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Abstract 

 
Gamification is a prominent concept that has been in the spotlight over recent years, parallel to the 
advancement of technology. It integrates game attributes in a non-game setting to promote learners’ 
engagement during the process of learning. Educators are increasingly faced with imparting and fostering 
sustainable practices on topics pertaining to sustainability to primary school learners in Malaysia. 
Sustainability has become an essential topic in schools, usually embedded in stories and language 
teaching. Therefore, this paper aims to explain how features of gamification impact learners’ engagement 
and motivation in learning topics on sustainability. The theories of cognitive development were the basis 
of teaching to encourage cooperative play activity and incorporate into cognitive play activity that fosters 
pupils’ motivation and self-determination. This study applied a quantitative approach involving 33 
primary school English teachers who were familiar with gamification and its implementation in 
education. The findings reflect its positive impact on learners’ process of acquiring knowledge as the 
majority of the respondents agreed that the presence of gamification in a lesson triggers learners’ 
curiosity. With its fun element, gamification can engage learners in sustainability issues, create a deeper 
understanding of the topic, and relate it directly to learners’ values and decision-making process. 
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1. Introduction 

Gamification is a concept widely accepted by many due to its ability to yield a positive teaching or 

learning outcome. According to Zimmerling et al. (2019), scientifically, gamification is defined as a 

condition where game elements are integrated into a non-game context, which in this case refers to an 

educational setting. Gamification also exists in both analogue and digital forms, allowing educators to 

adopt and adapt this concept based on their teaching agenda. Gamification is considered handy when 

delivering knowledge, as our current education does more than provide information to learners. The 

curriculum is refined to furnish the younger generation with the necessary skills to become active critical 

learners of the 21st century (Ratnaningsih, 2016).  

Every learner is given the undivided attention and chance to prove that they can be a better version 

of themselves, regardless of gender and race. This is parallel to Goal 4 of the 2030 Agenda of Sustainable 

Development – Ensure inclusive and equitable quality education and promote lifelong learning 

opportunities for all (United Nations, 2015). It is an initiative taken by the United Nations to grant access 

to endless learning opportunities that can aid the children and youth in gaining knowledge and skills 

required to fit in the society. The responsibility was entrusted to UNESCO, the United Nations’ 

organisation for instructions, to guide the Agenda of Education 2030 that serves as a global enhancement 

plan to eliminate impoverishment based on the 17 Sustainable Development Goals by the year 2030 

(Nazar et al., 2018).  

Unfortunately, this intention is poorly recognized by the public. It is pivotal for it to be 

acknowledged to ensure its successful execution. Therefore, it is necessary to raise awareness regarding 

the concept of sustainability from a tender age to guarantee its application in our lives by introducing 

sustainability-related topics via gamification, making its recognition in education to young learners. 

Hence, teachers should then be permitted to improvise the educational setting with game elements to 

enhance learners’ participation (Mohamad et al., 2017). It is relatively similar to killing two birds with 

one stone because gamified learning promotes both fun learning and students’ involvement in the process 

of acquiring knowledge (Zakaria et al., 2018). 

2. Literature Review 

One will surely grasp knowledge if they display attentiveness to a particular tool, as discovered by 

previous studies (Hashim et al., 2019). This applies to the concept of gamification in a classroom where 

the game elements create an exciting learning experience for the students. According to Rafiq et al. 

(2019), there is a tendency for them to learn better in a fun setting which indirectly enables them to 

concentrate better. The positive influence of gamification has intrigued scholars to look into its mechanics 

to be utilised to develop teaching or learning materials (Kyewski & Kramer, 2018).  

As stated by Ding (2019), the game mechanics, or better identified as game elements, plays the 

role of a catalyst to trigger students’ determination to learn in various ways, such as cooperating with or 

competing against their peers. Examples of common game elements used in an educational context are as 

displayed in Figure 1, which include point, badge, and leader board. It is deemed a win-win situation for 

both educators and learners to integrate these into lessons because it allows the teachers to introduce new 
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content differently. In contrast, the students get to subconsciously gain new information as they have fun 

with their friends. 

 

 

 Common Game Elements Figure 1. 

 

Teachers will also be able to provide an ideal student-centered environment by implementing 

gamification in the classroom. Huang and Soman (2013) proposed a guide to implementing gamification 

in lessons that depicts a step-by-step process, as displayed in Figure 2, to be pondered upon by the 

teachers, which would result in a successful execution of a gamified lesson. 

 

 

 5 Steps to Implement Gamification (Huang & Soman, 2013) Figure 2. 

Firstly, teachers must identify the target audience and their capabilities or level of proficiency to 

cater to their needs. Teachers must also set a goal to be accomplished by the end of the lesson, leading to 

the next step to break down the goal into more miniature stages. Hence, ensuring learners are able to 

achieve it gradually at a steady pace. The teaching aids will then have to be prepared according to their 

usage in a certain stage mentioned earlier to emphasise learners’ understanding. Lastly, teachers can 

apply suitable game elements in accordance with the activity prepared. 

For instance, the Common European Framework of Reference for Languages (CEFR) syllabus for 

primary school introduces the topic of recycling in Module 7 of the Get Smart Plus 4 textbook. It could 

be broken down into three parts: definition, purpose, and application. The teacher eventually determines 

the instructional design for the task set, such as a true or false quiz to test learners’ comprehension of the 

topic. The game element is later incorporated as a tool to support the task, i.e., points to be rewarded for 
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every correct answer in the quiz and a leader board to rank the learners according to their accumulated 

points. 

3. Methodology 

This study applied the quantitative approach where a survey was conducted online via WhatsApp. 

The 33 respondents, primary school English language teachers who have had experience with 

gamification, were required to complete a questionnaire pertaining to the implementation of the concept 

to facilitate lessons on sustainability. The questionnaire was measured using a 5-point Likert scale 

ranging from 1 (totally disagree) to 5 (totally agree). The data was then derived and analysed to be 

presented via descriptive analysis. The mean scores, standard deviation, and percentages were shown to 

distinguish respondents’ answers to the questionnaire administered. Specific data was extracted from the 

table to be discussed further, and it was able to portray the effectiveness of a gamified lesson to introduce 

topics regarding sustainability. 

4. Findings 

The findings of this study were obtained and analysed to be presented visually through tables and 

graphs. Table 1 portrays the man and standard deviation to the English teachers’ response based on their 

view on the effectiveness of gamification in sustainability-related topics during their teaching process. In 

contrast, Figures 3 to 7 show the result in percentages. 

 

Table 1.  Effectiveness of Gamification 
Question(s) Mean Std. Deviation 

1. Gamification develops learners’ creative thinking skills. 4.09 0.914 

2. Gamification stimulates learners’ curiosity. 4.24 0.502 

3. Learners learn subconsciously through gamification. 3.88 0.992 

4. Gamification provides a cooperative learning environment. 3.85 1.034 

5. Gamification motivates learners to learn. 3.88 0.992 

 

 Teachers’ response to Gamification develops learners’ creative thinking skills Figure 3. 
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The descriptive statistics for ‘Gamification develops learners’ creative thinking skills’ depicts 

M=4.09 (SD=0.914), to which no respondents totally disagreed, 6.1% disagreed, 18.2% were neutral, 

36.3% agreed, and 39.4% totally agreed.  

 

 

 Teachers’ response to Gamification stimulates learners’ curiosity Figure 4. 

The descriptive statistics for ‘Gamification stimulates learners’ curiosity’ revealed the highest 

mean with M=4.24 (SD=0.502), showing a vast majority of teachers agreed with the statement. No 

respondents totally disagreed or disagreed with the statement, while 3% were neutral, 69.7% agreed, and 

27.3% totally agreed. 

 

 

 Teachers’ response to Learners learn subconsciously through gamification Figure 5. 

As for ‘Learners learn subconsciously through gamification’, M=3.88 (SD=0.992) was shown. To 

this statement, 3% of the respondents totally disagreed, 3% disagreed, 27.3% were neutral, 36.4% agreed, 

and 30.3% totally agreed. 
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 Teachers’ response to Gamification provides a cooperative learning environment Figure 6. 

On the other hand, the descriptive statistics for ‘Gamification provides a cooperative learning 

environment’ portrays M=3.85 (SD=1.034). 3% of the respondents totally disagreed, whereas 6.1% 

disagreed, 24.2% were neutral, 36.4% agreed, and 30.3% totally agreed to the statement. 

 

 

 Teachers’ response to Gamification motivates learners to learn Figure 7. 

Lastly, ‘Gamification motivates learners to learn’ indicated M=3.88 (SD=0.992). 3% out of the 

total number of respondents totally disagreed and disagreed, while 27.3% were neutral, 36.4% agreed, 

and 30.3% claimed to be totally agreed. 

5. Discussion 

Sustainability is an essential topic to be taught in schools as it highlights the environment as a 

significant example to create awareness among learners. A portion of the data collected from the survey 

depicts the various ways gamification has been known to influence learners positively on the topic of 

sustainability. The results show gamification affects learners positively in their learning progress, 

boosting their motivation and promoting their involvement in the classroom (Buckley & Doyle, 2016; 

Papp, 2017). The highest mean score for Gamification stimulates learners’ curiosity shows that the 

statement is agreed by most of the respondents who participated in this study. A change in the setting 

draws attention to the lesson, which represents the potential to educate and encourage learners on 
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sustainable practices. As the respondents of this study agree, gamification is also believed to provide a 

cooperative learning environment where learners interact with their peers and develop their thinking 

skills. Therefore, this has indirectly boosted their motivation and enabled them to have fun as they learn 

(Davis et al., 2018).   

6. Conclusion 

Educators around the globe widely accept gamification to ensure their learners can acquire new 

knowledge in a carefree manner without burdening them with academic pressure. It is also known to 

motivate learners to learn better, resulting in a positive yield (White & McCoy, 2019). Therefore, this 

concept is deemed to be an effective approach if it is implemented with the intention to introduce and 

enhance learners’ comprehension of an underrated topic, i.e., sustainability, especially when it concerns 

the well-being of our younger generation in the future. 
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