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ABSTRAK
Penelitian ini bertujuan untuk mengeksplorasi adaptasi gamifikasi dalam

pembelajaran kosakata bahasa Inggris untuk meneliti masalah kurangnya minat
siswa. Dengan menggunakan pendekatan kualitatif dan studi kasus, penelitian ini
melibatkan observasi dan wawancara terhadap guru dan siswa di satu kelas.
Analisis mengungkapkan bahwa gamifikasi berdampak positif terhadap
pencapaian kognitif seperti siswa bisa lebih mudah menghafal vocabulary, dalam
segi afektif yaitu siswa merasa lebih senang dan termotivasi. Lalu dalam segi
psikomotorik, siswa bisa menggunakan vocabulary tersebut dalam kegidupan
sehari-hari. Hasil penelitian ini menunjukkan bahwa penerapan gamifikasi dapat
menjadi strategi yang dapat digunakan untuk mengoptimalkan prestasi siswa, yang
memberikan kontribusi signifikan terhadap pengembangan metode pengajaran
yang lebih menarik dan interaktif dalam pendidikan bahasa Inggris.
Kata Kunci: Gamifikasi, Prestasi, Pembelajaran kosakata bahasa Inggris
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ABSTRACT

This study aims to explore the adaptation of gamification in English
vocabulary learning to examine the problem of students' lack of interest. Using a
qualitative approach and case study, this study involved observations and interviews
with teachers and students in one class. The analysis revealed that gamification has
a positive impact on cognitive achievement such as students can memorize
vocabulary more easily, in terms of affective, students feel happier and motivated.
Then in terms of psychomotor, students can use the vocabulary in everyday life.
The results of this study indicate that the application of gamification can be a
strategy that can be used to optimize students’ achievement, which contributes
significantly to the development of more interesting and interactive teaching
methods in English language education.
Keyword: Gamification, Achievement, English vocabulary learning



x

PREFACE

Praise and gratitude to the presence of Allah SWT who has bestowed His

grace and gifts His grace and bestowed upon me guidance, health, and patience

throughout the writing process my thesis entitled "Adapting Gamification for

Optimizing Students’ Achievement in English Vocabulary Learning" can

finished. This was conveyed to the Department of English Education at UIN K.H.

Abdurrahman Wahid Pekalongan to fulfill one of the Bachelor's requirements

Education degree in the English Language Education Department, Faculty of

Education and Teacher Training at UIN K.H. Abdurrahman Wahid Pekalongan.

This is proposed the research could be carried out because of the large amount of

support from several parties. Because of that, on this occasion, I would like to

express my sincere thanks to:

1. Prof. Dr. H. Zaenal Mustakim, M.Ag., Chancellor of UIN K.H. Abdurrahman

Wahid Pekalongan.

2. Prof. Dr. H. Moh. Sugeng Solehuddin, M.Ag., Dean of the Faculty Education

and Teacher Training at UIN K.H. Abdurrahman Wahid Pekalongan.

3. Mr. Ahmad Burhanuddin, M.A., the head of the English Education Department,

Faculty of Education and Teacher Training at UIN K.H. Abdurrahman Wahid

Pekalongan.

4. My kindest supervisor, Mr. Ahmad Burhanuddin, M.A who has given me input,

suggestion, correction, guidance, and time in writing this thesis.



xi

5. All lecturers and staff of the English Language Education Department at UIN

K.H. Abdurrahman Wahid Pekalongan who always provides knowledge, support

and the information.

6. My beloved parents and my two siblings who have provided a lot of support,

prayers, encouragement, and suggestions in writing this thesis.

7. My dearest friends who has struggled through the journey together from the start

beginning.

Pekalongan, 3 Maret 2025

Dina Farizka Septiyani



xii

TABLE OF CONTENT

COVER ........................................................................................................... i

LEMBAR PERNYATAAN KEASLIAN SKRIPSI .................................... ii

NOTA PEMBIMBING .................................................................................. iii

APPROVAL SHEET ..................................................................................... iv

ACKNOWLEDGMENT ............................................................................... v

MOTTO .......................................................................................................... vii

ABSTRAK ...................................................................................................... viii

PREFACE ....................................................................................................... x

TABLE OF CONTENT ................................................................................. xii

TABLE LIST .................................................................................................. xiv

FIGURE LIST ................................................................................................ xv

ENCLOSURE LIST....................................................................................... xvi

CHAPTER I INTRODUCTION................................................................... 1

1.1 Background of the Study........................................................ 1

1.2 Research Questions ................................................................ 3

1.3 Operational Definition ........................................................... 3

1.4 Aims of the Research ............................................................. 4

1.5 Significances of the Research ................................................ 4

CHAPTER II THEORETICAL BACKGROUND ..................................... 6

2.1 Literature Review ................................................................. 6

2.1.1 Gamification ...................................................................... 6

2.2.1 Vocabulary Teaching and Learning................................... 15

2.2 Previous Study ...................................................................... 19

2.3 Conceptual Framework......................................................... 21

CHAPTER III RESEARCH PROCEDURE ............................................... 24

3.1 Research Design ................................................................... 24

3.2 Research Context .................................................................. 24

3.3 Setting and Participants ........................................................ 24

3.4 Data Collection ..................................................................... 25



xiii

3.5 Data Analysis ........................................................................ 27

3.6 Research Steps ...................................................................... 28

3.7 Research Schedule ................................................................ 29

3.8 Data Validation ..................................................................... 30

CHAPTER IV RESULTS AND DISCUSSION .......................................... 31

4.1 Results................................................................................... 31

4.1.1 The Implementation of Teacher in Teaching Vocabulary

using Gamification........................................................ 31

4.1.2 Students’ Achievement in Learning Vocabulary using

Gamification ................................................................. 35

4.2 Discussion............................................................................. 40

4.2.1 The Implementation of Teacher in Teaching Vocabulary

using Gamification................................................... 40

4.2.2 Students’ Achievement in Learning Vocabulary using

Gamification ............................................................ 51

CHAPTER V CONCLUSION ...................................................................... 58

5.1 Summary of the Findings...................................................... 58

5.2 Recommendation .................................................................. 59

REFERENCES ............................................................................................... 60

ENCLOSURE ................................................................................................. 66



xiv

TABLE LIST

Table 3.1 Research Schedule ........................................................................... 29

Table 4.1 Elements of gamification used by teacher ....................................... 35



xv

FIGURE LIST

Figure 2.1 Conceptual Framework................................................................... 22



xvi

ENCLOSURE LIST

Enclosure 1: Transcription of the Interviews ................................................... 67

Enclosure 2: Observation sheet ........................................................................ 78

Enclosure 3: Documentation ............................................................................ 81

Enclosure 4: Curriculum Vitae ........................................................................ 92



1

CHAPTER I

INTRODUCTION

1.1 Background of the Study

In learning English, vocabulary is an inseparable element that is an

important foundation for comprehensive language mastery (Rahmah, 2023).

Adequate vocabulary is like the main key that opens the gates to students’ better

understanding and self-expression in English. The richer the vocabulary, the

wider the scope of students’ knowledge and ability to communicate effectively

in various contexts (Firman, 2019). However, many students have difficulty in

learning new vocabulary. This can be caused by various factors, such as lack

of interest, ineffective learning strategies, and lack of practice (Nani, 2019).

The tradition of teaching English vocabulary often uses monotonous and

boring methods, such as memorizing lists of words and definitions (Fitria,

2022). This can cause students to feel unmotivated and not involved in the

learning process (Sachiko Nakamura, 2021), which can lead to a lack of focus,

participation and information retention. According to Santosa (2021), learning

English vocabulary also needs to be distinguished from learning 4 English

skills namely speaking, listening, writing and reading. Vocabulary knowledge

also should cover the dimensions of many aspects such as pronunciation,

appendages, collocations, aspects of meaning, and word formation. As a result,

students have difficulty in remembering and using new vocabulary in real

contexts.
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According to some teachers, teaching vocabulary is the most difficult

way to learn a language (Thoyyibah, 2019). As information technology

develops, various new approaches have been developed to increase students’

engangement in English vocabulary learning. One promising approach is

gamification, namely the application of game elements in non-game contexts

(Luo, 2021).

Gamification has become an increasingly popular learning approach in

this era, especially in educational contexts. According to Fahad Alzuhair &

Mohammed Alkhuzaim (2022), gamification-based learning is an interactive

and student-centered educational strategy. It emerged as a result of academic

efforts to meet the needs of the current period. By implementing game elements

such as points, badges, leaderboards, and challenges into the learning process,

gamification can make learning more engaging and interactive (Anisa, et. al,

2020).

Previous research on gamification in ELT shows promising results.

Several studies have shown that gamification can improve students’ motivation

(Sailer & Homner, 2020), engangement, and learning outcomes in various

aspects of ELT, such as grammar, vocabulary, reading, writing, (Li, 2022), and

speaking (Ni Putu Wulantari, 2023). Learning motivation also affects the

students’ learning achievement as supported by (Hamdani, 2011) who explains

two factors affecting learning achievement, namely, internal and external

factors. The internal factor covers intelligence, physical, attitude, interest,
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talent, and motivation, while the external factor includes social and non-social

environments.

Gamification presents an innovative approach to creating dynamic and

engaging learning experiences for students. Despite the increasing popularity

of gamification in educational contexts, little research has focused on how

gamification can be adapted to improve student achievement, particularly in

English vocabulary learning. This research is important to explore how

gamification elements can be adapted to specific learning contexts, as well as

to understand the experiences of students and teachers in using this approach.

It is hoped that the results of this research can contribute to the development of

a more effective and engaging English vocabulary learning model.

1.2 Research Questions

The study provides research questions:

1. How does the teacher implement gamification in teaching vocabulary?

2. How are students’ achievement in learning vocabulary using gamification?

1.3 Operational Definition

To avoid misunderstanding about the terms in this study, the researcher

provides some definitions related to the study as follows:

1. Gamification : Gamification is using game-based mechanics, aesthetics

and game thinking to engage people, motivate action,

promote learning, and solve problems (Kapp, 2012). In this

context, gamification refers to traditional physical game

elements, not AI-driven or fully digitized gamification.
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2. Achievement : Achievement is learning objectives to be achieved in

learning. These learning outcomes can be cognitive,

affective or psychomotor. (Bloom, 1956).

3. Vocabulary : Vocabulary defined as all the words that are known or used

by someone to speak a particular subject and particular

language (Hornby, 2006).

1.4 Aims of the Study

Based on research questions, the aims of study are as follows:

1. To analyze how How does the teacher implement gamification in teaching

vocabulary.

2. To explore students’ achievement in learning vocabulary using

gamification.

1.5 Significance of the Research

On basis of the objective above, the significance of the study can be

stated as follows:

1. Theoretical Use: This research contributes to learning and gamification

theory based on Kapp by providing new insights into how game elements

can optimize students’ achievement in learning English vocabulary. The

results will broaden the understanding of motivation and achievement in

education, as well as add to the literature on the use of gamification.

2. Empirical Use: This research produces empirical data that demonstrates the

impact of gamification on students’ achievement. By measuring student

achievement during the implementation of gamification, this study provides
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evidence that can be analyzed to assess the use of this method and used in

further studies by other researchers.

3. Practical Use: This research provides valuable guidance for educators and

curriculum developers in integrating gamification into English vocabulary

learning programs. The results can help teachers create more interactive

lessons, as well as enable educational institutions to adopt gamification in

the curriculum to maximize student achievement and learning outcomes.
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CHAPTER V

CONCLUSION

5.1 Summary of the Findings

This study stated that teacher play a crucial role in designing and

executing gamified learning experiences effectively. The teacher in this study

followed structured steps, including setting clear learning objectives,

determining the big idea, designing engaging game scenarios, organizing

student groups, and applying game dynamics. These steps ensured that

gamification was implemented systematically and aligned with student needs.

The teacher's ability to integrate elements such as competition, collaboration,

and reward mechanisms significantly contributed to optimizing students’

achievement in vocabulary learning.

By implementing these strategies, students feel that gamification

positively optimize cognitive, affective, and psychomotor domains of learning.

The implementation of game elements such as points, badges, leaderboards,

levels, challenges, and missions effectively increased student engagement,

motivation, and vocabulary retention. From the cognitive perspective, students

demonstrated improved ability to recognize, understand, and apply vocabulary

in different contexts. The structured levels and time constraints in the game-

based learning activities encouraged students to think critically and enhance

their problem-solving skills. In the affective domain, gamification created an

enjoyable and interactive learning environment that kept students motivated

and engaged. The presence of challenges and competition fostered a sense of
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enthusiasm and encouraged students to participate actively. Lastly, from the

psychomotor perspective, students showed better coordination and

responsiveness through physical engagement in vocabulary-related activities,

especially in the final stage of the game.

5.2 Recommendation

From the results of this study, the researcher hopes that gamification can

be a reference for English teachers, as an option for a unique learning method

so that it can attract students’ interest in learning. The researcher extends some

recommendation, for future researchers who want to conduct the similar study

about implementing gamification and students’ achievement in learning

vocabulary to make more references and participants. Future research may also

explore students’ perspectives and experiences with gamification through

quantitative analysis to measure engagement levels more accurately.
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