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Abstract

Grounded in Self-Determination Theory and Constructivism, this quasi-experimental
study investigated the application of gamification in improving English reading
comprehension skills among non-English major students at Nguyen Tat Thanh
University two hundred first-year students were divided into an experimental group
(learning through gamification activities) and a control group (traditional methods)
over a period of 12 weeks. Data were collected through pre- and post-intervention
tests and a survey questionnaire. The results showed that the experimental group had a
higher improvement in reading comprehension scores than the control group (Mean =
1.348 vs. Mean = 0.730). Furthermore, students also demonstrated positive attitudes
toward learning motivation, participation, and interest in reading activities
incorporating gamification. The research results suggested that gamification is an
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1 Introduction

1.1 Background to the study

Reading comprehension skills are considered one of the
important competencies in learning English as a Second
Language (ESL), especially at the university level. This
skill is not limited to vocabulary recognition but also
requires learners to analyze information, infer meaning,
and relate it to background knowledge to understand the
text content [1]. However, many ESL learners still face
difficulties due to limitations in vocabulary, grammar,
and appropriate reading strategies. A prominent problem
is the large class size (usually 70-100 students), making
it difficult for traditional teacher-centered teaching
methods to maintain interaction and learning interest,
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leading to passive learning and reduced motivation [2].
In that context, gamification — the integration of game
elements into learning — is considered a potential
solution. However, a significant research gap remains
regarding the application of gamification in large-scale
English reading comprehension classes in Viet Nam, as
most current research is conducted in small classes. This
study investigated the application of gamification in
teaching reading skills to non-specialized students at
Nguyen Tat Thanh University (NTTU). A semi-
experimental research design was used with two groups:
an experimental group applying gamification and a
control group taught using traditional methods. The goal
was to evaluate the impact of this method on reading
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comprehension ability, while also examining the level of
motivation and participation of students. The research
results were expected to contribute to improving
teaching methods in large-scale university classes.

2 Literature Review

2.1 Theoretical framework

Gamification often include scores, badges,
leaderboards, and challenges. Unlike complete
educational games, gamification only integrates game
elements into traditional teaching methods, while
maintaining the lesson structure [3]. Many studies
show that gamification contributes to enhancing
students' interest, participation level, and reading
comprehension ability, especially through platforms
like Quizizz [4]. This research is based on two main
theoretical foundations: Self-Determination Theory
(SDT) and Constructivism. According to SDT,
intrinsic motivation is formed when learners' needs for
autonomy, competence, and engagement are met

[5]. Meanwhile, Constructivism emphasizes the role
of experience and interaction in the learning process
[6, 7]. Integrating game-based activities helps learners
participate more actively and process information
thereby
development of English reading comprehension skills.
2.2 Empirical studies on gamification in teaching
English reading skills

In recent years, numerous empirical studies have

demonstrated the effectiveness of gamification in

more effectively, contributing to the

teaching English reading skills. A quasi-experimental
study conducted in approximately 200 students during
(10-12) weeks, using a quasi-experimental design
with two groups, showed that the gamification group
achieved higher reading comprehension scores and
had higher levels of learning interest [8]. Furthermore,
a review of a study analyzing approximately 40
different empirical studies from over 10 non-English
speaking countries showed that the majority of studies
(4-16 weeks) confirmed that gamification had a
positive impact on the motivation, engagement, and

reading comprehension outcomes of ESL learners [9].
However, studies
limitations of gamification. Gamification in the
classroom may reduce learners' intrinsic motivation,

satisfaction, and learning outcomes over time [10].

some also pointed out the

These results suggest that if not properly designed,
Gamification can have a negative impact on learning
quality.

2.3 Empirical Studies in the Vietnamese Context

In Viet Nam, several recent empirical studies have
provided reliable evidence of the effectiveness of
gamification. A quantitative study (SEM) conducted with
306 university students in Ho Chi Minh City analyzed the
relationship between gamification, engagement, and
learning showed that
gamification had a positive impact on learning

effectiveness. The results
effectiveness and satisfaction, with engagement playing
an important mediating role [6]. However, research at Hue
University also indicates that the effectiveness of
Gamification depends on the implementation method, and
there are still some limitations such as technical issues,
abuse of scores and unclear effectiveness on thinking
skills and self-learning [11].

3 Methodology

3.1 Research design

This study uses a quasi-experimental method, a
common method in education when it is impossible to
randomly divide participants. However, because it is
not randomly divided, the research results may be
influenced by external factors [12]. In this study, 200
first-year non-English major students at Nguyen Tat
Thanh University participated in the study, divided
into experimental and control groups based on
available classes. After 12 weeks of study, both
groups took a reading comprehension test, while the
group
surveying attitudes and levels of interest in the
gamification method. The collected results were used
to evaluate the impact of this method on students'
reading comprehension skills.

experimental completed a questionnaire

3.1.1 Teaching procedure
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Table 1 Lesson procedure comparison between experimental and control classes

(25 minutes)

Stage Experimental class (gamification) Control class (traditional)
Target audience | First-year students not majoring in English First-year students not majoring in
English
Duration 50 minutes 50 minutes
Warm-up Quizizz/Kahoot/ Worldwall game to activate | Teacher asks simple questions about the
(5 minutes) back-ground knowledge; immediate results | topic
displayed
Before reading | Predict content using images/keywords in | Teacher introduces vocabulary and
(10 minutes) groups; receive points/badges structures; students take notes
During reading | Game-based tasks (skimming, scanning, | Individual reading; answer textbook

inference) via Blooket/Quizlet Live

questions; teacher explains

After  reading | Reinforcement game on Kahoot/Quizizz Complete reinforcement exercises in the
(5minutes) book

Conclusion Summary, result announcement, awarding | Summarize lesson, emphasize vocabulary
(5 minutes) badges and main points

3.2 Setting and participants

The sample size was determined using Cochran's
formula with finite population correction [13]. It is as
shown in Equation (1)

Sample size formula

_ Nz*p(1-p)
T d*(N-1) + 22 p(1-p) 1

N: population (The estimated total number of first-
year students at NTTU taking English classes at the
Ward 7 campus is 400)

z: value corresponding to the chosen confidence level
(if 95% reliability, z

-value is 1.96)

p: estimated percentage of the population. Assuming
unknown, p = 0.5

d: margin of error, desired margin of error is 0.050

n — sample size of the study

Using the formula, we get the following result:

n = 196 for this study

n =200 is chosen.

The study was conducted with the participation of 200
first-year students from various majors at Nguyen Tat
Thanh University. The students’ age ranged from 18
to 20 years old, regardless of their location, gender, or
religion. Students were divided into an experimental
group (n = 100) and a control group (n = 100) based
on pre-existing classes rather than randomization.

3.3 Instruments
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To collect data, the study used three main tools:
reading comprehension tests, surveys, and teaching
materials. Pre- and post-intervention tests were used
to assess student progress. A S-point Likert survey
measured motivation, engagement, and satisfaction
with gamification. The experimental group learned
through game-based activities such as Quizizz,
Kahoot, Wordwall, and Blooket, while the control
group learned using traditional methods. All tools
were pre-tested to ensure reliability and accuracy.
3.3.1 Survey questionnaire

The questionnaire was designed to survey students'
attitudes toward applying gamification in learning
English reading skills. Experimental group students
answered 12 Likert-based questions and 3 open-ended
questions. The survey focused on learning motivation,
level of participation, learning effectiveness, and
personal opinions on gamification-integrated reading
activities. All tools were pre-tested to ensure validity
and reliability. The internal consistency of the
questionnaire was measured by Cronbach’s alpha
coefficient. The scale content was adapted from
Gardner’s Attitude/Motivation Test Battery (AMTB)
(2004) to suit the Vietnamese educational context [14]
3.3.2 Data collection process

Students took an entrance test before the start of the
study. For 12 weeks, the experimental group learned
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reading comprehension through activities
incorporating gamification such as scores, badges, and
rankings, while the control group learned using
traditional methods. After 12 weeks, both groups took
final exams to assess learning outcomes. In addition,
experimental group students completed a survey
questionnaire to evaluate their attitudes toward the
application of gamification in English reading
comprehension learning.

3.3.3 Data analysis

The study used SPSS software to process and analyze
from  students'

quantitative  data reading

comprehension tests. Descriptive statistics, including
mean and standard deviation, were applied to the pre-
test and post-test results of each group. Additionally,
an independent sample T-fest was used to determine
statistically significant differences between the
experimental and control groups, while a paired
sample T-test was used to assess progress in each
group before and after intervention. For survey data,

results are presented as percentages on a Likert scale.
4 Results

4.1 Experimental group

Table 2 Results of the 7-test comparing students’ English reading skills before and after applying gamification

Paired Samples Statistics
Mean n S'td.. Std. Error
Deviation Mean
Exp Post test 8.543 100 0.552 0.055
Exp Pre test 7.195 100 0.537 0.054
Pair samples Test
Paired Differences
Std. Std.Error | 95% Confidence Sig.
Group Mean Deviation | Mean |Interval of Differences ! df (2-ta;gled)
Lower | Upper
Exp_Post _test -
1.348 0.286 0.029 1.291 1.404 47.075 99 0.000
Exp Pre test

From Table 2, the results showed that the average English
reading comprehension in the
experimental group increased significantly, from Mean =
7.195 (SD = 0.537) in the pre-test to Mean = 8.543 (SD
0.552) in the post-test. The average score difference was

score of students

1.348. Statistical testing confirmed that the improvement

in students' scores was statistically significant with

#99) = 47.075 and p < 0.05). This proves that integrating
game elements into the classroom has had a clear positive
impact, significantly improving the English reading
comprehension ability of ESL students.

4.2 Control group

Table 3 Results of the 7-fest comparing students’ English reading skills before and after using traditional reading method

Paired Samples Statistics
Group .
Mean N Std. Deviation Std. Error Mean
Control Post _test 7.795 100 0.557 0.056
Control Pre-test 7.065 100 0.511 0.051
Pair samples Test
Paired Differences
Std. |Std.Error 95% Confidence
G t df |Sig. (2-tailed
roup Mean |[Deviation| Mean | Interval of Differences ig. (2-tailed)
Lower Upper
trol Post test -

Control_Post_tes 0.730 | 0.617 | 0.062 0.608 0.852 | 11.828 | 99 0.000
Control Pre_test
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From Table 3, the average score increased from Mean
=17.065 (SD = 0.511) in the pre-test to Mean = 7.795
(SD = 0.557) in the post-test. The difference in

average scores between the two tests was 0.730 points.

This progress was statistically significant with #99) =
11.828 and p < 0.05. This result proves that the
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traditional reading comprehension teaching method
still helps students improve, yet the growth rate in
scores is significantly lower than the gamification
group (0.730 compared to 1.348 of the experimental
group).

4.3 Pre-test equivalence between groups

Table 4 Results of the independent samples t-test for pre-test equivalence in reading comprehension skills

between the experimental and control groups

Std. M Std.E Sig. (2-
Group Mean n .. . can . rror t df '? (
Deviation | Difference | Difference tailed)
E imental G 7.195 100 0.537
xperimenta’ roup 0.130 0.074 | 1754 | 198 | 0.081
Control Group 7.065 100 0.511

The results of the independent samples t-test showed a
Sig. (2-tailed) value of 0.081, which is greater than the
standard statistical significance level (p > 0.05). This
result indicated that there was no statistically
significant difference in pre-test scores between the
experimental group (Mean = 7.195, SD = 0.537) and
the control group (Mean = 7.065, SD = 0.511) with

t(198) = 1.754. In other words, the initial English

reading comprehension ability of students in both
groups
appropriateness, objectivity and reliability for the
subsequent experimental intervention steps of the

was equivalent, thereby ensuring the

study.
4.4 Comparison between the Post-Test results of the
Experimental and Control groups

Table 5 Results of the independent samples 7-test comparing post-test scores between the experimental and control

groups
Std. Mean Std.Error Sig.
G M t df
roup ean " Deviation | Difference | Difference (2-tailed)
Experimental Group | 8.543 100 0.552 0.748 0.078 9.539 | 198 0.000
Control Group 7.795 100 0.558 ’ ’ ’ )

The results of the Independent Samples t-test in Table
5 showed a statistically significant difference in post-
test scores between the Experimental Group and the
Control Group, with a Sig. (2-tailed) value of 0.000
(less than the standard significance level p < 0.05).
Specifically, the average score of the Experimental
Group trained using the Gamification method (Mean
= 8.543, SD = 0.552) was significantly higher than the
average score of the Control Group trained using the
traditional method (Mean = 7.795, SD = 0.558). The

difference in average scores between the two groups
after 12 weeks of experimentation was 0.748 points,
with a #(198) test value of 9.539 and p < 0.001. These
experimental results provided solid scientific evidence
confirming that applying gamification to teaching
English reading comprehension significantly improve
the language proficiency of non-English major
students compared to traditional reading methods.

4.5 Students’
reading skills through gamification

attitudes towards learning English

Table 6 Reliability analysis of the questionnaire (Cronbach’s alpha for the 12-item scale was 0.746, indicating

acceptable internal consistency.)

Scale Mean if Scale Variance if Corrected Item- Cronbach's alpha if
No. | Item Name .
Item Deleted Item Deleted Total Correlation Item Deleted
1 | Question 1 39.52 23.117 0.421 0.742
2 | Question_2 39.46 22.955 0.445 0.739

NGUYEN TAT THANH
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3 | Question_3 39.48 23.511 0.392 0.746
4 | Question 4 39.81 23.709 0.368 0.751
5 | Question_5 39.41 23.226 0.412 0.743
6 | Question_6 39.44 23.213 0.430 0.741
7 | Question_7 39.81 23.606 0.385 0.748
8 | Question_8 39.75 23.351 0.401 0.745
9 | Question_9 39.63 23.619 0.374 0.750
10 | Question_10 39.49 22.812 0.455 0.735
11 | Question 11 39.54 22.689 0.462 0.732
12 | Question 12 39.43 22.421 0.485 0.728

The 12-item scale achieved acceptable internal reliability with an overall Cronbach’s alpha coefficient of 0.746
(Table 6). The adjusted item-total correlation coefficients ranged from 0.368 to 0.485, indicating that all variables
exceeded the standard threshold of 0.30 [15].

Table 7 Results of the questionnaire on students’ attitudes toward gamification in reading skills

St 1 St \
ronsly Agree | Neutral | Disagree 'rong y
No. | Statement agree %) %) (%) disagree
(%) ) ' ) (%)

I am more interested in learning English

1 reading when gamification is used in 39.4 45.5 9.1 6.0 0.0
class.

) Gamification %ncreases my motivation to 36.0 49.0 9.0 6.0 0.0
complete reading tasks.
I would consider continuing to learn

3 English reading through gamification in 30.3 54.5 12.0 3.2 0.0
future courses.

4 I can concentrate bet.ter dlflrlng reading 21 48.6 21 9.0 0.0
lessons that use gamification.

5 Ipa‘lrt.i?ipate more ac'tivel?/ in‘readin‘g 44 424 9.1 6.1 0.0
activities when gamification is applied.

6 Gamification e‘ncourag.es interaction with 133 576 6.1 3.0 0.0
classmates during reading lessons.

ificati hel t

7 Garn'1 ication  helps @e understand 182 545 18.3 9.0 0.0
reading texts more effectively.
I can locate specific information more

8 efficiently when learning through 24.2 51.5 15.0 93 0.0
gamification.
Gamification supports the development of

9 reading skills such as skimming and 21.2 60.6 12.1 6.1 0.0
scanning,.

10 Gamiﬁcati9n sometimes. distracts me 6.1 152 182 394 211
from focusing on the reading content.

11 | I pay more attention to earning points 9.2 12.0 15.2 424 21.2

(0]
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St 1 St 1
N Stat ¢ rongly Agree | Neutral | Disagree d.rong ¥
0. atemen agree o isagree
e % %
PO ECON I CORECD il
than to understanding the reading texts.
1 .Gamiﬁcation does .not sig?iﬁcantly 1.0 6.1 150 487 270
improve my understanding of reading texts.

- Three open-ended questions:

1. What do you like most about learning English reading through gamification?

2. What difficulties or challenges do you experience when learning reading through gamification?

3. What suggestions do you have to improve the use of gamification in English reading classes?

Table 8 Means, standard deviations and ranks of students' attitudes’ towards using gamification in their reading

comprehension lessons

Rank | No. Items (Statement) Mean Std. Dev. |[Degree

| 5 I p.artici.pate? mor'e actively in reading activities when 491 0.81 High
gamification is applied.

) . I ar'n m'ore' intere.sted in learning English reading when 418 0.84 High
gamification is used in class.

3 6 Gam'iﬁcation encourages interaction with classmates during 415 0.82 High
reading lessons.

4 2 Gamification increases my motivation to complete reading tasks. 4.15 0.80 High

5 3 I W(?uld .cons.ider continuing to learn English reading through 412 074 High
gamification in future courses.

6 9 Gz?miﬁ.cation suppor'ts the development of reading skills such as 307 077 High
skimming and scanning.

. g I can locate 'speci.ﬁc information more efficiently when learning 301 0.86 High
through gamification.

g 4 I cz.m c'oncentrate better during reading lessons that use 380 0.85 High
gamification.

9 . Gamiﬁcation helps me wunderstand reading texts more 380 0.83 High
effectively.

10 10 Gam.lﬁcatlon sometimes distracts me from focusing on the 5 46 115 Low
reading content.

1 1 I pay more attention to earning points than to understanding the a2 120 Low
reading texts.

b b Gamiﬁf:ation does not significantly improve my understanding 509 0.94 Low
of reading texts.
Total Score 3.61 0.90 High

Statistical results showed that gamification yielded

positive results in many aspects: increased
engagement (Mean = 4.21), learning interest (Mean =
4.18), interaction (Mean = 4.15), and motivation to

complete reading tasks (Mean = 4.15). At the same

R
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time, this method supported the development of
reading skills such as skimming and scanning (Mean
= 3.97). Negative opinions such as distraction scored
low (2.09-2.46),
assessment. Overall, gamification achieved a high

indicating an overall positive
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average rating (3.61), demonstrating its important role
in innovating reading comprehension teaching. The
results of the open-ended questions also showed that
students appreciated diversity, practicality, and
suggested a balance between game elements and
learning content.

4.6 Summary of results

The study results showed that both the control and
groups their
comprehension skills. However, the improvement was

more pronounced in the experimental group after

experimental improved reading

applying gamification in the teaching process. In
addition, the questionnaire results also showed that
students had a positive attitude towards learning to
read through gamification activities. These findings
suggested that integrating gamification into traditional
reading lessons was an effective method to improve
learners' reading comprehension abilities.

5 Discussion

5.1 Interpretation of results

The post-test results of the experimental group were
significantly higher than those of the control group,
indicating that the application of gamification had a
positive impact on the English reading comprehension
ability of learners in Viet Nam. This result also
reflects improvements in many aspects of reading
skills, including the ability to understand the main
idea, search for specific information, vocabulary, and
access to contexts close to reality. In addition, the
results from the questionnaire also showed that
students had a positive attitude towards this method,
as they perceived a clear improvement in their English
reading skills after participating in learning activities
with gamification elements.

5.2 Comparison with previous studies

This research result is consistent with many previous
studies on the positive impact of gamification on
English reading comprehension skills in the context of
ESL/EFL. studies  show  that
gamification helps improve reading comprehension
and increase learning interest [8]. The review study [9]

International

also confirms that gamification has a positive

influence on the motivation, level of participation and
reading comprehension results of learners. Similarly,
studies in Viet Nam [4] show that gamification
enhances learning effectiveness, satisfaction level and
reading skills, especially through platforms like
Quizizz. However, some students have difficulties due
to easy distraction or reduced focus on reading
content, consistent with previous studies on the
limitations of gamification if the design is not
appropriate [10, 11]. Overall, the study not only
strengthens previous results but also adds empirical
evidence on the effectiveness of gamification in
teaching English reading in large-scale university
classes in Viet Nam.

5.3 Implications for teaching practice

The research findings play a crucial role in improving
English skills with
gamification being considered an effective tool to

reading teaching methods,
enhance students' reading comprehension. However,
some challenges remain that learners may encounter
when participating in gamification activities, as well as
in the design and implementation of game elements in
the classroom. Therefore, instructors need to provide
clear guidance and design appropriate gamification
activities to maximize learning effectiveness. In addition,
a positive attitude from learners contributes to creating a
dynamic learning environment and encourages students
to actively participate in reading activities.

6 Conclusion

The main objective of this study was to investigate the
impact of gamification on improving English reading
comprehension skills among non-major English
students at universities in Viet Nam. This method
helps learners access a diverse range of reading
materials, vocabulary, and contexts closer to real-life
situations. The study used a quasi-experimental
design, combining survey questionnaires and pre- and
post-tests. The results showed that both groups
improved, but the experimental group using
gamification achieved significantly higher results than
the control group. Furthermore, students had a

positive attitude towards this method, although some
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still struggled with maintaining focus and adapting to
game-based learning. Overall, the application of
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Ung dung trd choi héa trong giing day ky niing doc tiéng Anh cho sinh vién hoc tiéng Anh
nhwr ngon ngir thir hai tai Truong Pai hoc Nguyén Tt Thanh

Nguyén Thi Hong Duyén'*, Nguyén Hoang Kham!, Vii Thanh Ngén?

'Trung tdm Ngoai ngit, Truong Pai hoc Nguyén Tat Thanh, Thanh phé H6 Chi Minh, Viét Nam

2Trung tdm Khao thi va Danh gia Niang luc Ngoai ngit, Truong Pai hoc Nguyén T4t Thanh, Thanh phd H6 Chi
Minh, Viét Nam

“nthduyen@ntt.edu.vn

Tém tit Dya trén Ly thuyét Tu quyét va Chu nghia kién tao, nghién ctru ban thuc nghiém nay nhim muc dich
diéu tra viéc img dung tro choi hoa trong viée cai thién ky ning doc hiéu tiéng Anh ciia sinh vién khong chuyén
nganh tiéng Anh tai Truong Pai hoc Nguyén Tat Thanh. Hai trim sinh vién nim thir nhat duoc chia thanh nhém
thuc nghiém (hoc thong qua cac hoat dong trd choi hoa) va nhom ddi chimg (phwong phép truyén thng) trong
thoi gian 12 tuan. D{t liéu duge thu thap thong qua cac bai kiém tra truGc va sau can thiép va mot bang cau hoi
khao sat. Két qua cho the‘iy, nhom thyc nghi€m co6 sy cai thién diém doc hiéu cao hon nhom dbi ching (M = 1,348
so v6i M = 0,730). Hon nira, sinh vién ciling thé hién thai do tich cuc vé dong lyc hoc tap, sy tham gia va hing
thii v6i cac hoat dong doc co tich hop tro choi hoa. Két qua nghién ciru cho thay trd choi hoa 1a mot phuong phap
hiéu qua dé day k¥ niang doc tiéng Anh cho sinh vién hoc tiéng Anh nhu ngén ngit thir hai (ESL).

Tir khéa Tro choi hoa; doc hiéu tiéng Anh; ESL; dong luc hoc tap; sy tham gia cta hoc sinh.
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