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Abstract

This research aims to assess the effectiveness of using a gamified learning approach employing the mobile-
assisted learning application (MALL) — WordTag, as a medium of learning new vocabulary words compared to
traditional paper-based flashcards among upper primary-level, EFL learners. Based on the Cognitive Theory of
Multimedia Learning (CTML) and Self-efficacy Theory, the study aims to examine the impact of gamified learning
on students’ motivational and engagement levels, as well as on their vocabulary learning achievement. A mixed-
method study employing a questionnaire with quantitative and qualitative components was administered before
and after the gamified activity with 40 Year-6 students. The findings confirmed that MALL gamified learning
positively affected students’ motivation as compared to the sample’s prior experiences of learning vocabulary
using traditional instruction methods. Also, the results showed that the students showed a higher level of
engagement in vocabulary learning tasks, tended to retain the learnt words longer and were more motivated to
learn the new and challenging words while using the MALL app. These results imply that if designed
appropriately, the MALL application is a more efficacious source of vocabulary learning than traditional
methods, i.e., word lists and paper flashcards, which present some important implications for educators and
MALL application designers within the EFL education field.

Keywords: CALL, MALL, EFL, MAVL, CTML, gamification

Introduction and Theoretical Background:

Language is the most crucial part of our life, and vocabulary is the most vital element of
language. The significance of vocabulary learning can be highlighted through this saying by
David Wilkins (1972): “Without grammar, very little can be conveyed, without vocabulary
nothing can be conveyed”.

In the field of second language learning, vocabulary learning is a crucial component that
presents difficulties for teachers and students alike (Kohnke et al., 2021). For decades,
conventional approaches have been widely used in vocabulary acquisition, for instance, the
Grammar Translation Method (GTM), which employs vocabulary teaching by translating lists
of vocabulary words in the students' first language. Students were given a variety of words and
had to memorise native language equivalents for target language vocabulary words, as
discussed by Freeman (2000) in his book titled “Techniques & principles in Language
Teaching”. This method turned into a very tiring and uninteresting way of learning vocabulary
for students. Also, words that had been taught in this manner were forgotten quickly. As they
were taught out of context and they were not practised enough (Eisa,.2020)

Wallace (1982) emphasises the struggle to retain the second language’s vocabulary and how
challenging it can be to communicate in a foreign language when one has trouble coming up
with the right words. Similarly, Nam (2010) highlights how vocabulary improves all four
language abilities and helps a teacher lead productive classroom conversations.

Nowadays, this situation has changed. A lot of strategies have been utilised in vocabulary
acquisition. There are many alternatives to teaching vocabulary. One of them is teaching
vocabulary through games. The integration of technology, especially the widespread
availability of mobile devices, is causing a revolutionary change in the educational scene
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(Rizwan, 2021). A plethora of cutting-edge methods and resources for teaching vocabulary
have emerged as a result of this evolution, including online resources and game-based learning
apps like Kahoot, Quizlet, Duolingo, etc.

Although a few instructors might imagine that language games are a waste of time, the function
of mobile games in teaching and studying vocabulary can not be denied. Mobile games can
assist instructors in creating contexts wherein language is used meaningfully. Game-based
learning puts learners and their engagement at the centre of the entire learning process. Under
the constructivist paradigm, (Dickson, A.; Yeboah, A.; Kusi, A., 2016) it is contingent on
learners’ concentration and it relies on the implementation of already existing knowledge to
newly acquired skills. By using new information, learners modify their pre-existing knowledge
and construct new information.

Similar to how paper books are still relevant in the digital age, classic vocabulary-building
techniques like paper flashcards have enduring significance despite the abundance of digital
resources available. According to Stephen Krashen's (1985) input hypothesis, input must be
understandable. He argues that we acquire language in only one manner, while we apprehend
messages and obtain understandable input. Thus, we acquire while we apprehend what human
beings inform us or what we read, while we are focused. Comprehensible input means that
learners must be capable of apprehending the essence of what's being stated or showcased to
them. At this point, mobile games can assist instructors in making vocabulary learning input
understandable.

This study explores the complex field of language learning within the framework of the
Cognitive Theory of Multimedia Learning (CTML) (Mayer, R. E. 2014) and its application to
Mobile-Assisted Vocabulary Learning (MAVL). With its three basic tenets, CTML provides
the theoretical foundation for multimedia-based learning. According to Mayer, the brain
processes information through two different channels: one for verbal information and another
for visual information. Furthermore, CTML views learning as a creative process, embracing it
as a constructivist tenet. Effective learning occurs when students actively participate in
cognitive processing, integrating previously acquired knowledge with novel stimuli, according
to Wittrock’s Generative Learning Theory (1992). Through learners’ active selection,
arrangement, and integration of the relevant material with past knowledge, CTML fosters this
dynamic cognitive processing and provides a thorough framework for categorising MAVL
applications. It divides them into two main groups: tasks or lexical programs and resources or
aids. Four different forms of lexical programs or tasks are identified: computerised vocabulary
lists, flashcards, exercises, and incidental learning with lexical glosses. On the other hand, the
framework identifies the three most important lexical aids that provide students access to
lexical means and information: open Google searches, digital dictionaries, and lexical
concordances. Electronic dictionaries, for instance, react intelligently to input from rookies,
presenting precise lexical statistics and providing extra information upon request making
vocabulary learning interesting.

Similarly, Gamification (using mobile flashcard games) helps form an effective learning
environment in which learners perceive a sense of progression by accomplishing in-game tasks
and unlocking higher levels. This sense of progression refers to what Bandura (2012) described
as Self-efficacy in his Self Cognition Theory. Based on his construct, the views of people about
their accomplishments and achievements are reflected through self-efficacy. In this respect,
productive results can enhance sustained motivation and boost feelings of self-fulfilment.
Learners with a high self-efficacy level, take control of their learning, set high goals for
themselves, and regulate their learning strategies when needed.

In addition, Csikszentmihalyi (1991) defined Flow theory which says that a high level of self-
efficacy can only be achieved when it's done for personal enjoyment. It requires people to get
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to the ideal Flow state. It is only possible when learners are intrinsically motivated to acquire
new skills and enjoy the process of learning. This idea of seeking gratification from learning
leads to an ‘engagement loop’. According to Zichermann and Cunningham (2011), an
engagement loop is defined as an activity where learners continually seek pleasure through
achieving rewards.

In this way, this process of positive reinforcement is based on ‘programmed instruction’
following a Behaviourist approach. (Skinner, 1958). The behaviour of learners is regulated
through the use of rewards, instant feedback, and positive reinforcement. The boost of
gamification is beneficial in engaging learners to stay on vocabulary learning tasks and
motivating them to learn new words and practice them in context.

‘Game elements pyramid’ is a framework proposed by Werbach and Hunter (2012b) which
explains how motivation is sustained through gamified lessons in three steps named ‘elements’.
The first element is “Components” which generate “Mechanisms”. “Mechanisms” produce
“Dynamics” which become the top tier of the pyramid. Gamified vocabulary learning tasks
incorporate these distinctive game elements, from general to specific, to accomplish tasks. The
way to achieve each game element is different from the other two but motivation and
engagement are required by all three elements.

Game-based vocabulary learning puts learners and their engagement at the centre of the entire
learning process. At the same time, learners learn from their teammates and act independently.
This process broadens their minds to learn various skills and solve difficult tasks in totally new
situations (Gawel, Wach-Kakolewicz, 2016). Following the principles of constructivism, new
integrated learning methods should replace conventional learning methods. The overview of
the literature highlights the benefits of gamified vocabulary learning making learning a better
experience for learners through immediate feedback, a productive learning environment, and
the attainment of learners’ needs.

Despite the immense use of game-based learning in the field of education, there is no
affirmation to prove its effectiveness in teaching methodologies. Studies that indicate the
effective use of gamified lessons in education are scarce (Dicheva et al., 2015). Based on recent
research results, the majority of students find gamified learning more enjoyable than traditional
learning methods. Only a small number of students do not find a clear connection between
gamification and education. It depends on how well-developed the mobile games are and how
they are received by the students.

Compared to conventional teaching methods, where students get grades based on their class
performance, it is the complete opposite in MALL games. In a gamified vocabulary learning,
students are not scared to make mistakes and face embarrassment. As a result, students are fully
focused on learning rather than worrying about their grades (Alsawaier 2018).

To sum up the discussion, gamified learning apps contain the potential to maximise learning
provided they are well-formulated, properly designed, and well-received by the students.
(Dicheva et al., 2015). In the end, educational professionals have a cumbersome responsibility
to carefully choose and implement gamification in the educational field by considering the
requirements of students.

It is worth noting that little research has been done to observe and calibrate the vocabulary
learning process of young teens of the upper primary level using MAVL. Further research is
necessary to highlight not only the suitability but also to explore the obstacles in the way of
implementing gamification for effective vocabulary learning outcomes for students.
Significance of the Study:

The study is important because it highlights the relative merits of mobile game application
(Word Tag) and paper flashcards as vocabulary-learning tools. To maximise the learning
environment, educators must know which approach positively affects students' motivation and
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engagement. Furthermore, examining the differences in learning results between the two
methods offers insightful information on the best resources for vocabulary learning. This study
adds to the current conversation on cutting-edge pedagogical approaches and helps educators
and MALL application developers create efficient vocabulary-learning resources.

In this study, we compare the efficacy of conventional paper flashcards with gamified
vocabulary learning through the Word Tag APP among upper primary-level EFL learners.
Research Objective:

To investigate the impact of gamified vocabulary learning on motivation, engagement, and
learning outcomes of Year 6’s students in the EFL classroom, compared with paper flashcards.
Research Questions:

1. Which method improves students’ motivation and engagement to learn new vocabulary
words, Word Tag, or Paper Flashcards?

2. What are the differences in learning outcomes and performance between students
exposed to gamified vocabulary learning and those learning vocabulary through
flashcards?

Literature Review:

The ongoing controversy over cellular programs vs conventional paper flashcards for
vocabulary learning has been very well tested in recent research. New research is constantly
adding to our understanding of the complicated dynamics of different modes of learning and
the way they affect pupils’ learning outcomes. Numerous researches have examined how
vocabulary learning through mobile apps MALL compared to conventional paper flashcards.
In a mixed technique, 60 Turkish undergraduate college students, Basoglu and Akdemir (2010)
determined that smartphone programs were a more effective manner to learn vocabulary in
English than paper flashcards. In a similar vein, Azabdaftari and Mozaheb (2012) determined
that cell apps outperformed paper flashcards in vocabulary training in the course of their
examination related to 80 undergraduate college students in Tehran. After studying 139
university students in Japan, Ashcroft et al. (2016) determined that at the same time as both
methods were equally effective for college kids with higher skill ability levels, digital
flashcards were more positive for those with lower competence tiers. In their investigation of
the Memrise app’s results on Iranian EFL college students, Fathi et al. (2018) determined that,
when compared to a control group, the app notably improved the learners’ vocabulary
significantly.

Kose and Mede (2018) observed how the Rememba app affected the vocabulary boom and
motivation of 38 EFL college students in Turkey. They found that users’ motivation and
vocabulary knowledge had increased. Xodabande et al. (2022) showed that by using mobile
application flashcards, Iranian high school students achieved better vocabulary learning
outcomes.

Li and Hafner (2022) discovered that among Chinese undergraduate students, vocabulary gains
using mobile-based word cards were higher than those from traditional cards. Further
demonstrating the usefulness of digital tools in self-regulated learning, Zung et al. (2022) found
that college students preferred digital flashcards because of their adaptability, ease of use, and
convenience.

In a comparable vein, Garcia (2023) focused on English language novices at universities. Over
a few weeks, contributors’ development was monitored by the use of either paper flashcards or
a vocabulary app. Fascinatingly, it was observed that even though the initial studying profits
were comparable for both means, app users in the end showed greater scores in evaluation
practices and higher retention.

Moreover, Nguyen (2023) also investigated students' opinions and reviews about various
vocabulary-mastering strategies. Through surveys and interviews, they found that many
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college students valued the convenience and interactive features provided by mobile apps, and
quite a few preferred the tactile sensation of paper flashcards. Another study (Gavilanes, 2024)
was carried out to discover the role of virtual games in helping students acquire vocabulary.
Through various games the students were examined, this research focused on the use of modern
technology for vocabulary learning especially for the modern era learners.

Furthermore, Mustafa (Bingol, 2024) did a study on law students to assess the quiz-based
method testing in enhancing vocabulary skills while comparing the two study techniques,
considering other factors like coordination, and the willingness of students. Nguyen (Thi, 2024)
IS a case study that explored how smartphones and devices employing digital apps like
YouTube can help university students improve and learn vocabulary. These apps help
university students learn vocabulary independently in an asynchronous setting.

Similarly, Najwa (Bayaksud, 2024) conducted a study based on the use of Quizlet among high-
school students in Indonesia. The aim was to assess the acquisition of vocabulary through
digital apps. The students responded positively to this quizlet-based vocabulary acquisition.

Recent studies from 2024 provide important insights into learners’ responses to different
vocabulary-learning techniques. A study by Damar Isti Pratiwi (2024) compared educational
games with conventional paper-based vocabulary activities in a flipped classroom and found
that although students performed well in both methods, low-proficiency learners preferred
paper-based techniques, showing that gamification is not uniformly effective across
proficiency levels. Another study by Budi Waluyo (2024) examined game-based platforms—
Kahoot, Quizizz, and Quizlet—to measure their effects on vocabulary and grammar
acquisition. By comparing various elements of MALL (Mobile-Assisted Language Learning)
and game-driven tasks, the study found that the effectiveness of each platform varied depending
on learner engagement, task type, and instructional design.

Building on this foundation, 2025 research demonstrates the expanding effectiveness of digital
gamification in vocabulary learning. A study published in CALL-EJ (2025) investigated
teachers’ perceptions of using digital video games for vocabulary instruction and reported that
immersive, game-based environments enhanced motivation and active participation, despite
concerns regarding distraction and content control. Findings from JUPENSI (2025) showed
that learners using gamified apps featuring points, badges, and leaderboards significantly
outperformed those using non-gamified platforms, with higher engagement and reduced
dropout rates. Research published in the International Journal of Science and Innovation (1JSI,
2025) focused on engineering students and confirmed that gamification tools, such as apps and
online exercises, substantially improved vocabulary retention and learning outcomes. Results
from ALIMAN (2025) further revealed that gamified platforms helped reduce learner anxiety
while increasing motivation, leading to better vocabulary retention and more positive attitudes
toward learning. Additional 2025 studies also reinforce these trends: Arif (2025) found that
gamification on online learning platforms improved English vocabulary retention; Hidayat
(2025) demonstrated that gamified tasks enhanced EFL vocabulary acquisition; Mahasneh
(2025) showed increased motivation among middle-aged EFL learners through gamification;
and Javed (2025) reported strong classroom-based improvements in vocabulary learning
through Kahoot.

Across these studies, commonly used gamified platforms—Duolingo, Memrise, Quizlet,
PowPow, Wordwall, and Kahoot!—were frequently highlighted for leaderboards,
achievements, in-app rewards, timed challenges, social competition, adaptive difficulty,
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immediate feedback, and repeated exposure, all contributing to sustained engagement.
Researchers consistently recommend incorporating elements such as spaced repetition,
personalised challenges, competition, and positive reinforcement to maximise vocabulary
recall. Teachers are therefore encouraged to integrate well-designed gamified tools into
instructional practices while ensuring content control and continuous monitoring of learner
outcomes.

Overall, evidence from 2024 and 2025 shows that vocabulary learning is rapidly evolving
across digital contexts, with learners demonstrating diverse preferences shaped by proficiency,
technology familiarity, and learning style. While traditional methods—such as paper
flashcards—remain effective and in some cases preferred by lower-proficiency learners,
gamified mobile applications offer adaptability, interactivity, and strong motivational benefits
for a wide range of learners.

Despite these developments, studies examining the effectiveness of MALL and educational
games among primary and lower-secondary learners remain scarce, particularly within the
Pakistani context. More research is needed to determine the most context-appropriate digital
tools, the most effective gamification strategies, and how these can be adapted for different
proficiency levels as technology continues to shape the future of vocabulary learning.

Methodology:

The purpose of this research is to find the impact of gamified vocabulary learning on ESL
learners. To investigate the impact, a mixed framework of qualitative and quantitative research
was designed. A unigue Questionnaire was designed and used as a Pre and Post-test assessment
tool to gauge the impact of gamified vocabulary learning through the mobile learning app, on
three variables of the vocabulary learning process, i.e.: Motivation, Engagement, and Learning
Outcomes.

Ethical Considerations:

Ethics were considered the top priority in this study. The study was approved by the
administration of the school where the researcher worked as a faculty member. The parents of
all the participants were briefed about the study and all of them consented to their ward’s
participation in the research. The participants and the school where the study was conducted
were given complete anonymity.

Application Features: (Word Tag)

Word Tag combines education and entertainment to help students improve their vocabulary. It
has a wide array of unique features such as; engaging gameplay through vibrant real cities
across the world, connection-building characters Roxy and Wolfgang, who collect virtual spray
cans, and "tag" walls with words to learn their definitions, pronunciation, contextual use and
spellings. This feature adds a fun element of painting graffiti on the walls of the city in the
game. It also enables learners to master new words through a variety of fun mini-games like
word jumbles, synonym matching, and sentence completion. Repeated exposure to words
across multiple in-game features helps students with vocabulary retention. The game app also
allows students to explore and learn new words at their own pace, allowing for a personalised
learning experience.

The students get reward points in the form of virtual coins when they answer a question
correctly and get instant feedback in case they make errors. The coins can be used to buy
customized clothing for the personalized in-game avatar, which makes the learners eager to
achieve goals and learn new words. The tasks are given in missions, which keep the students
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engaged in the game, mission completion is required to unlock the next level and students can
reattempt and practice as much as they like to fix their errors. Once a level is completed the
students can unlock badges displayed on the leaderboard section of the game. The students are
also able to see their scores on the leaderboard. All of the learnt vocabulary words and the
feedback remain available for the students to access later for further practice, to prepare for
their graded assignments.

Figure 1: Game Images

EXPLORE [ }.oimveror &
wonb Ay ‘7 i '1, ' ‘ \_. ’ '
/Mna{ies- CITIES

new words added

With every update

Note: (2023) From the Word Tag Word Learning Game https://mrswordsmith.com/en-gb

Sampling Method:

A group of 40 Year-6 students including 20 boys and 20 girls volunteered to participate in the
research. The participants in this study were students aged between 10-11 years. Another
unifying factor among the participants is that all the participants were non-native English
speakers and had Urdu as their L1 language and English as their L2 language. Out of the
population of 40 students, a group of 10 students including 5 girls and 5 boys were picked
randomly through a lottery ticket method as a sample population.

Data Collection

The data for the Pre-Test Assessment was collected from the students in the form of filled-in
questionnaire forms, at the end of the execution of a four-week teaching plan of the
conventional teaching method employing paper flashcards.

The data for the Post-Test Assessment was also collected in the form of a filled-in
questionnaire. The students filled out the questionnaire at the end of four week gamified
teaching plan.

Statistical Analysis of Data:

A paired Sample t-test was applied to the collected data to determine the impact of the
intervention of gamification, on the motivation, engagement, and learning outcomes of
vocabulary learning of the Year 6’s students in an EFL classroom.
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Findings and Analysis

Measuring the impact of gamification on motivation, engagement and learning outcomes of
students’ vocabulary learning process was the main goal of this research. To measure the
impact pre-test and post-test strategy was employed. The pre-test was conducted to measure
students’ motivation, engagement, and learning outcomes before the intervention of the
gamified vocabulary learning through the MALL app, where the students were learning the
vocabulary words through the traditional word lists and flashcards. Whereas the post-test was
used to measure all three variables after the intervention of vocabulary learning through the
MALL app. The pre-test and the post-test were done after the children had been exposed to
both teaching methods for four weeks each, had attempted their graded assignments, and had
seen their results. This enabled the researchers to determine the direct measurement of the
change in the three concerned variables of the students' vocabulary learning process. The
results are reported in Tables 1, 2 and 3

Table 1: Statistics for the Pre and Post Scores

Motivation and Participation with and without
Gamified Vocabulary Learning (n=10)

4.7 4.6

2.5 2.3

Mean score
0O B N W A W0

Excitement to learn Eagerness for task completion

Pre-intervention Post-intervention

As the table shows, the average scores measuring the students’ motivation and participation
increased significantly after the intervention. The mean score of motivation and engagement
variables, i.e., excitement and eagerness to complete the vocabulary learning tasks, saw a
whopping increase after the intervention as depicted in the bar graph above. The p-value for all
the elements in order of magnitude is smaller than 0.05, showing that the change in the
motivation and participation (post-test vs. pre-test) was statistically significant, indicating that
the gamified vocabulary learning through the MALL app’s intervention served as an effective
tool for sustained motivation for all the participants. The graph shows that the gamified
vocabulary learning method proved to be an effective tool to increase students’ excitement to
learn, and eagerness to complete the vocabulary learning tasks as compared to the traditional
method of learning vocabulary through Flashcards.

Table 2 Statistics of the Pre and Post Scores

Engagement (Attitudes and Perception) with and without
Gamified Vocabulary Learning (n=10)

4.7

2.4

Mean score
(o] - N w B w

level of getting bored helping in getting better scores

Pre-intervention Post-intervention
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The bar graph in Table 2 shows a similar hike in the mean values post the intervention of
gamified vocabulary learning for the variables of continued engagement in various vocabulary
learning tasks, in which the participants need to engage to reach the objectives of every lesson.
These results further illustrate that the gamified vocabulary learning integrated as the learning
tool was effective in invoking intrinsic drive in the students to engage and complete the
required tasks. The higher levels of assessment scores indicate that the students felt more in
control of their progress and learning. They learned the new vocabulary words more effectively
by being engaged with the interactive features of the game and by staying engaged with the
learning task for longer. Conversely, the participants before the intervention were not able to
progress as much, presumably because of a lack of motivation and finding the flashcard activity
(matching the meanings, using the new words in sentences, and reading the challenging words
in a context) relatively boring. Another distinguishing factor was that the students got more
opportunities to practice the vocabulary words as they played the game in their free time thus
achieving the overarching goal of MALL, which makes learning a fun activity and the learners
are intrinsically motivated to learn new words and find it easier to retain them for a longer
period.

Table 3 Statistics of the Pre and Post-Scores

Learning Outcomes and Performance with and without
Gamified Vocabulary Learning (n=10)

49

3.9
35

2.8

Mean score

Easy to memoraize and use new words Assessment scores

Pre-intervention Post-intervention

The results of Table 3 make it evident that the students’ vocabulary learning assessment scores
improved significantly post-intervention and they find it easier to remember the new
vocabulary words after learning them through the gamified MALL app.

Results

Cognitive learning is defined as “learning that is concerned with the acquisition of problem-
solving abilities and with intelligence and conscious thought”. Adapting questions based on a
problem-solving approach to enhance learners’ problem-solving skills is of key importance.
This game not only reinforced learners' previous understanding of the vocabulary words, but it
also taught the players new challenging words in a fun and immersive gameplay. Constructivist
theorists assert that when students construct personal knowledge derived from meaningful
experiences, they are much more likely to retain and use what they have learned. Hence this
game served as a useful learning tool for the process of vocabulary learning in terms of not
only enhancing the motivation, and engagement to stay on the learning task but also the
learning outcomes of the students in terms of improved assessment scores.

It’s imperative to note that MAVL had a significantly higher impact on the learners’
motivation, participation and engagement to learn new words. The table below shows the
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comparative values of learners’ motivation, engagement and performance before and after
intervention.

Difference in Mean Score of All Variables
3.7

4.5

= WL fa L

Mean Score
[ I B ¥ B ¥ ) )

[=]=];

Motivation and Participation Engagement Performance

Pre-intervention ™MPost-intervention

Limitations and Recommendations:

The findings of this study have their limitations as the MALL gamified vocabulary learning
strategy employed needs a well-equipped ICT lab with sustainable internet connectivity. The
study does not focus on the strategies and factors involving the construction of the game and
implementation of gamification in an ESL classroom; hence, it is recommended to conduct
profound research on the implementation of gamification and choosing a game that suits the
learning setup for learners in other settings. The findings of this study might not be equally
valid for all the students, depending on the variations in their learning styles.

This research heavily relies on learners’ experiences and feedback, while not taking teachers’
experiences and feedback into account. Future researchers can explore the educators’
perceptions, experiences and feedback in implementing gamified learning in ESL classrooms.

Conclusion

Using Word Tag, an e-learning MALL application utilizing a game design to encourage
learners to explore words, has a higher efficacy in motivating, stimulating and promoting
learning when compared to conventional paper flashcards among Year 6 EFL students. The
application of MAVL helped learners achieve a Flow state as they were intrinsically motivated
and engaged with the enjoyable vocabulary learning tasks more frequently while playing the
game for personal enjoyment. The learners sought gratification from MAVL which led to an
‘engagement loop’ of learning as discussed by Zichermann and Cunningham (2011) which not
only enlivens the learning process itself but is also effective in deploying information in the
form of new vocabulary.

This, along with feedback from the learners that the game was fun and stimulating, may have
contributed to higher intrinsic motivation and participation because of the positive
reinforcement, immediately available feedback, ease of access to practice and improving the
errors, provided in features of the game.

These insights show that the MAVL strategies can enable the enhancement of an engaging
learning process for the learners. Further research should extend the findings’ timeframe and
consider how such approaches to gaming can be translated in both scope and to students of
different ages and learning environments to provide cross-validation of these results.
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