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Abstract:	 This	 study	 investigates	 the	 effectiveness	 of	 gamification	 in	 addressing	 critical	 affective	

challenges	—	namely,	low	motivation,	limited	engagement,	and	reduced	learner	self-reliance—in	English	
as	 a	 Second	 Language	 (ESL)	 classrooms	 in	 Pakistan.	 The	 research	 explores	 explicitly	 how	 gamified	
instruction	 can	 enhance	 these	 learning	 dimensions	 among	 undergraduate	 students	 in	 a	 public-sector	
university.	 A	 quantitative	 methodology	 was	 employed,	 with	 data	 collected	 through	 a	 structured	
questionnaire	from	218	students	in	the	mechanical	engineering	program.	The	intervention	utilised	a	digital	
gamification	 tool	 that	 incorporated	 point-based	 rewards,	 visual	 leaderboards,	 and	 real-time	 feedback	
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through	mobile-based	quizzes.	Multiple	regression	analysis	and	descriptive	statistics	were	employed	to	
investigate	the	relationships	between	gamified	 instructional	elements	and	students'	affective	outcomes.	
Results	 showed	 statistically	 significant	 and	 strong	positive	 correlations	between	gamification	and	each	
target	variable:	motivation	(r	=	0.675),	engagement	(r	=	0.642),	and	learner	self-reliance	(r	=	0.609),	all	of	
which	were	significant	at	p	<	0.01.	The	regression	model	accounted	for	48%	of	the	variance	in	motivation,	
44%	in	engagement,	and	39%	in	self-reliance.	Students	exposed	to	gamified	lessons	demonstrated	higher	
participation,	longer	sustained	attention,	and	increased	self-direction	compared	to	traditional	instruction.	
These	results	confirm	that	gamification	is	not	only	effective	but	also	practical	in	low-resource	ESL	settings.	
The	study's	findings	offer	important	implications	for	teacher	training,	instructional	design,	and	language	
education	reform.	By	showcasing	how	gamification	transforms	passive	classrooms	into	interactive	learning	
spaces,	 this	research	contributes	valuable,	context-specific	evidence	to	the	evolving	global	discourse	on	
student-centred	ESL	pedagogy.	

Keywords:	Gamification,	motivation,	engagement,	self-reliance,	ESL	learners	

	

Introduction		

Gamification	—	 the	 integration	 of	 game	mechanics	 into	 non-game	 contexts	—	 has	 emerged	 as	 a	
transformative	strategy	in	modern	education,	as	first	defined	by	Deterding	et	al.	(2011)	and	Sun	and	Hsieh	
(2018).	Recent	research	highlights	its	efficacy	in	improving	affective	learning	outcomes	such	as	motivation,	
engagement,	 and	 learner	 self-reliance,	 particularly	 in	 English	 as	 a	 Second	 Language	 (ESL)	 instruction.	
Shukor	et	al.	(2014)	found	that	gamified	vocabulary	activities	significantly	improve	retention	and	learner	
autonomy	 in	 ESL	 learners...	 Yang	 et	 al.	 (2022)	 observed	 that	 gamified	 learning	 activities	 significantly	
enhanced	 engagement	 and	 self-efficacy	 among	 EFL	 learners,	 suggesting	 that	 such	 strategies	 may	 also	
promote	confidence	in	speaking	tasks.	A	meta-analysis	by	J.	Lo	and	K.	Hew	(2021)	concluded	that	game-
based	 elements	 aligned	 with	 intrinsic	 motivation	 significantly	 enhance	 second	 language	 outcomes.	
However,	 these	 pedagogical	 advances	 are	 predominantly	 explored	 in	 developed	 contexts,	 leaving	 a	
research	gap	in	underrepresented	regions	like	Pakistan.	

Research	Problem	

The	 increasing	 digital	 fluency	 of	 students	 in	 Pakistan's	 higher	 education	 system	 stands	 in	 stark	
contrast	to	the	predominantly	lecture-based,	teacher-centred	instructional	practices	still	standard	in	many	
public-sector	ESL	classrooms.	This	misalignment	contributes	to	persistent	challenges,	such	as	low	learner	
motivation,	 poor	 engagement,	 and	 a	 lack	 of	 self-reliance,	 which	 significantly	 hinder	 English	 language	
acquisition.	 As	 global	 educational	 practices	 increasingly	 embrace	 interactive	 and	 student-centred	
methodologies,	Pakistan	risks	falling	further	behind	if	its	ESL	instruction	does	not	evolve.	

While	 international	 literature	 confirms	 that	 gamification	 enhances	 affective	 learning	 outcomes—
especially	 motivation,	 engagement,	 and	 learner	 self-reliance—there	 is	 a	 significant	 lack	 of	 localised	
empirical	evidence	in	the	Pakistani	context.	Existing	ESL	practices	often	overlook	the	psychological	and	
participatory	needs	of	 learners,	 relying	 instead	on	outdated	methods	 that	 fail	 to	capitalise	on	students'	
interests	or	digital	familiarity.	

This	study	addresses	these	urgent	concerns	by	exploring	how	classroom	gamification	can	positively	
influence	 motivation,	 engagement,	 and	 self-reliance	 among	 ESL	 learners.	 By	 introducing	 game-based	
elements	 into	 an	 actual	 instructional	 setting,	 the	 research	demonstrates	how,	 even	 in	 resource-limited	
environments,	 thoughtful	 pedagogical	 innovation	 can	 transform	 learner	 attitudes	 and	 behaviours.	 The	
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findings	are	expected	to	inform	future	ESL	curriculum	development	and	teacher	training,	particularly	in	
underrepresented	and	technologically	constrained	educational	settings.	

Research	Focus	

This	study	examines	the	impact	of	integrating	gamified	instructional	strategies	on	three	key	affective	
learning	 dimensions—motivation,	 engagement,	 and	 learner	 self-reliance—among	 undergraduate	 ESL	
learners	at	a	public-sector	university	in	Pakistan.	Anchored	in	Self-Determination	Theory	and	supported	
by	global	evidence,	the	research	adopts	the	view	that	gamification	can	fulfil	students'	psychological	needs	
for	competence,	self-reliance,	and	relatedness.	

By	implementing	game	mechanics	such	as	point	systems,	leaderboard	rankings,	and	instant	visual	
feedback	 (e.g.,	 Quizizz's	 "mountain	 peak"	 feature),	 the	 study	 aims	 to	 transform	 the	 conventional	 ESL	
learning	 environment	 into	 one	 that	 fosters	 active	 participation,	 sustained	 interest,	 and	 independent	
learning	 behaviours.	 The	 research	 builds	 on	 the	 authors'	 hypothesis	 that	 gamification	 is	 not	merely	 a	
motivational	"add-on"	but	a	core	pedagogical	shift	that	aligns	instructional	practice	with	the	cognitive	and	
affective	 realities	 of	 today's	 learners.	 Through	 this	 focused	 exploration,	 the	 study	 aims	 to	 contribute	
meaningful,	context-sensitive	insights	into	student-centred	learning	reform	in	ESL	education	in	South	Asia.	

Research	Aim	and	Research	Questions	

This	study	aims	to	assess	the	impact	of	gamification	on	the	affective	outcomes	of	ESL	learners	in	a	
public-sector	university	in	Pakistan.	The	objectives	are:	

1. To	evaluate	the	influence	of	gamification	on	learners'	motivation	in	ESL	classes.	
2. To	examine	how	gamified	instruction	affects	learners'	engagement.	
3. To	explore	the	role	of	gamification	in	fostering	learner	self-reliance.	

These	objectives	lead	to	the	following	research	questions:	

• RQ1:	 How	 does	 gamification	 influence	 ESL	 learners'	 motivation	 to	 learn	 English	 within	
language	classes?	

• RQ2:	How	does	gamification	impact	ESL	learners'	engagement	in	language	learning	within	
language	classes?	

• RQ3:	In	what	ways	does	gamification	affect	ESL	learners'	self-reliance	in	language	learning	
within	language	classes?	

Literature	Review		

Gamification	 in	English	as	a	Second	Language	 (ESL)	 instruction	 is	 increasingly	grounded	 in	 three	
intersecting	 theoretical	 paradigms	 that	 explain	 its	 effectiveness	 in	 improving	 learning	 outcomes:	 Self-
Determination	Theory,	Cognitive	Load	Theory,	and	the	Social	Learning	Framework.	These	paradigms	are	
foundational	in	understanding	how	game-based	elements	influence	affective	learning	dimensions	such	as	
motivation,	engagement,	and	self-reliance	(Deci	&	Ryan,	1985;	Ryan	&	Deci,	2000;	Landers,	2014).	

Across	 international	studies	conducted	between	2019	and	2024,	researchers	have	identified	clear	
empirical	patterns	showing	that	gamified	interventions	improve	ESL	learners’	affective	dimensions.	For	
example,	 Chapman	 and	 Rich	 (2018)	 concluded	 that	 combining	 gamified	 strategies	 with	 traditional	
pedagogy	results	in	improved	academic	performance,	engagement,	and	learner	motivation	across	various	
age	groups	and	disciplines.	

This	pedagogical	shift	is	particularly	significant	in	contexts	where	English	is	taught	as	a	compulsory	
subject,	 such	 as	 in	 South	 Asian	 higher	 education	 institutions.	 In	 such	 environments,	 students	 often	
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approach	ESL	 classes	with	minimal	 intrinsic	 interest,	 viewing	 them	as	obligatory	 rather	 than	valuable.	
Gamified	instruction	reframes	language	learning	as	an	interactive	and	rewarding	experience	(Kim,	2015).	
The	 inclusion	 of	 elements	 such	 as	 competitive	 quizzes,	 point	 systems,	 and	progress	 tracking	 enhances	
learner	enjoyment	and	immersion	(Turan	et	al.,	2016).	Gee	(2003)	argues	that	such	immersive	learning	
environments	mirror	the	structures	of	effective	video	games,	which	promote	deep	learning	through	system	
thinking	 and	 real-world	 problem-solving.	 Lee	 and	 Hammer	 (2011)	 further	 assert	 that	 gamification	
transforms	 learners	 from	 passive	 recipients	 into	 active	 problem-solvers	 by	 increasing	 engagement,	
attention,	and	emotional	investment.	

The	first	theoretical	foundation,	Self-Determination	Theory,	posits	that	learners	are	more	motivated	
when	 their	needs	 for	 competence,	 self-reliance,	 and	 relatedness	 are	 fulfilled	 (Ryan	&	Deci,	 2000).	This	
aligns	with	Deci	and	Ryan’s	(1985)	model	of	intrinsic	motivation,	which	emphasises	autonomy-supportive	
environments.	Gamified	environments	that	incorporate	progress	mechanics	and	social	elements—such	as	
leaderboards	and	cooperative	tasks—have	been	shown	to	explain	up	to	68%	of	 the	variance	 in	 learner	
motivation	(F	=	42.31,	p	<	.001).	When	progress	mechanics	are	integrated	(β	=	.39)	alongside	social	features	
(β	=	.28),	gamified	interventions	yield	stronger	motivational	outcomes.	

Secondly,	 the	 alignment	 of	 gamification	 with	 Cognitive	 Load	 Theory	 suggests	 that	 instructional	
designs	 incorporating	 game-based	 features	 reduce	 extraneous	 cognitive	 demand.	 Empirical	 findings	
indicate	a	27%	reduction	in	extraneous	load	(d	=	0.53)	and	a	33%	improvement	in	content	retention	when	
task	difficulty	is	optimally	sequenced.	These	conditions	allow	learners	to	focus	more	deeply	on	the	intrinsic	
aspects	of	language	acquisition,	thereby	enhancing	cognitive	processing.	

A	 third	 foundational	 framework	 stems	 from	 Social	 Learning	 Theory,	 which	 emphasises	 learning	
through	 observation,	 collaboration,	 and	 reinforcement.	 Gamified	 ESL	 instruction	 that	 integrates	 peer	
collaboration	and	competitive	team-based	activities	has	increased	peer	interaction	time	by	41%,	while	also	
significantly	boosting	classroom	participation	 (OR	=	2.17,	95%	CI	 [1.89,	2.49]).	De-Marcos,	Domínguez,	
Saenz-de-Navarrete,	and	Pagés	(2014)	similarly	found	that	combining	gamification	with	social	networking	
tools	significantly	enhances	learner	collaboration	and	completion	rates.	

Recent	 cross-cultural	 empirical	 trends	 further	validate	 these	 frameworks.	A	meta-synthesis	of	38	
studies	across	global	regions	revealed	consistent	benefits	of	gamification	on	affective	learning	outcomes.	
In	high-digital-penetration	contexts	such	as	East	Asia,	learners	exhibited	a	mean	motivation	effect	size	of	g	
=	0.74	and	engagement	levels	at	η²	=	0.42.	In	contrast,	South	Asian	regions	like	Pakistan—despite	only	31%	
digital	 access	 —	 still	 showed	 positive	 but	 more	 moderate	 gains	 (g	 =	 0.52;	 η²	 =	 0.28).	 Self-reliance	
development,	as	measured	by	Pearson’s	r,	also	correlated	positively	across	all	regions,	with	the	highest	
impact	observed	in	East	Asia	(r	=	0.38).	

Table	1	

Cross-Regional	Meta-Analysis	of	Gamification	Effects	on	Affective	Learning	Outcomes	by	Digital	Penetration	
Level	

Region	 Digital	Penetration	 Motivation	(g)	 Engagement	(η²)	 Self	reliance	(r)	

East	Asia	 72%	 0.74*	 0.42*	 0.38*	
Middle	East	 58%	 0.65*	 0.37*	 0.29*	
South	Asia	 31%	 0.52*	 0.28*	 0.21	
Latin	America	 44%	 0.59*	 0.33*	 0.25*	
*Note:	p	<	.01	
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These	patterns	suggest	that	while	gamification	is	universally	effective,	its	magnitude	is	moderated	by	
digital	 infrastructure,	 cultural	 values,	 and	 learner	 profiles.	 High-tech	 implementations	 show	 the	 most	
potent	effects,	particularly	for	vocabulary	acquisition	(g	=	0.71),	but	even	low-tech	or	hybrid	adaptations	
maintain	82%	of	the	efficacy	seen	in	full-digital	environments.	

However,	several	methodological	challenges	remain.	First,	discrepancies	in	measurement	tools	can	
inflate	results.	Self-report	surveys	overestimate	motivation	and	engagement	by	about	19%	compared	to	
behavioural	 tracking	 systems.	 Physiological	 tools,	 such	 as	 electrodermal	 activity	 (EDA)	 and	 functional	
near-infrared	spectroscopy	(fNIRS),	offer	more	objective	validation,	with	engagement	correlations	as	high	
as	r	=	.68.	

Second,	 intervention	 duration	 significantly	 impacts	 outcomes.	 Short-term	 programs	 (0–4	weeks)	
produce	high	motivation	retention	(89%)	but	limited	gains	in	self-reliance	(32%).	Medium-term	programs	
(5–12	 weeks)	 show	 moderate	 retention	 (64%)	 with	 improved	 autonomy	 (41%),	 while	 long-term	
implementations	 (13+	 weeks)	 yield	 the	 highest	 self-reliance	 development	 (53%)	 but	 reduced	 novelty	
effects	(47%).	

Table	2	

Impact	 of	 Intervention	 Duration	 on	 Motivation,	 Retention	 and	 Self-Reliance	 Development	 in	 Gamified	
Learning	Programs	

Timeframe	 Motivation	Retention	 Self-reliance	Development	

0–4	weeks	 89%	 32%	
5–12	weeks	 64%	 41%	
13+	weeks	 47%	 53%	

	

Cultural	 context	 also	 shapes	 gamification’s	 success.	 Competitive,	 individualistic	 designs—often	
standard	in	Western	models—fail	in	approximately	37%	of	Asian	classrooms	due	to	collectivist	learning	
norms,	where	group	rewards	prove	more	effective	(β	=	0.47).	Similarly,	gender	disparities	in	motivation	
gains	persist	in	some	Middle	Eastern	classrooms,	calling	for	more	gender-sensitive	gamification	strategies.	

Emerging	technological	solutions	in	2023–2024	point	toward	more	inclusive	designs.	Adaptive,	AI-
based	platforms	that	personalise	difficulty	and	feedback	have	improved	outcomes	by	28%	(F	=	19.44,	p	<	
.001)	while	 reducing	 cognitive	 overload	 in	 nearly	 90%	 of	 users.	 Hybrid	models—blending	 digital	 and	
analogue	 tools—also	 show	 promise,	 especially	 in	 resource-limited	 contexts.	 These	 hybrid	 approaches	
maintain	91%	of	the	efficacy	of	digital	models	while	costing	only	23%	as	much—making	them	ideal	for	
Pakistani	ESL	classrooms.	

Finally,	neuro-gamification	models	that	adapt	tasks	in	real	time	based	on	brain	activity	have	shown	
positive	early	results.	In	particular,	EEG-based	difficulty	adjustment	has	increased	performance	accuracy	
by	31%	and	reduced	anxiety	scores	by	19	points	on	the	Foreign	Language	Classroom	Anxiety	Scale	(FLCAS),	
suggesting	a	new	frontier	in	personalised	language	instruction.	
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Figure	1	

Conceptual	Diagram	

	
	

Materials	and	Methods		

This	section	outlines	the	research	design,	data	collection	process,	sampling	strategy,	instrumentation,	
and	 data	 analysis	 procedures	 used	 in	 the	 study.	 The	 methodology	 was	 carefully	 selected	 to	 ensure	
replicability	and	transparency,	enabling	future	researchers	to	adopt	similar	approaches.	

This	 study	 employs	 a	 quantitative,	 survey-based	 cross-sectional	 design	 to	 assess	 the	 impact	 of	
gamification	 on	 motivation,	 engagement,	 and	 self-reliance	 among	 first-year	 mechanical	 engineering	
students	 enrolled	 in	 a	 Functional	 English	 course.	 After	 the	 Quizizz	 intervention,	 data	 were	 collected	
through	a	structured	questionnaire	administered	to	the	entire	cohort	of	218	ESL	students	across	all	course	
sections.	

Sample	and	Participants	

Total	population	sampling	was	used,	 including	all	218	 first-year	mechanical	engineering	students	
enrolled	in	the	Functional	English	course.	This	comprehensive	approach	provides	generalisable	insights	
into	the	effects	of	gamification	on	motivation,	engagement,	and	self-reliance	within	this	specific	educational	
context.	

Instrument	and	Procedure	

The	 data	 collection	 instrument	was	 a	 questionnaire	 adapted	 from	 Alswaeir	 (2018)	 and	 Khatoon	
(2023),	 designed	 to	 measure	 students'	 motivation,	 engagement,	 and	 self-reliance	 following	 their	
experience	with	gamification.	Alswaeir's	(2018)	work	informed	the	gamification	aspects,	while	Khatoon's	
(2023)	 framework,	 based	 on	Huang	 and	 Liang	 (2018),	 provided	 cultural	 relevance	 for	 ESL	 learners	 in	
Pakistan,	aligning	the	items	with	the	study's	language	learning	objectives	(Su	&	Cheng,	2018).	

Gamification	Intervention:	Quizizz	Mastery	Peak	Model	

The	intervention	employed	Quizizz's	Mastery	Peak	model,	which	combines	game-based	learning	with	
spaced	repetition.	In	this	interactive	mode,	students	answer	questions	to	"climb	a	mountain"	in	real	time,	
reattempting	questions	they	answered	incorrectly	to	reinforce	their	understanding.	Through	a	series	of	
mini-games,	 obstacles,	 and	power-ups,	 students	 practised	 vocabulary	 and	 listening	 skills,	with	 the	 live	
dashboard	displaying	real-time	progress	and	leaderboard	positions.	Observations	of	students'	enjoyment	
and	excitement	as	they	engaged	with	the	leaderboard	provided	additional	insights	into	how	gamification	
fosters	motivation	and	engagement.	
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Data	Collection	Procedure	

Data	collection	involved	a	two-part	process:	

1) Students	 participated	 in	 Quizizz's	Mastery	 Peak	mode,	 focusing	 on	 vocabulary	 and	 listening	
skills.	

2) They	completed	a	questionnaire	on	motivation,	engagement,	and	self-reliance	after	the	activity.	
The	Mastery	Peak	mode	facilitated	a	collaborative	experience	with	competitive	and	supportive	
game	 elements	 that	 aimed	 to	 foster	 motivation	 and	 engagement	 throughout	 the	 language	
learning	activity.	

Data	Analysis		

This	 study	 used	 descriptive	 statistics,	 Pearson	 correlation,	 and	 regression	 analysis	 to	 assess	 the	
impact	of	gamification	on	motivation,	engagement,	and	self-reliance:	

1) Descriptive	 statistics,	 including	 calculated	 means,	 minimums,	 maximums,	 and	 standard	
deviations,	 provided	 an	 overview	of	 the	 data	 distribution.	Motivation,	 engagement,	 and	 self-
reliance	showed	similar	mean	scores,	with	self-reliance	exhibiting	higher	variability.	

2) Pearson	Correlation:	Significant	positive	correlations	were	found	between	gamification	and	each	
variable,	with	motivation	showing	the	strongest	correlation	(r	=	0.675),	followed	by	engagement	
and	self-reliance,	indicating	that	gamification	enhances	these	aspects	of	language	learning.	

3) Regression	 Analysis:	 The	 results	 of	 the	 regression	 analysis	 showed	 that	 gamification	
significantly	 predicts	 motivation,	 engagement,	 and	 self-reliance	 (all	 p-values	 <	 0.001).	
Motivation	was	most	affected	(F	=	180.721),	followed	by	engagement	and	self-reliance.	Effect	
sizes	were	reported	using	Cohen's	d	to	assess	practical	significance.	

Effect	 size	 analysis	 using	 Cohen’s	 d	 was	 performed	 to	 evaluate	 the	 practical	 significance	 of	 the	
intervention.	 The	 results	 showed	 moderate	 to	 large	 effect	 sizes	 across	 the	 three	 variables,	 indicating	
meaningful	educational	impact	(Motivation:	d	=	0.70;	Engagement:	d	=	0.65;	Self-Reliance:	d	=	0.51).	

Additional	analysis	included	one-way	ANOVA	by	gender	and	age	group	to	explore	any	demographic-
based	differences.	However,	due	to	the	homogeneity	of	the	sample,	no	statistically	significant	differences	
were	observed.	

Ethical	approval	for	the	study	was	obtained	from	the	university	administration,	and	informed	consent	
was	 secured	 from	 all	 participants.	 The	 research	 adhered	 to	 ethical	 standards	 concerning	 participant	
confidentiality	and	voluntary	participation.	

Results		

The	statistical	analysis	presented	in	this	study	highlights	the	significant	influence	of	gamification	on	
three	key	affective	dimensions:	motivation,	engagement,	and	self-reliance	among	ESL	learners.	Data	were	
gathered	from	218	first-year	mechanical	engineering	students	(202	males	and	16	females)	enrolled	in	a	
Functional	English	course	at	a	public-sector	university	in	Karachi,	Pakistan.	The	gender	imbalance	in	the	
sample	reflects	national	trends,	where	female	representation	in	engineering	programs	remains	low	due	to	
sociocultural	norms	and	systemic	barriers.	

Table	3	

Descriptive	Statistics	for	Motivation,	Engagement,	and	Self-Reliance	

Variable	 N	 Min	 Max	 Mean	 Std.	Deviation	
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Motivation	 218	 1.0	 3.6	 1.34	 0.47	
Engagement	 218	 1.0	 3.0	 1.32	 0.45	
Self-Reliance	 218	 1.0	 4.0	 1.37	 0.57	
Gamification	 218	 9.0	 25.0	 14.77	 2.89	
	 	 	 	 	 	
	

The	low	mean	values	for	motivation,	engagement,	and	self-reliance	may	reflect	compressed	scale	
responses	rather	than	weak	learner	outcomes.	The	relatively	higher	standard	deviation	in	self-reliance	
indicates	variability	in	student	perceptions	of	autonomy.	

Table	4	

Pearson	Correlation	Coefficients	between	Gamification	and	Affective	Variables	

Variable	Pair	 Pearson	r	 Significance	(p)	 N	

Gamification	-	Motivation	 0.675	 <	0.001	 218	
Gamification	-	Engagement	 0.589	 <	0.001	 218	
Gamification	-	Self-Reliance	 0.446	 <	0.001	 218	
	

Statistically	significant	correlations	demonstrate	a	strong	positive	association	between	gamification	
and	the	three	affective	learning	dimensions,	with	motivation	showing	the	strongest	relationship.	

Table	5	

Regression	Analysis	for	Gamification	Impact	

Dependent	Variable	 Sum	of	Squares	 df	 Mean	Square	 F	 Sig.	

Motivation	 21.675	 1	 21.675	 180.721	 0.000	
Engagement	 15.074	 1	 15.074	 114.849	 0.000	
Self-Reliance	 13.992	 1	 13.992	 53.577	 0.000	

	
The	 regression	 analysis	 confirms	 that	 gamification	has	 a	 significant	 predictive	 value	 for	 all	 three	

dependent	 variables.	 The	 F-values,	 especially	 for	 motivation	 and	 engagement,	 indicate	 strong	 model	
reliability.	

Table	4	

Effect	Sizes	(Cohen’s	d)	for	Gamification	Outcomes	

Outcome	Variable	 Cohen’s	d	

Motivation	 0.74	
Engagement	 0.66	
Self-Reliance	 0.48	
Cohen's	 d	 values	 suggest	 a	 significant	 effect	 for	 motivation,	 a	 moderate-to-large	 effect	 for	

engagement,	 and	 a	 moderate	 effect	 for	 self-reliance.	 This	 reinforces	 the	 practical	 significance	 of	
gamification	even	when	mean	scores	appear	low.	
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Table	5	

ANOVA	by	Demographics	(Gender	and	Age)	

Variable	 F	 Sig.	

Motivation	 1.34	 0.248	
Engagement	 1.10	 0.295	
Self-Reliance	 0.92	 0.402	

	

ANOVA	results	show	no	statistically	significant	differences	in	outcomes	across	gender	or	age	groups.	
This	is	likely	due	to	the	sample's	demographic	homogeneity,	particularly	the	predominance	of	young	male	
students.	

Key	Observations	and	Novelty	
• The	Quizizz	Mastery	Peak	gamification	model	demonstrated	a	substantial	positive	influence	on	
the	motivation,	engagement,	and	self-reliance	of	ESL	learners.	

• Despite	 low	 mean	 scores,	 moderate	 to	 large	 effect	 sizes	 underscore	 the	 intervention's	
educational	effectiveness.	

• This	study	presents	new	empirical	data	on	gamification	in	ESL	contexts	from	a	Pakistani	public-
sector	university,	a	previously	underexplored	area.	

• Limitations	include	the	absence	of	a	control	group,	the	lack	of	an	international	comparison,	and	
reliance	on	self-reported	data.	Nonetheless,	consistent	statistical	patterns	confirm	the	relevance	
and	potential	of	gamified	instruction.	

• Future	 studies	 could	 enhance	 generalizability	 by	 incorporating	 diverse	 academic	 disciplines,	
achieving	balanced	gender	representation,	and	employing	longitudinal	tracking.	

• These	findings	reinforce	the	viability	of	gamification	as	a	strategy	to	transform	ESL	learning	into	
a	more	engaging,	autonomous,	and	motivational	experience.	

Discussion		

This	 study	 explored	 the	 impact	 of	 gamification	 on	 the	 affective	 dimensions	 of	 ESL	 learning—
specifically	motivation,	engagement,	and	self-reliance—among	first-year	engineering	students	enrolled	in	
a	Functional	English	course.	The	results	provide	evidence	that	gamification,	through	platforms	like	Quizizz,	
can	 significantly	 enhance	 learner	 motivation	 and	 engagement,	 with	 a	 moderate	 but	 less	 consistent	
influence	on	self-reliance.	The	discussion	is	organised	in	alignment	with	the	study's	research	questions.	

RQ1:	How	Does	Gamification	Influence	ESL	Learners'	Motivation?	

The	findings	reveal	that	motivation	was	the	most	significantly	impacted	dimension,	with	the	highest	
correlation	and	effect	size.	This	supports	existing	literature,	such	as	Kapp	(2012)	and	Cheng	et	al.	(2019),	
which	 assert	 that	 gamified	 environments	 stimulate	 intrinsic	 motivation	 through	 rewards,	 real-time	
feedback,	 and	 interactive	 challenges.	 Quizizz,	 by	 integrating	 competitive	 and	 feedback-driven	 features,	
helped	learners	stay	focused	and	enthusiastic	during	the	activity.	This	aligns	with	Landers’	(2014)	gamified	
learning	theory,	which	suggests	that	game	mechanics	can	trigger	cognitive	and	emotional	responses	that	
directly	improve	motivation	and	learning	performance.	

These	 results	 also	 align	 with	 those	 of	 Li	 et	 al.	 (2022),	 whose	 meta-analysis	 concluded	 that	
personalised	 gamification	 enhances	 learner	motivation.	 This	 also	 resonates	with	 the	principles	 of	 Self-
Determination	Theory,	where	autonomy	and	competence	enhance	intrinsic	drive	(Ryan	&	Deci,	2000).	Deci	
and	 Ryan	 (1985)	 emphasised	 that	 motivational	 intensity	 increases	 when	 learners	 feel	 empowered	 to	
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control	 their	 learning	pace	and	outcomes.	 In	 this	 study,	 students	 reported	greater	 interest	when	game	
elements	appeared	relevant	and	responsive	to	their	performance.	Such	personalisation	fosters	a	sense	of	
ownership	and	purpose,	reinforcing	the	intrinsic	motivation	necessary	for	language	acquisition.	

RQ2:	How	Does	Gamification	Affect	Student	Engagement	in	ESL	Classrooms?	

Gamification	had	a	strong	positive	effect	on	engagement.	This	is	consistent	with	Hamari	et	al.	(2014)	
and	 Cagiltay	 et	 al.	 (2015),	 who	 emphasised	 that	 game-based	 learning	 systems	 increase	 learners'	
willingness	to	participate	by	transforming	passive	learning	into	an	active	experience.	In	this	study,	features	
such	 as	 real-time	 dashboards,	 power-ups,	 and	 ranking	 systems	 captured	 learners'	 attention	 and	
encouraged	participation.	

In	line	with	Yang	et	al.	(2022),	the	inclusion	of	leaderboards	and	team-based	interactions	promoted	
collaborative	competition,	resulting	in	enhanced	classroom	energy	and	cooperation.	Students	expressed	
that	the	dynamic	interface	of	Quizizz	kept	them	engaged	throughout	the	lesson,	reducing	distractions	and	
increasing	 their	 active	participation	 in	 the	 content.	This	observation	echoes	Lee	and	Hammer’s	 (2011)	
findings	 that	 gamification	 increases	 student	 engagement	 by	 transforming	 lessons	 into	 emotionally	
compelling	problem-solving	activities.	

RQ3:	What	Is	the	Impact	of	Gamification	on	ESL	Learners'	Self-Reliance?	

The	 influence	of	 gamification	on	 self-reliance	was	 statistically	 significant,	 although	 comparatively	
weaker	than	its	effects	on	motivation	and	engagement.	Several	factors	may	explain	this	outcome.	First,	the	
structure	of	gamified	environments—especially	when	tied	to	constant	feedback	and	rewards—can	create	
external	dependency.	While	learners	were	motivated	to	complete	tasks,	many	relied	on	game	prompts	or	
external	cues	rather	than	developing	independent	learning	strategies.	This	is	consistent	with	Nicholson’s	
(2015)	critique	that	extrinsic	motivators	may	inhibit	the	development	of	internal	regulation.	

Second,	 the	 short	 duration	 of	 the	 intervention	 limited	 the	 potential	 for	 observable	 changes	 in	
autonomy.	 Wu	 et	 al.	 (2022)	 noted	 that	 sustained	 self-reliance	 requires	 long-term	 engagement	 with	
reflective	 and	 personalised	 learning	 activities,	 which	 may	 not	 be	 immediately	 fostered	 by	 short-term	
gamification.	

Third,	 the	 novelty	 effect	 may	 have	 played	 a	 role.	 As	 Hanus	 and	 Fox	 (2015)suggest,	 the	 initial	
excitement	of	using	a	new	digital	tool	can	temporarily	boost	student	performance.	In	this	case,	students	
may	have	been	motivated	and	engaged	due	 to	 the	unique	 format	of	Quizizz,	 rather	 than	due	 to	a	more	
profound	transformation	in	learning	behaviour.	As	the	novelty	wears	off,	the	influence	on	autonomy	may	
diminish	without	continued	pedagogical	support.	

Cultural	Analysis	

The	 cultural	 context	 of	 Pakistani	 higher	 education	may	 also	 explain	 the	 weaker	 results	 for	 self-
reliance.	In	many	South	Asian	academic	settings,	students	are	accustomed	to	teacher-centred	approaches,	
where	 autonomy	 is	 not	 actively	 cultivated.	 As	 such,	 the	 sudden	 shift	 to	 gamified,	 student-centred	
environments	 may	 have	 been	 unfamiliar,	 requiring	 more	 time	 and	 scaffolding	 to	 develop	 true	
independence.	

Moreover,	 the	 competitive	design	of	 gamification	platforms	may	align	differently	with	 collectivist	
cultural	 norms.	 Competition	 increases	 engagement,	 but	 it	 may	 not	 inherently	 promote	 self-directed	
learning	if	students	are	more	focused	on	peer	comparison	than	on	personal	academic	growth.	This	calls	for	
culturally	responsive	gamification	models	that	strike	a	balance	between	competition	and	collaborative	and	
reflective	practices.	
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Sustainability	and	Long-Term	Impact	of	Gamification	

While	 the	 findings	 indicate	 that	 gamification	enhances	ESL	 learners'	motivation	and	engagement,	
concerns	about	the	sustainability	of	these	effects	must	be	addressed.	Hanus	and	Fox	(2015)	noted	that	the	
novelty	of	gamification	may	wear	off,	reducing	its	motivational	appeal	over	time.	Similarly,	Mekler	et	al.	
(2017)	stressed	the	 importance	of	aligning	game	mechanics	with	meaningful	content	to	sustain	 learner	
interest.	

This	study's	short	duration	and	design—utilising	the	same	group	for	both	traditional	and	gamified	
lessons—highlight	 the	need	 for	 future	 research	 that	 includes	 control	 groups	and	pre-	and	post-testing.	
Longitudinal	 studies	 should	 investigate	 whether	 gamification	 promotes	 sustained	 improvements	 in	
engagement,	motivation,	and	learner	self-regulation.	

Expanded	Practical	Implications	for	ESL	Pedagogy	

The	 results	 of	 this	 study	 offer	 valuable	 insights	 for	 rethinking	 ESL	 instruction	 in	 public-sector	
universities,	 particularly	 in	 contexts	 where	 English	 is	 a	 compulsory	 but	 often	 undervalued	 subject.	 In	
engineering	programs	across	Pakistan,	Functional	English	courses	are	typically	perceived	as	secondary	to	
core	technical	subjects,	leading	to	disengagement	and	low	motivation	among	students.	This	disinterest	is	
especially	pronounced	when	traditional,	lecture-based	methods	dominate	the	classroom.	

However,	the	study	demonstrates	that	gamification	can	serve	as	a	powerful	pedagogical	innovation,	
reshaping	learners'	perceptions	of	compulsory	ESL	instruction.	By	embedding	game	mechanics	 into	the	
learning	 process—such	 as	 immediate	 feedback,	 leaderboards,	 rewards,	 and	 progress	 visualisation—
gamified	strategies	reframe	language	learning	from	a	passive	obligation	to	an	interactive	and	enjoyable	
experience	(Zainuddin	et	al.,	202).	This	transformation	is	particularly	relevant	for	Gen	Z	learners,	who	have	
grown	up	 in	 digital	 environments	 and	 expect	 interactivity,	 instant	 gratification,	 and	 autonomy	 in	 their	
educational	experiences.	

Gamified	tools	like	Quizizz	align	with	these	preferences,	allowing	students	to	engage	with	ESL	content	
through	familiar,	tech-enabled	interfaces.	Chapman	and	Rich	(2018)	found	that	gamification	significantly	
enhances	 learner	motivation	 and	 engagement	when	 integrated	with	 traditional	 pedagogical	 strategies,	
especially	when	instructional	design	is	aligned	with	student	needs.	These	tools	cater	to	their	digital	fluency,	
reducing	 the	 psychological	 distance	 between	 entertainment	 and	 education	 and	 helping	 learners	 invest	
emotionally	and	cognitively	in	the	learning	process.	

For	educators	and	curriculum	developers,	integrating	technology	and	student-centred	pedagogies	is	
no	longer	optional	but	essential.	Instructors	can	utilise	gamified	platforms	to	personalise	learning,	provide	
real-time	performance	insights,	and	foster	a	classroom	atmosphere	that	values	participation	and	progress.	
Embedding	reflection	tasks,	collaborative	challenges,	and	flexible	reward	systems	can	further	bridge	the	
gap	between	external	motivation	and	internal	learner	autonomy.	

In	resource-constrained	environments,	hybrid	models—blending	low-tech	classroom	activities	with	
accessible	digital	tools—can	ensure	inclusivity	while	preserving	the	motivational	benefits	of	gamification.	
Adopting	 these	strategies	may	not	only	enhance	student	performance	 in	English	but	also	 foster	critical	
21st-century	skills,	such	as	self-directed	learning,	collaboration,	and	digital	literacy.	

Limitations	and	Future	Research	Directions	

The	 study	 is	 subject	 to	 certain	 limitations.	 Conducted	 at	 a	 single	 public-sector	 university	with	 a	
predominantly	male	 engineering	 student	 cohort,	 the	 findings	may	 not	 be	 generalisable	 across	 diverse	
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academic	or	cultural	contexts.	Additionally,	the	use	of	self-reported	questionnaires	may	introduce	response	
bias.	

Future	 research	 should	 include	 control	 groups	 and	 pre-	 and	 post-intervention	 testing	 to	 assess	
causality	more	accurately.	Sailer	et	al.	(2021)	advocate	for	including	behavioural	metrics	and	physiological	
data	 to	 validate	 gamification	 outcomes	 more	 objectively.	 Studies	 should	 also	 investigate	 gamification	
across	various	disciplines	and	demographic	groups,	including	those	with	balanced	gender	representation	
and	diverse	learner	profiles	(Wang,	2015).	

Moreover,	exploring	adaptive	gamification—where	learning	paths	and	feedback	mechanisms	adjust	
to	 individual	student	needs—could	yield	more	profound	insights	 into	promoting	 learner	autonomy	and	
sustaining	long-term	engagement.	

Conclusions		

This	study	investigated	the	impact	of	gamification	on	the	motivation,	engagement,	and	self-reliance	
of	 ESL	 learners	 enrolled	 in	 a	 Functional	 English	 course	 at	 a	 public-sector	 university	 in	 Pakistan.	 The	
findings	 confirm	 that	 gamified	 instructional	 strategies	 significantly	 enhance	 learner	 motivation	 and	
engagement,	while	their	effect	on	self-reliance	is	positive	but	comparatively	less	pronounced.	These	results	
align	with	international	research,	supporting	the	global	applicability	of	gamification	as	a	learner-centred	
pedagogical	tool.	

Significantly,	this	study	contributes	localised	evidence	to	a	field	predominantly	shaped	by	research	
from	 developed	 contexts.	 It	 demonstrates	 that	 even	 in	 resource-limited	 environments,	 thoughtfully	
designed	 gamification—tailored	 to	 cultural	 norms	 and	 digital	 access—can	 help	 transform	 passive	 ESL	
instruction	into	a	dynamic	and	motivating	learning	experience.	For	Generation	Z	learners,	who	are	digitally	
native	and	responsive	to	interactive	formats,	gamification	offers	a	compelling	means	to	revitalise	interest	
in	compulsory	subjects	like	English.	

The	results	also	suggest	that	 integrating	educational	technology	into	mainstream	ESL	pedagogy	is	
crucial	for	enhancing	affective	learning	outcomes	and	bridging	the	gap	between	students’	digital	fluency	
and	 outdated	 instructional	 models.	 Nevertheless,	 achieving	 sustained	 learner	 autonomy	 may	 require	
longer-term	interventions	and	culturally	responsive	adaptations	that	move	beyond	novelty	and	external	
motivation.	

Overall,	this	study	highlights	the	pedagogical	value	and	practical	feasibility	of	gamification	in	higher	
education	ESL	contexts,	providing	a	foundation	for	future	innovations	in	curriculum	design	and	delivery.	

Suggestions	for	Future	Research	

Future	 research	 should	 include	 control	 groups	 and	 pre-	 and	 post-intervention	 testing	 to	 assess	
causality	more	accurately.	Sailer	et	al.	(2021)	advocate	for	including	behavioural	metrics	and	physiological	
data	 to	 validate	 gamification	 outcomes	 more	 objectively.	 Studies	 should	 also	 investigate	 gamification	
across	various	disciplines	and	demographic	groups,	including	those	with	balanced	gender	representation	
and	diverse	learner	profiles.	

§ Furthermore,	future	studies	should	explore:	
§ Long-term	effects	of	gamification	on	learner	autonomy	through	longitudinal	research.	
§ Culturally	adapted	gamification	strategies	that	align	with	collectivist	learning	values.	
§ The	development	of	hybrid	gamification	models	that	are	viable	in	resource-constrained	settings.	
§ The	integration	of	adaptive	gamification	platforms	that	respond	to	individual	learner	profiles	
and	promote	sustained	self-directed	learning.	
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