalternativesandfacilitatesthestudentślearning.

 ItisrecommendedthatteachersdonotputasidegamificationandGBLstrategiesin

theirteachingbecausetheyhavemanybenefitslikedynamicclasses,student



105

motivation,andactiveparticipation,amongothers.Furthermore,theactivitiesdidnot

haveahigh-costandmaterialscanbereusable.

 UsegamificationactivitiesinEnglishclassesallowstudentstogetmoreinformation

aboutthenewlanguagewhilecompetingandhavingfun.Further,thecorrect

participationineachactivityhelpsthem toobtainrewards,andthemotivation

increaseswhentheyrespondappropriately.Onthecontrary,whentheyrespond

wrong,theyfeelcommittedtoimprovetheiranswersandobtainsomebenefitsthe

nexttime.

 ItisproposedtousethegamificationstrategyintheEnglishclassesbecauseit

promotesattitudesandvaluessuchasteamwork,tolerance,empathyandrespect.

Likewise,itmakestheclassesmoredynamicthroughthegamemechanicsgetting

studentstomotivatetowardsEnglishlearning.

 Itisrecommendedthatteachersusethesestrategiesduringtheclasses’

development,sincetheyhavemanyadvantages,forexample,theypromote

leadership,communicationskills,collaborativeandcooperativelearninginstudents,

strengtheningtheirautonomouslearningandimprovinginterpersonalrelationships

intotheclassrooms.
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11. Limitations

Someparticularitieswereevidentduringtheimplementationofthisproject,butthey

werenotobstaclestoachievetheproposedobjectivesandthemethodologystatedat

thebeginningofthisresearch.

 Littlespaceintheclassroomsdidnotallowstudentstomovefreelyaroundit

anddotheactivitiescomfortablywhatmadeitnecessarytocarryoutsomeactivities

outdoors.

 Thelackofelectronicavailability,whichwasnecessarytodevelopthestrategiesin

thewaythattheresearchershadthought.  

 Cancellationoftheclasssessionsduetodifferentcircumstances:teachers’strike

andactivitiesorganizedintheschools.

 NationalstrikescausedthecancellationofclassesinthedifferentElementary

schoolsandhighschoolsinthecountrythatdidgamificationandGBLstrategies

implementationadiscontinuousprocess.

 DuetotheCoronavirusPandemic,theseelementaryschoolsmustcanceltheir

classes,forthisreason,thelastsessionscouldnotbecarriedout,forwhat,the

analysiswasdevelopedwith18ofthe20sessionsplanned. 
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