
Vegueta. Anuario de la Facultad de Geografía e Historia 
25 (1), 2025 

eISSN: 2341-1112 
 

 
131 

 
 
 
 
 
 

*Autora de correspondencia / Corresponding author. 
 
Copyright: © 2025 ULPGC. Este es un artículo de acceso abierto distribuido bajo los términos de la  
licencia Creative Commons Atribución-NoComercial-SinDerivar (by-nc-nd) Spain 3.0. 
 

INTEGRATING GAMIFIED WRITING MODULES IN ESL CLASSROOMS: A STUDY ON 
ENGAGEMENT AND SKILL DEVELOPMENT 

 
N. SIVAKAMI, Dr.S.GUNASEKARAN 

Ph.D Research Scholar Department of English University College of Engineering Bharathidasan Institute of 
Technology Campus Anna University Tiruchirappalli- 620 024 Tamil Nadu India. 

Assistant Professor (Selection Grade) & HoD Department of English University College of Engineering 
Bharathidasan Institute of Technology Campus Anna University Tiruchirappalli- 620 024 Tamil Nadu India. 

Corresponding Author: Dr.S.Gunasekaran 
 
Abstract 
Gamification has emerged as an innovative pedagogical tool to enhance learner engagement and skill 
development in various educational contexts. This study investigates the impact of gamified writing modules 
on engagement and writing proficiency among English as a Second Language (ESL) learners. It explores how 
integrating gamification elements—such as points, leaderboards, and challenges—within writing tasks can 
address common challenges faced by ESL students, including lack of motivation, limited creativity, and low 
participation. 
 
 A mixed-methods research design was employed, involving 120 undergraduate ESL learners divided 
into experimental and control groups. The experimental group was exposed to gamified writing activities using 
platforms like Classcraft and Kahoot, while the control group followed traditional writing exercises. 
Quantitative data from pre- and post-tests assessed improvements in writing proficiency, while qualitative data 
from interviews and classroom observations highlighted changes in learner engagement and attitudes. 
 
 The findings revealed significant improvements in both engagement levels and writing skills in the 
experimental group compared to the control group. The study concludes that gamified writing modules are an 
effective strategy to foster active participation, creativity, and skill enhancement among ESL learners. Practical 
implications for integrating gamification into ESL pedagogy and recommendations for future research are 
discussed. 
 
Keywords: Gamification, ESL, Writing Proficiency, Engagement, ICT, Pedagogy 
 
1. Introduction 
1.1.Background 
 English as a Second Language (ESL) education has long been a cornerstone of global academic 
curricula, addressing the needs of millions of learners striving to achieve proficiency in English for personal, 
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academic, and professional purposes. Despite its importance, ESL education faces persistent challenges. These 
include low levels of motivation among students, the monotony of traditional instructional methods, and the 
gap between classroom activities and real-world applications. Writing, as a fundamental skill in language 
acquisition, often emerges as a particularly challenging area. ESL learners frequently struggle with generating 
ideas, maintaining coherence, and achieving linguistic accuracy in their writing. The lack of personalized 
feedback and opportunities for practice further compounds these difficulties, leading to disengagement and 
suboptimal learning outcomes. 
 
 In recent years, Information and Communication Technology (ICT) has revolutionized education, 
offering innovative solutions to address these challenges. Among the various ICT-driven approaches, 
gamification—defined as the application of game-design elements in non-game contexts—has garnered 
attention for its potential to transform learning experiences. By incorporating elements like rewards, 
challenges, and leaderboards, gamification has been shown to foster motivation, engagement, and active 
participation among learners. In ESL contexts, gamification can provide a dynamic and interactive 
environment, enabling learners to develop language skills while enjoying the process. However, the application 
of gamification in teaching writing skills, particularly through structured modules, remains underexplored. 
 
1.2. Role of ICT and Gamification in Language Learning 
 ICT tools have become integral to language learning, offering diverse platforms for enhancing 
listening, speaking, reading, and writing skills. These tools facilitate access to authentic resources, promote 
interactive learning, and provide immediate feedback, which are critical for ESL learners. Gamification, as an 
extension of ICT, goes beyond traditional digital learning by tapping into the intrinsic motivation of learners. 
Game elements such as points, badges, and levels create a sense of achievement, while collaborative tasks and 
challenges encourage peer interaction and teamwork. 
 
 For writing skills, gamification can be particularly effective in addressing common ESL barriers. By 
transforming routine exercises into engaging activities, gamified modules can make writing less daunting and 
more enjoyable. For instance, writing prompts can be presented as quests, where students earn rewards for 
completing tasks like crafting compelling introductions or using specific grammatical structures. Similarly, 
collaborative writing can be gamified by assigning team-based challenges, fostering both individual and 
collective responsibility. Such approaches not only improve technical writing skills but also cultivate creativity 
and critical thinking. 
 
1.3. Research Gap 
 While the benefits of ICT in language learning have been widely documented, the specific application 
of gamified writing modules in ESL classrooms has received limited attention. Existing studies on gamification 
in education often focus on general language learning, neglecting the nuanced requirements of writing 
proficiency. Furthermore, the majority of research in this domain emphasizes motivation and engagement 
without adequately examining the pedagogical impact on skill development. 
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 Given the complexity of writing as a cognitive process, there is a pressing need to explore how 
gamification can enhance not only learner engagement but also writing proficiency. This study seeks to address 
this gap by investigating the design, implementation, and impact of gamified writing modules in ESL 
classrooms. By combining quantitative and qualitative analyses, it aims to provide a comprehensive 
understanding of how gamification influences writing outcomes. 
 
1.4. Significance 
 The significance of this study lies in its potential to reshape ESL pedagogy by integrating gamification 
into writing instruction. Writing is often perceived as a solitary and labor-intensive activity, leading to a lack 
of enthusiasm among learners. Gamification, with its emphasis on interactivity and rewards, offers a solution 
to this challenge. By making writing tasks engaging and rewarding, gamified modules can increase learner 
participation and reduce anxiety associated with writing. 
 
 Moreover, gamification encourages creativity by presenting writing tasks in imaginative and context-
rich scenarios. For example, students may be asked to write a narrative as part of a fictional adventure or draft 
persuasive arguments to "win" a debate. These scenarios not only make writing enjoyable but also help learners 
develop practical skills, such as organizing ideas, constructing logical arguments, and tailoring language to 
specific audiences. 
 
 From an educational perspective, this study contributes to the growing body of research on innovative 
pedagogy. By demonstrating the effectiveness of gamified writing modules, it provides actionable insights for 
educators and curriculum developers. The findings can inform the design of ICT-based writing courses, 
fostering a learner-centric approach that aligns with the evolving needs of ESL students. 
 
1.5. Objectives and Research Questions 
 The primary objective of this study is to evaluate the impact of gamified writing modules on 
engagement and skill development in ESL classrooms. To achieve this, the study focuses on the following 
specific objectives: 

1. To design and implement gamified writing modules tailored to the needs of ESL learners. 
2. To assess the effect of gamification on learner engagement, motivation, and participation. 
3. To measure the improvement in writing proficiency, including creativity, coherence, and grammatical 

accuracy. 
4. To identify the challenges and limitations of using gamification in writing instruction. 

To address these objectives, the study seeks to answer the following research questions: 
1. How do gamified writing modules influence learner engagement in ESL classrooms? 
2. What is the impact of gamification on the writing proficiency of ESL learners? 
3. How do students perceive the use of gamification in writing tasks? 
4. What are the challenges encountered by educators in implementing gamified writing modules? 

1.6. Structure of the Paper 
 This paper is organized as follows: The next section provides a detailed review of the literature, 
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highlighting the theoretical foundations and empirical studies on gamification, ICT, and writing pedagogy. 
The methodology section outlines the research design, participant demographics, and data collection methods. 
The results section presents the findings from quantitative and qualitative analyses, followed by a discussion 
of their implications for ESL education. The paper concludes with practical recommendations for integrating 
gamified writing modules into language instruction and suggestions for future research. 
 
 By addressing the intersection of gamification, ICT, and writing pedagogy, this study aims to contribute 
to the development of effective and engaging strategies for enhancing ESL learners' writing proficiency. It 
underscores the transformative potential of gamification in creating a dynamic and learner-centered 
educational environment, paving the way for a new era of ESL instruction. 
 
2. Literature Review 
2.1.Gamification in Education 
 The concept of gamification has gained significant traction in educational research and practice over 
the past decade. Broadly defined, gamification refers to the application of game-design elements and principles 
in non-game contexts to enhance user engagement, motivation, and learning outcomes. Game elements such 
as points, badges, leaderboards, and challenges create a structured framework that taps into learners' intrinsic 
motivation. By fostering competition, collaboration, and goal-setting, gamification transforms mundane tasks 
into engaging activities, making it a powerful pedagogical tool. 
 
 The theoretical underpinnings of gamification are rooted in motivational theories such as Self-
Determination Theory (SDT) and Flow Theory. SDT emphasizes the role of autonomy, competence, and 
relatedness in driving intrinsic motivation. Gamified activities often provide learners with autonomy in 
choosing tasks, immediate feedback to build competence, and opportunities for collaboration that foster 
relatedness. Flow Theory, proposed by Mihaly Csikszentmihalyi, highlights the importance of balancing 
challenge and skill levels to maintain learner engagement. Gamification aligns well with this theory, as it offers 
adaptive challenges that keep learners in a state of flow. 
 
 In educational settings, gamification has been applied across disciplines, from STEM to humanities. 
Research has shown that gamified approaches enhance learner motivation, participation, and performance. For 
instance, gamification in mathematics has improved problem-solving skills, while in history, it has enhanced 
critical thinking and content retention. However, its application in language learning, particularly in writing 
instruction, remains underexplored. Most studies focus on vocabulary acquisition and grammar, leaving a gap 
in understanding how gamification can address the complexities of writing skills. 
 
2.2. ICT Tools in ESL Education 
 The integration of ICT in ESL education has transformed traditional teaching practices, offering 
innovative solutions to overcome challenges in language learning. Multimedia tools such as videos, 
animations, and interactive applications provide immersive and engaging learning experiences that cater to 
diverse learner needs. In writing instruction, ICT tools play a crucial role in enhancing creativity, collaboration, 
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and feedback mechanisms. 
 One of the key advantages of ICT tools is their ability to provide authentic learning contexts. For 
instance, digital storytelling platforms like Storybird and Book Creator allow students to create narratives 
enriched with visual and audio elements, fostering creativity and storytelling skills. Similarly, collaborative 
tools like Google Docs and Padlet facilitate real-time group writing activities, enabling peer interaction and 
shared responsibility. These platforms not only improve writing output but also develop critical thinking and 
teamwork skills. 
 
 Another significant contribution of ICT tools is their capability to deliver instant feedback. Automated 
writing evaluation systems, such as Grammarly and ProWritingAid, help learners identify grammatical errors, 
improve sentence structure, and refine their writing style. Such tools act as virtual tutors, enabling learners to 
practice and improve their writing skills independently. Moreover, ICT tools can adapt to individual learning 
needs, offering personalized feedback and recommendations that traditional methods often lack. 
 
 Despite these advantages, the integration of ICT in ESL classrooms faces certain challenges. Limited 
access to technology, particularly in under-resourced regions, and a lack of teacher training in using ICT tools 
effectively are major barriers. Additionally, while ICT tools are excellent for practice and feedback, they may 
not fully address the creative and critical aspects of writing. This underscores the need for innovative 
approaches, such as gamified writing modules, that combine the strengths of ICT with pedagogical strategies 
to enhance writing proficiency. 
 
2.3. Writing Proficiency and Engagement 
 Writing proficiency is a multifaceted skill that encompasses linguistic accuracy, coherence, creativity, 
and the ability to tailor content for specific audiences. In ESL classrooms, developing writing proficiency 
poses unique challenges. Students often struggle with generating ideas, organizing thoughts, and adhering to 
linguistic conventions. Additionally, the lack of immediate and constructive feedback can lead to 
disengagement and frustration. 
 
 Engagement is a critical factor in writing skill development. Engaged learners are more likely to invest 
effort, seek feedback, and persist in the face of challenges. However, traditional writing instruction often fails 
to capture learner interest, relying on repetitive exercises and static prompts. To address this, educators have 
explored innovative strategies to make writing tasks more engaging and relevant. 
 
 Research highlights the importance of interactive and collaborative approaches in fostering 
engagement. For example, peer review activities not only improve writing quality but also enhance critical 
thinking and self-reflection. Similarly, writing tasks that incorporate real-world contexts, such as creating blogs 
or social media posts, increase relevance and motivation. The use of multimedia prompts, such as videos and 
infographics, has also been shown to stimulate creativity and enrich writing content. 
 
 Gamification offers a promising avenue to address the dual goals of engagement and proficiency. By 
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integrating game elements into writing tasks, educators can create a dynamic and enjoyable learning 
environment. For instance, writing competitions with points and rewards can motivate students to produce 
their best work, while team-based challenges can foster collaboration and idea-sharing. Gamification also 
allows for adaptive difficulty levels, ensuring that tasks remain challenging yet achievable, which is essential 
for sustained engagement. 
 
2.4 Research Gaps and Hypothesis 
 While gamification and ICT have demonstrated potential in education, their specific application to ESL 
writing instruction reveals notable research gaps. First, most studies on gamification in language learning focus 
on vocabulary and grammar, neglecting the intricate cognitive processes involved in writing. Writing, unlike 
other language skills, requires the integration of multiple competencies, including planning, drafting, and 
revising. The impact of gamification on these processes remains underexplored. 
 
 Second, there is limited empirical evidence on the effectiveness of gamified writing modules in ESL 
classrooms. While anecdotal reports and small-scale studies suggest positive outcomes, comprehensive 
research that combines quantitative and qualitative analyses is lacking. In particular, studies rarely investigate 
the long-term impact of gamification on writing proficiency, leaving questions about its sustainability 
unanswered. 
 
 Third, the role of learner perceptions and experiences in gamified writing activities is often overlooked. 
Understanding how students view gamification, including its benefits and challenges, is crucial for designing 
effective and learner-centered modules. Similarly, the perspectives of educators, who play a pivotal role in 
implementing gamified strategies, are underrepresented in existing research. 
 
 This study seeks to address these gaps by investigating the impact of gamified writing modules on 
engagement and writing proficiency in ESL classrooms. It hypothesizes that gamification enhances learner 
motivation and participation, leading to measurable improvements in writing skills. Additionally, it explores 
the challenges and limitations of implementing gamified writing modules, providing actionable insights for 
educators and curriculum developers. 
 
 By bridging these research gaps, this study aims to contribute to the growing body of knowledge on 
gamification in education. It emphasizes the importance of integrating ICT and innovative pedagogical 
strategies to create engaging and effective learning environments. Ultimately, the study seeks to advance ESL 
education by demonstrating the transformative potential of gamified writing modules in fostering both 
engagement and proficiency. 
 
3. Methodology 
3.1 Research Design 
 This study employs a mixed-methods approach, combining both qualitative and quantitative analyses 
to provide a comprehensive understanding of the impact of gamified writing modules on ESL learners' 
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engagement and writing proficiency. The mixed-methods design enables the triangulation of data, enhancing 
the reliability and validity of the findings. 
 
 Quantitative data was collected through pre- and post-tests to assess improvements in writing 
proficiency, while engagement metrics were measured using surveys and activity participation records. 
Qualitative data was gathered through semi-structured interviews, classroom observations, and student 
reflections to gain deeper insights into learner experiences and perceptions. This combination of methods 
ensures that both the measurable outcomes and the contextual nuances of gamification in ESL writing 
instruction are captured effectively. 
 
 The study also adopts an experimental design, with participants divided into two groups: an 
experimental group exposed to gamified writing modules and a control group following traditional writing 
instruction. This setup allows for a comparative analysis of the two approaches, providing evidence of the 
efficacy of gamified methods. 
 
3.2. Participants 
 The study involved 120 undergraduate ESL learners enrolled in an engineering program at a university. 
The participants were aged between 18 and 22, representing diverse linguistic and cultural backgrounds. 
English proficiency levels ranged from intermediate to advanced, as determined by their performance on a 
standardized English language placement test. 
The participants were randomly divided into two groups of 60 each: 

1. Experimental Group: Engaged in gamified writing modules. 
2. Control Group: Followed traditional writing instruction methods. 

The selection of undergraduate engineering students as the target population reflects the growing importance 
of English writing proficiency in technical education. Engineers are increasingly required to communicate 
effectively in English, both in academic settings and the professional world. The study aims to address their 
specific writing challenges by introducing innovative pedagogical strategies. 
 
3.3. Tools and Techniques 
 The study utilized a combination of ICT-based tools and gamified writing modules to engage the 
experimental group. These tools were carefully selected to align with the principles of gamification and the 
specific objectives of the writing tasks. 
1.Gamified Writing Modules: 

o Designed to include game elements such as points, badges, leaderboards, challenges, and 
rewards. 

o Writing tasks were categorized into levels, with each level increasing in complexity. For 
example: 

 Level 1: Crafting simple sentences and paragraphs. 
 Level 2: Writing descriptive and narrative essays. 
 Level 3: Developing persuasive and argumentative essays. 
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o Real-world scenarios were integrated into tasks, such as drafting a report, creating a blog post, 
or writing a fictional story. 

 
2. Platforms and Tools: 

 Kahoot: Used for quick quizzes and brainstorming sessions to generate ideas for writing tasks. 

 Classcraft: A platform that gamifies classroom management, where students earned points for 
completing writing challenges and collaborated in team-based quests. 

 Google Docs: Facilitated collaborative writing and peer review activities, allowing students to 
comment on and edit each other's work. 

 Padlet: Provided a digital space for students to showcase their written work and receive peer feedback. 

 ProWritingAid and Grammarly: Automated tools used to provide instant feedback on grammar, 
sentence structure, and style. 

3.4. Procedure 
The study was conducted over 12 weeks, with weekly sessions dedicated to writing instruction. 
1. Pre-Intervention Phase: 

 Orientation: Both groups were briefed on the objectives and structure of the study. 

 Pre-Tests: All participants completed a baseline writing assessment to evaluate their initial 
proficiency. Engagement levels were also measured using a survey. 

2.Intervention Phase: 

 Experimental Group: 

 Weekly gamified writing sessions were conducted. Each session began with an icebreaker activity on 
Kahoot, followed by a writing challenge designed using Classcraft. 

 Collaborative writing tasks were assigned using Google Docs, with peer feedback facilitated through 
Padlet. 

 Automated tools provided instant feedback, helping students revise their drafts. 

 Leaderboards were updated weekly to recognize high-performing students and teams. 

 Control Group: 

 Traditional writing instruction methods were used, including textbook-based exercises and instructor-
led feedback. 

3.Post-Intervention Phase: 

 Post-Tests: All participants completed a final writing assessment and engagement survey. 

 Interviews and Reflections: Semi-structured interviews were conducted with a subset of participants 
from the experimental group to gather qualitative data on their experiences. 

Data Collection 
The study employed multiple methods to collect data, ensuring a comprehensive evaluation of the research 
questions. 
1.Quantitative Data: 

 Writing Assessments: 
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 Pre- and post-tests were evaluated using a standardized rubric covering key aspects of writing 
proficiency, including coherence, creativity, grammatical accuracy, and vocabulary usage. 

 Engagement Metrics: 

 Participation rates in gamified activities were recorded. 

 Surveys measured changes in learner motivation and engagement levels before and after the 
intervention. 

2. Qualitative Data: 

 Classroom Observations: 

 Detailed notes were taken during gamified sessions to document learner behavior, interactions, and 
engagement. 

 Semi-Structured Interviews: 

 Conducted with 15 participants from the experimental group to explore their perceptions of gamified 
writing modules. 

 Student Reflections: 

 Participants were asked to write reflective essays on their experiences with the writing tasks. 
3.Educator Feedback: 

 Instructors involved in the experimental group provided insights into the challenges and benefits of 
implementing gamified modules. 

Ethical Considerations 
Ethical principles were rigorously adhered to throughout the study to ensure the well-being and confidentiality 
of participants. 

1. Informed Consent: 
o All participants were provided with detailed information about the study's objectives, 

procedures, and potential benefits. Consent forms were signed prior to participation. 
2. Confidentiality: 

o Participant identities were anonymized, and all data was stored securely to prevent unauthorized 
access. 

o Data reporting avoided any identifiers that could link results to individual participants. 
3. Voluntary Participation: 

o Participation was entirely voluntary, and students had the right to withdraw from the study at 
any point without any academic repercussions. 

4. Approval: 
o The study received ethical clearance from the university's Institutional Review Board (IRB). 

 This methodology provides a structured approach to examining the impact of gamified writing modules 
on ESL learners. By combining quantitative and qualitative analyses, it captures both measurable 
improvements in writing proficiency and the nuanced experiences of learners, contributing to a holistic 
understanding of the efficacy of gamification in ESL education. 
 
4. Results 
 This section presents the findings of the study, structured into three main components: quantitative 
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findings, qualitative findings, and a comparative analysis. These findings address the research questions, 
providing insights into how gamified writing modules impact learner engagement and writing proficiency in 
ESL classrooms. 
4.1. Quantitative Findings 

1. Improvement in Writing Scores 
Pre- and post-tests were conducted to evaluate changes in writing proficiency. The assessments were 
scored using a standardized rubric that measured coherence, creativity, grammatical accuracy, and 
vocabulary usage. 

 Experimental Group: 
The mean writing score for the experimental group increased significantly, from 56.8 (out of 100) in 
the pre-test to 78.3 in the post-test. This improvement reflects an average gain of 21.5 points, 
demonstrating the effectiveness of gamified modules in enhancing writing proficiency. 

 Control Group: 
In contrast, the control group showed a more modest improvement, with the mean score rising from 
58.1 to 66.7, an average gain of 8.6 points. While traditional methods yielded some progress, the results 
suggest that the gamified approach was more impactful. 

 Statistical Analysis: 
A paired t-test was conducted to compare pre- and post-test scores within each group, yielding 
statistically significant results (p < 0.001) for both groups. However, an independent t-test comparing 
the two groups’ post-test scores revealed a significant difference in favor of the experimental group (p 
< 0.01). 

2. Engagement Metrics 
Engagement levels were measured through participation records, survey responses, and activity 
completion rates. 

 Participation Rates: 
In the experimental group, 92% of students consistently participated in gamified activities, compared 
to only 68% in the control group. 

 Survey Results: 
Surveys conducted before and after the intervention assessed changes in motivation and engagement. 
In the experimental group, 87% of participants reported increased motivation, compared to 42% in the 
control group. 

 Activity Completion: 
Gamified tasks had a higher completion rate (94%) than traditional assignments (72%), highlighting 
the appeal and accessibility of gamified approaches. 
 

4.2. Qualitative Findings 
 Qualitative data was collected through classroom observations, semi-structured interviews, and student 
reflections, offering insights into the learners' experiences with gamified writing modules. 

1. Themes from Interviews and Reflections 
 Increased Motivation: 
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Students in the experimental group frequently cited gamification as a motivating factor. They 
appreciated the sense of achievement associated with earning points and badges. One student remarked, 
“The challenges felt like a game, not like homework, which made me want to participate more.” 

 Enhanced Creativity: 
The use of imaginative scenarios in writing tasks was praised for sparking creativity. For instance, tasks 
requiring students to write a story about an imaginary island or draft a persuasive letter to a fictional 
council encouraged unique and diverse responses. 

 Reduced Writing Anxiety: 
Many participants reported feeling less anxious about writing. The game-like format created a low-
stakes environment, where mistakes were perceived as part of the learning process. As one student 
noted, “I didn’t feel pressured to get everything right; I just focused on improving.” 

2. Observations from Classroom Dynamics 
 Collaboration and Peer Interaction: 

Gamified activities fostered a collaborative atmosphere. Students often worked in teams to complete 
writing challenges, discussing ideas and providing peer feedback. 

 Engagement During Sessions: 
Observations revealed that students in the experimental group were more attentive and participative 
compared to their counterparts in the control group. 
Comparative Analysis 

1. Engagement Levels 
The experimental group displayed significantly higher engagement levels than the control group. The 
interactive and rewarding nature of gamified activities kept students interested throughout the sessions. 
Traditional instruction methods, by contrast, often failed to sustain learner attention, particularly during 
repetitive tasks. 

2. Writing Proficiency 
While both groups showed improvement in writing proficiency, the gains were more pronounced in 
the experimental group. The gamified modules addressed multiple aspects of writing, including idea 
generation, coherence, and linguistic accuracy, in a way that traditional methods did not. 

3. Perceptions of Learning 
 Experimental Group: 

Students expressed positive attitudes toward gamified learning, describing it as enjoyable, challenging, 
and impactful. They highlighted the immediate feedback from tools like Grammarly and the 
motivational effects of leaderboards. 

 Control Group: 
Feedback from the control group was mixed. While some students appreciated the structured approach, 
others found the traditional exercises monotonous and less engaging. 

4. Challenges and Limitations 
 Experimental Group: 

Despite the overall positive response, some challenges were noted. A few students felt overwhelmed 
by the competitive aspects of gamification, while others encountered technical issues with the ICT 



INTEGRATING GAMIFIED WRITING MODULES IN ESL CLASSROOMS: A STUDY ON ENGAGEMENT AND SKILL DEVELOPMENT 

142 
 
 
 

Vegueta, 25 (1), 2025, eISSN: 2341-1112 
 

tools. 
 Control Group: 

The lack of interactive elements in traditional methods led to disengagement for some students, 
particularly during extended writing tasks. 

4.3. Summary of Results 
 The findings of this study demonstrate that gamified writing modules significantly enhance learner 
engagement and writing proficiency in ESL classrooms. Quantitative data showed substantial improvements 
in writing scores and engagement metrics among the experimental group, while qualitative data provided rich 
insights into the learners' positive experiences and reduced writing anxiety. 
 
 Comparative analysis highlighted the advantages of gamified approaches over traditional methods, 
underscoring their potential to address common challenges in ESL writing instruction. These results contribute 
to the growing body of research on gamification in education, offering valuable implications for ESL 
pedagogy. 

 
5.Discussion 
The discussion section interprets the results of the study in relation to the research questions and objectives. It 
also examines how these findings align with or deviate from previous research, explores their implications for 
ESL pedagogy, and provides recommendations for integrating gamified writing modules into classroom 
settings. 
5.1. Interpretation of Results 
1.Correlation Between Gamification and Writing Proficiency Improvement 
 The quantitative findings of this study demonstrate a significant improvement in writing proficiency 
among ESL learners who participated in gamified writing modules. The experimental group showed a mean 
score increase of 21.5 points, compared to 8.6 points in the control group. This improvement can be attributed 
to the gamified approach’s ability to make writing tasks engaging and goal-oriented. 

 
 Gamification’s structure, with clear objectives, rewards, and challenges, helps learners stay motivated 
and focus on continuous improvement. For example, earning points for completing tasks and receiving 
immediate feedback through tools like Grammarly encouraged students to revise their work iteratively. This 
iterative process is critical in writing skill development, as it allows learners to refine coherence, vocabulary, 
and grammatical accuracy over time. 
 
2.Insights Into the Engagement Levels of ESL Learners 
 Engagement metrics, including activity participation rates and survey responses, revealed that gamified 
modules had a substantial positive impact on learner motivation. The interactive nature of the gamified tasks, 
combined with elements such as leaderboards and team-based challenges, fostered a sense of achievement and 
collaboration. 
 
 Classroom observations further confirmed these findings, as students in the experimental group 
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actively participated in discussions, peer reviews, and creative writing tasks. This level of engagement was 
less evident in the control group, where traditional instruction methods failed to sustain interest, particularly 
during repetitive exercises. 
 
 The qualitative data also highlighted reduced writing anxiety as a key factor in increased engagement. 
By presenting writing tasks as low-stakes, enjoyable activities, gamification alleviated learners’ fear of making 
mistakes, enabling them to experiment and take risks in their writing. This is especially important in ESL 
contexts, where students often feel self-conscious about their language abilities. 
 
5.2. Comparison with Previous Studies 
1.Alignment With Existing Research 
 The findings of this study align with prior research demonstrating the benefits of gamification in 
education. Studies by Deterding et al. (2011) and Hamari et al. (2014) have shown that gamified approaches 
enhance learner motivation and engagement across various disciplines. Similarly, research by Domínguez et 
al. (2013) highlights the role of gamification in improving academic performance, particularly in skills that 
require iterative practice, such as writing. 
 
 In the context of ESL education, recent studies have indicated that gamification can effectively enhance 
vocabulary acquisition and reading comprehension. This study extends these findings by focusing on writing 
proficiency, showcasing how gamified modules address challenges unique to writing, such as idea generation 
and organization. 
 
2.Deviations From Existing Research 
 While most existing studies emphasize motivation and engagement, this study provides deeper insights 
into the specific ways gamification impacts writing proficiency. For instance, the use of adaptive difficulty 
levels and personalized feedback tools allowed students to target their individual weaknesses, leading to 
measurable improvements in writing quality. 
 
 Additionally, this study highlights the collaborative aspects of gamification, which are often 
overlooked in previous research. Team-based challenges and peer feedback activities not only enhanced 
engagement but also fostered critical thinking and communication skills, which are essential for effective 
writing. 
 
5.3. Implications for ESL Pedagogy 
1.Practical Applications of Gamification in Classroom Settings 
 The findings underscore the potential of gamified writing modules as a transformative tool in ESL 
pedagogy. Educators can incorporate gamification into writing instruction to make learning more interactive 
and enjoyable. For example: 

 Writing Challenges as Games: Assignments can be framed as quests or missions, where students earn 
rewards for completing tasks such as writing a descriptive paragraph or crafting a persuasive argument. 
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 Collaborative Writing Activities: Tools like Google Docs and Padlet can facilitate team-based 
challenges, where students work together to produce coherent and creative pieces. 

 Leaderboards and Badges: Recognizing achievements through leaderboards and digital badges can 
motivate learners and encourage healthy competition. 

 
2.Addressing Writing Anxiety and Building Confidence 
 Gamification provides a safe environment for learners to experiment with language and develop their 
writing skills. By shifting the focus from grades to progress, it reduces the pressure often associated with 
writing assignments. Educators can further enhance this effect by incorporating tools that offer constructive 
feedback, such as Grammarly, ensuring that students receive actionable insights to improve their work. 
 
3.Promoting Creativity and Critical Thinking 
 The use of imaginative scenarios and real-world contexts in gamified tasks fosters creativity and critical 
thinking. For instance, students can be asked to draft a blog post about an environmental issue or write a 
fictional story inspired by their favorite movie. Such tasks not only make writing enjoyable but also help 
learners develop transferable skills that are valuable in academic and professional settings. 
 
5.4. Recommendations for Integrating Gamified Modules 
1.Designing Effective Gamified Writing Modules 

 Tailored to Learner Needs: Writing tasks should be designed to address the specific challenges faced 
by ESL learners, such as coherence, vocabulary, and grammar. 

 Adaptive Difficulty Levels: Modules should include tasks of varying complexity to cater to learners 
with different proficiency levels. 

 Immediate Feedback: Incorporate tools that provide instant feedback, helping learners identify and 
correct errors in real-time. 

2.Leveraging ICT Tools 

 Platforms for Collaboration: Tools like Google Docs and Classcraft can be used to facilitate peer 
interaction and collaborative writing. 

 Gamification Platforms: Applications such as Kahoot and Classcraft can help gamify classroom 
activities, making them more engaging and interactive. 

 Multimedia Integration: Incorporate videos, infographics, and audio prompts to stimulate creativity 
and provide diverse writing stimuli. 

3.Teacher Training and Support 

 Professional Development: Educators should receive training on the use of gamification and ICT tools 
to ensure effective implementation. 

 Guidelines for Implementation: Provide educators with clear guidelines and best practices for 
integrating gamified modules into their teaching. 

4.Monitoring and Evaluation 

 Continuous Assessment: Regularly evaluate the effectiveness of gamified modules through student 
feedback and performance metrics. 
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 Iterative Improvements: Use insights from evaluations to refine and enhance the design of gamified 
tasks. 

5.Addressing Challenges 

 Technical Barriers: Ensure access to reliable technology and internet connectivity in classrooms.                                                                                                                             

 Inclusive Design: Consider the diverse needs of learners, including those who may feel overwhelmed 
by competitive elements, by offering alternative modes of participation. 

 
 The findings of this study demonstrate that gamified writing modules are an effective tool for 
enhancing engagement and writing proficiency among ESL learners. By combining the motivational aspects 
of gamification with the pedagogical benefits of ICT, educators can create dynamic and learner-centered 
writing experiences. The practical implications and recommendations outlined in this section provide a 
roadmap for integrating gamified approaches into ESL pedagogy, paving the way for a more engaging and 
effective learning environment. 
 
6. Challenges and Limitations 
 This section discusses the challenges encountered during the study, the limitations of the research 
design, and directions for future research. These reflections provide a comprehensive understanding of the 
study’s context, highlighting areas that could be refined or expanded in future investigations. 
 
6.1. Challenges Faced During the Study 
1. Technical Issues 

 Access to Technology: 
Some participants faced difficulties accessing the necessary devices or stable internet connections, especially 
those from economically disadvantaged backgrounds. This posed challenges during online collaborative tasks 
and gamified activities that relied on platforms such as Google Docs and Classcraft. 

 Platform Glitches: 
Despite the careful selection of tools, occasional technical glitches disrupted the flow of activities. For instance, 
delays in loading leaderboards or feedback tools created frustration among students. 

 Learning Curve for Tools: 
While most students adapted quickly to the platforms, a subset of participants, particularly those less familiar 
with digital tools, required additional time and support to navigate the gamified systems effectively. 
2. Student Adaptability 

 Resistance to Gamification: 
A minority of students initially resisted the gamified approach, perceiving it as overly playful for an academic 
setting. This mindset, rooted in traditional notions of education, required educators to invest additional effort 
in demonstrating the value of gamified learning. 

 Group Dynamics in Collaboration: 
Collaborative writing tasks posed challenges related to group dynamics. Unequal participation within teams 
occasionally led to dissatisfaction among students, with more proactive members feeling burdened and less 
engaged members remaining passive. 
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 Balancing Competition and Cooperation: 
While the competitive aspects of gamification were generally well-received, some students expressed 
discomfort with public leaderboards, feeling that these rankings emphasized competition over learning. 
3. Time Constraints 

 Duration of the Study:The study was conducted over 12 weeks, which provided sufficient time to 
observe immediate impacts but was insufficient for examining long-term effects of gamified writing 
modules. 

 Balancing Academic Commitments: 
Participants had to manage the gamified writing tasks alongside their regular coursework and assignments. 
This occasionally led to scheduling conflicts, especially during periods of high academic workload. 

 Preparation and Execution: 
The design and implementation of gamified modules required significant planning and coordination. Teachers 
had to invest time in creating tasks, monitoring progress, and providing feedback, which added to their 
workload. 
 
6.2. Study Limitations 
1.Scope of the Participant Sample 
Homogeneity of Participants: 
The study focused exclusively on undergraduate engineering students from a single institution. While this 
demographic provided valuable insights, the findings may not be generalizable to other populations, such as 
students from different academic disciplines, younger learners, or adult ESL learners. 
Sample Size: 
Although 120 participants provided a robust dataset for statistical analysis, a larger and more diverse sample 
would have strengthened the generalizability of the results. 
2.Duration of the Study 

 Short-Term Focus: 
The 12-week intervention allowed for the measurement of immediate impacts but did not capture long-term 
changes in writing proficiency or sustained engagement levels. Writing proficiency, particularly in ESL 
contexts, often requires extended periods of practice and reinforcement, which were beyond the scope of this 
study. 

 Limited Observation of Retention: 
The study did not assess whether the skills and engagement levels observed during the intervention were 
retained after the gamified modules were concluded. 
3.Reliance on Specific Tools 

 Tool-Specific Results: 
The study’s findings were closely tied to the platforms and tools used (e.g., Classcraft, Kahoot, Google Docs). 
While these tools were effective for the purpose of this research, different tools might yield varying outcomes. 
This reliance limits the applicability of the findings to other technological ecosystems. 

 Automated Feedback Constraints: 
Although tools like Grammarly provided immediate feedback, they focused primarily on surface-level errors 
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(e.g., grammar, punctuation). Deeper aspects of writing, such as creativity, coherence, and critical thinking, 
required manual assessment, which was time-intensive. 
4.Cultural and Contextual Factors 

 Cultural Bias in Writing Prompts: 
Some gamified tasks were based on scenarios that were unfamiliar to certain participants due to cultural 
differences. This occasionally affected the learners’ ability to engage with the content fully. 

 Context-Specific Results: 
The study was conducted in an English-medium engineering college in India. The results might differ in other 
contexts, such as non-English-medium schools or institutions in other countries with distinct educational 
systems. 
 
6.3. Future Research Directions 
1.Longitudinal Studies 
 To better understand the long-term impact of gamified writing modules, future studies should adopt a 
longitudinal design. Tracking participants over several months or years would provide insights into how 
gamification influences sustained engagement, writing proficiency retention, and the development of advanced 
writing skills. 
 
 Long-term studies could also investigate the transferability of skills acquired through gamified modules 
to other academic or professional writing contexts. 
2.Broader Demographics 
Future research should explore the effectiveness of gamified writing modules across diverse learner 
populations, including students from different age groups, academic disciplines, and cultural backgrounds. For 
instance: 

 Young learners in primary and secondary schools. 

 Adult ESL learners in workplace or community education settings. 

 Expanding the study to include learners from rural and underprivileged communities would provide 
valuable insights into how gamified approaches can bridge educational inequities. 

3.Comparative Analyses 

 Future studies could compare the effectiveness of different gamification strategies and tools. For 
example: 

 Examining the relative benefits of competitive versus cooperative gamified tasks. 

 Comparing the impact of gamified modules with other ICT-based approaches, such as augmented 
reality (AR) or virtual reality (VR) in writing instruction. 

4.Focus on Specific Writing Skills 

 While this study examined overall writing proficiency, future research could delve deeper into specific 
aspects of writing, such as: 

 Creativity and narrative skills through storytelling tasks. 

 Argumentative writing in academic or professional contexts. 

 Technical writing for engineering and science students. 
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5.Exploration of Educator Perspectives 

 Educators play a crucial role in the design and implementation of gamified modules. Future research 
could examine their experiences, including the challenges they face, the strategies they employ, and 
their perceptions of gamification’s impact on teaching and learning. 

6.Integration of Advanced Technologies 

 Emerging technologies, such as artificial intelligence (AI) and natural language processing (NLP), 
could enhance the effectiveness of gamified writing modules. For instance: 

 AI-powered tools that provide personalized and detailed feedback on deeper aspects of writing. 

 Adaptive gamified platforms that tailor tasks to individual learners’ proficiency levels and learning 
styles. 

7.Evaluating Scalability and Cost-Effectiveness 

 To ensure practical applicability, future studies should assess the scalability of gamified writing 
modules in resource-constrained settings. This includes evaluating the cost-effectiveness of 
implementing such approaches and exploring alternatives for low-tech environments. 

 While this study demonstrated the potential of gamified writing modules to enhance engagement and 
proficiency among ESL learners, the challenges and limitations discussed here provide important context for 
interpreting the findings. Addressing these issues in future research will not only strengthen the evidence base 
but also pave the way for more inclusive, scalable, and effective applications of gamification in ESL education. 
By expanding the scope and duration of studies, integrating advanced technologies, and exploring diverse 
learner populations, researchers and educators can continue to innovate in the pursuit of improved writing 
outcomes. 
 
7. Conclusion 
Summary of Findings 
 This study investigated the impact of gamified writing modules on engagement and writing proficiency 
among ESL learners, with a focus on integrating ICT tools and game elements into writing instruction. The 
findings revealed significant improvements in both learner engagement and writing skills for the experimental 
group compared to the control group, which followed traditional teaching methods. 
 
 Quantitative results demonstrated that learners exposed to gamified writing modules achieved a 
substantial increase in writing proficiency, with improvements in coherence, creativity, grammatical accuracy, 
and vocabulary usage. The experimental group also showed higher participation rates and motivation levels, 
as evidenced by engagement surveys and classroom observations. 
 
 Qualitative data provided deeper insights into learners’ experiences. The gamified approach reduced 
writing anxiety, fostered creativity, and encouraged collaboration through team-based challenges. Students 
highlighted the motivational impact of game elements such as leaderboards, badges, and immediate feedback, 
which transformed writing tasks into enjoyable and goal-oriented activities. 
 
 These findings underscore the effectiveness of gamification as a pedagogical strategy to address 
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common challenges in ESL writing instruction, including low motivation, lack of creativity, and 
disengagement. By making writing tasks interactive, rewarding, and learner-centered, gamified modules create 
a conducive environment for skill development and active participation. 
Contribution to the Field 
 This study makes a significant contribution to the growing body of research on gamified learning in 
ESL contexts. While previous studies have primarily focused on vocabulary acquisition and reading 
comprehension, this research provides robust evidence of gamification’s potential to enhance writing 
proficiency. 
The integration of ICT tools, such as Google Docs, Classcraft, and Grammarly, into gamified modules 
highlights the transformative potential of technology in language education. These tools not only facilitate 
collaboration and feedback but also provide adaptive learning environments that cater to diverse learner needs. 
 
 The study also sheds light on the psychological benefits of gamification, particularly in reducing 
writing anxiety and fostering a growth mindset. By shifting the focus from grades to progress and 
achievements, gamified modules encourage learners to experiment with language and embrace mistakes as 
part of the learning process. 
 
 Additionally, the research emphasizes the role of collaboration in gamified writing tasks. Team-based 
challenges and peer feedback activities not only enhance writing quality but also develop critical thinking, 
communication, and teamwork skills—competencies that are essential in both academic and professional 
contexts. 
 
 By addressing the intersection of gamification, ICT, and writing pedagogy, this study provides a 
comprehensive framework for designing innovative and effective ESL writing programs. It offers practical 
insights for educators, curriculum developers, and policymakers, paving the way for wider adoption of 
gamified approaches in language education. 
Final Recommendations 
1.Adopting Gamified Writing Tools in Classrooms 

 Design Interactive Writing Modules: Educators should incorporate game elements such as points, 
challenges, and rewards into writing tasks. For example, students can earn points for completing tasks 
like drafting essays, revising content, or providing peer feedback. 

 Use Collaborative Platforms: Tools like Google Docs and Padlet can facilitate group writing 
activities and peer reviews, fostering teamwork and shared responsibility. 

 Leverage Feedback Tools: Automated feedback systems, such as Grammarly, should be integrated 
into writing tasks to provide learners with immediate and actionable insights. 

2.Creating Inclusive and Adaptive Learning Environments 

 Cater to Diverse Learner Needs: Gamified modules should include tasks of varying complexity to 
accommodate learners with different proficiency levels. 
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 Address Competition Concerns: While competitive elements like leaderboards can motivate learners, 
alternative options such as personal progress trackers should be offered for those who may feel 
overwhelmed by public rankings. 

3.Professional Development for Educators 

 Training on Gamification and ICT Tools: Teachers should receive training on designing and 
implementing gamified writing modules, as well as using ICT tools effectively. 

 Best Practices for Gamification: Institutions should provide guidelines and resources to help 
educators integrate gamified approaches into their teaching. 

4.Evaluating and Scaling Up 

 Continuous Assessment: Regularly evaluate the effectiveness of gamified modules through learner 
feedback and performance metrics. 

 Expand Access: Institutions should ensure access to the necessary technology and resources, 
particularly in underprivileged or rural areas. 

 Research and Development: Ongoing research should explore new gamification strategies and tools 
to enhance writing instruction further. 

5.Addressing Broader Educational Objectives 

 Fostering Lifelong Learning: Gamified approaches can cultivate a positive attitude toward writing 
and learning, encouraging learners to continue improving their skills beyond the classroom. 

 Preparing for the Future: By combining creativity, critical thinking, and technological proficiency, 
gamified writing tasks prepare students for the demands of the 21st-century workforce. 

 
 The findings of this study affirm the transformative potential of gamified writing modules in enhancing 
engagement and writing proficiency among ESL learners. By integrating game elements and ICT tools into 
writing instruction, educators can create dynamic, learner-centered environments that address the challenges 
of traditional teaching methods. 
 
 The contributions of this research extend beyond academic contexts, offering practical solutions for 
language education in diverse settings. As educational institutions embrace digital transformation, 
gamification provides an innovative and effective strategy to empower learners, foster creativity, and prepare 
them for future success. With continued research, refinement, and adoption, gamified approaches can play a 
pivotal role in shaping the future of ESL education. 
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