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This paper is a study on Wings of Words, a half-day University Social 

Responsibility (USR) initiative organised to support English language 

enhancement among underprivileged students using game-based pedagogy. 

The project was designed to improve English language among children from 

underserved communities, to promote foundational English language skills in 

an appealing, inclusive, and interactive manner. Organised by university 

faculty and student volunteers, the programme implemented three structured 

activity stations that are Giant Block, Word Treasure, and Blockbuster aimed 

at enhancing the students’ vocabulary acquisition, listening comprehension, 

and verbal communication. The games were carefully planned to align with 

language learning objectives while encouraging active participation, teamwork 

and learner autonomy. Data was collected through a questionnaire to assess 

engagement levels and expected learning outcomes. Findings imply that the 

integration of play-based methods not only amplified student motivation and 

participation but also enabled meaningful language use in context. 

Additionally, the project offered university students essential experiential 

learning opportunities in community service. The Wings of Words project 

underscores the potential of short-term, university-led interventions to create a 

measurable impact on language learning in marginalised communities. It also 

highlights the shared benefits of USR activities for both learners and 
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facilitators. The paper concludes by discussing pedagogical implications and 

recommendations for planning such initiatives in wider educational contexts. 

 

Keywords:  

 

Community Outreach, Game-Based Learning, Language Games, USR, 

Vocabulary Learning 

 

 

Introduction  

English language proficiency is a vital skill for students in Malaysia, especially among 

underprivileged populations who face systemic educational disadvantages. Vocabulary forms 

the foundation of language competence and is central to reading comprehension and general 

language development (Nation, 2001; Thornbury, 2002). Many students from lower-income 

(B40) and under-resourced communities struggle to acquire core vocabulary because of limited 

exposure to English and constrained access to quality language instruction (Abd Aziz & Abu 

Bakar, 2019). The Malaysian Education Blueprint (2013–2025) recognises these gaps and calls 

for equitable access to language learning opportunities. Yet recent work still documents 

persistent challenges in vocabulary growth for learners in low-resource Malaysian settings, 

constraining long-term academic potential and upward mobility (Yunus et al., 2020; see also 

Malaysian school-based evidence in Ni et al., 2020). 

 

To tackle these challenges, educators have increasingly adopted game-based learning (GBL) 

for vocabulary instruction. Meta-analytic and recent empirical evidence indicate that digital 

and classroom game activities meaningfully improve second-language vocabulary learning and 

learner engagement (Thompson & von Gillern, 2020; Zhang, Zou, & Cheng, 2023). In 

Malaysia, quasi-experimental classroom studies likewise report vocabulary gains and higher 

motivation among rural and underserved pupils when language games (e.g., picture tasks, 

puzzles, word challenges) are used (Ni et al., 2020). These converging findings support 

incorporating GBL into language programmes targeting underprivileged learners as a 

pragmatic, high-engagement strategy.  

 

The Wings of Words project aligns with Experiential Learning Theory (Kolb, 1984) by 

structuring learning as a cycle of concrete experience, reflection, conceptualisation, and active 

experimentation. Current Malaysian scholarship highlights service-learning’s educational 

value and growing institutional uptake, noting its fit with experiential aims for holistic, socially 

responsible graduates (Diong, Cheah, & Siah, 2025; Yusof, Tengku Ariffin, Awang-Hashim, 

Nordin, & Kaur, 2020). Hence, community-based, game-driven vocabulary interventions 

grounded in experiential learning offer a promising route to reducing language disparities 

among disadvantaged youth. This study focused on underprivileged (primarily B40) learners 

in selected low-resource Malaysian primary and secondary schools, examining English 

vocabulary development, alongside classroom engagement and confidence during the Wings 

of Words game-based intervention delivered by trained university volunteers through 

structured stations. Main stakeholders include participating pupils, volunteers, and school 

partners. It aimed to measure the effectiveness of a gamified English language learning 

programme implemented among the participants.  

 

 

 

https://creativecommons.org/licenses/by/4.0/?ref=chooser-v1
https://doi.org/10.30935/ijpdll/16353?utm_source=chatgpt.com


 

 

 
Volume 10 Issue 59 (September 2025) PP. 838-858 

  DOI 10.35631/IJEPC.1059061 

840 

 

Literature Review  

 

Underprivileged Communities and English Vocabulary Learning 

A growing body of international and regional research underscores a persistent vocabulary gap 

among learners from low socioeconomic and marginalised backgrounds, a group often referred 

to as underprivileged communities. These learners face compounded disadvantages in English 

vocabulary acquisition due to factors such as limited access to quality educational resources, 

minimal exposure to English outside the classroom, and pedagogical approaches that lack 

engagement and contextual relevance. 

 

In the Malaysian and broader Southeast Asian context, this vocabulary disparity is particularly 

evident in primary and secondary ESL learners from low-income households, rural settings, 

and indigenous communities. Studies consistently report that many of these students do not 

meet the 2,000-word threshold commonly associated with basic communicative competence in 

English. A qualitative study by Wan Mahzan et al. (2020) examining Orang Asli learners in 

ESL classrooms highlighted the urgent need for digital, contextually relevant learning 

materials, as traditional, one-size-fits-all curricula fail to meet the distinct needs of these 

learners. Similarly, research by Mohamad et al. (2024) on B40 pupils in Sarawak identified 

systemic issues, such as weak internet connectivity, insufficient access to English reading 

materials, and minimal enrichment programmes that hinder vocabulary development. 

 

Pedagogical Limitations in Under-Resourced Schools 

Traditional teaching methods in under-resourced classrooms that are characterised by rote 

memorisation, teacher-centred instruction, and limited interaction have long been criticised for 

impeding effective vocabulary learning. A systematic review by Ling and Abdul Aziz (2022) 

found that such methods not only disengage learners from low-income backgrounds but also 

contribute to poor retention and limited contextual application of new vocabulary. These 

approaches often neglect to foster meaningful, communicative experiences that are essential 

for internalising vocabulary in real-world settings. 

 

Research also points to disparities in how students from different socioeconomic backgrounds 

use vocabulary learning strategies. A study by Zaidi et al. (2022) found that low-proficiency 

learners, many of whom come from underprivileged households, tend to rely on basic, 

dictionary-based strategies. In contrast, their higher-proficiency peers employed more 

metacognitive and memory-enhancing strategies. This suggests that students from 

marginalised backgrounds may benefit significantly from explicit instruction in strategy use 

and scaffolding that supports autonomous vocabulary learning. 

 

Early Intervention through Play-Based Learning 

In early childhood education, alternative pedagogical models are gaining traction. Wasima 

(2021) explored the impact of play-based activities on vocabulary development in a low-

income preschool setting in Selangor. The findings emphasised that interactive, socially 

mediated, and developmentally appropriate tasks such as repetition, role play, and cooperative 

games may enhance vocabulary retention, especially for children with limited exposure to 

English outside school. These results align with the broader literature advocating for 

experience-based learning environments for young learners from disadvantaged backgrounds. 
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Incidental Learning and Narrow Reading 

Complementing these findings, a recent case study by Rajendran and Mustafa (2022) 

demonstrated that narrow reading, which is a method involving thematically related texts, 

substantially improved incidental vocabulary acquisition among primary school pupils from 

low-income families in Johor Bahru. This approach also increased learners’ motivation, 

illustrating the dual benefit of language development and learner engagement, even in resource-

constrained settings. Taken together, these studies highlight an urgent need for innovative, 

context-sensitive interventions that address the systemic and pedagogical challenges faced by 

learners from low socioeconomic and marginalised communities. Traditional methods are not 

only insufficient but can further alienate learners who already struggle with language access 

and classroom engagement. 

 

To address these gaps, several pedagogical directions emerge which support the design of 

game-based activities for English vocabulary learning. First, digital and game-based tools, such 

as multimedia platforms and mobile applications, are especially promising for rural and low-

income learners due to their interactive, learner-centred nature (Wan Mahzan et al., 2020; 

Ghapar et al., 2024; Mohamad et al., 2024). In addition, play-based strategies in early education 

support vocabulary development through social interaction, repetition, and contextual 

engagement, making them ideal for disadvantaged preschool populations (Wasima, 2021). 

Narrow reading and incidental learning also offer low-cost, scalable solutions that foster 

vocabulary growth while simultaneously enhancing learner motivation and comprehension 

(Rajendran & Mustafa, 2022). Teaching vocabulary learning strategies also explicitly helps 

level the playing field by equipping underprivileged students with tools for independent 

learning (Zaidi et al., 2022). 

 

Programmes such as Wings of Words align with these research insights. By offering game-

based, student-driven vocabulary learning tailored to resource-constrained environments, such 

initiatives present a viable alternative to conventional instruction. They have the potential not 

only to build foundational vocabulary but also to motivate learners, bridge language gaps, and 

create more equitable learning opportunities. 

 

Educational Games in English Language Learning 

An expanding body of literature highlights the powerful role of game-based learning in 

enhancing vocabulary acquisition among English language learners, particularly through its 

capacity to increase learner motivation, foster contextualised language use, and improve long-

term retention. Across both traditional and digital platforms, educational games have 

consistently demonstrated potentials to transform passive vocabulary learning into interactive, 

student-centred experiences. 

 

Central to this effectiveness is the motivational dimension of games, which offer learners a 

sense of autonomy, immediate feedback, and playful challenge. Yang and Charubusp (2023), 

in a comparative study of structured vocabulary games versus rote memorisation techniques, 

found that learners engaged in game-based tasks not only achieved significantly higher 

vocabulary test scores but also demonstrated sustained enthusiasm throughout the learning 

process. This underscores a key strength of educational games, in which they reduce affective 

filters by making learning enjoyable and emotionally engaging. 
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In younger learners, especially those from low-exposure or under-resourced backgrounds, 

developmentally appropriate game design is essential. Qualitative investigations in Thai 

primary classrooms revealed that English lessons incorporating concrete vocabulary, visual 

supports, audio input, and scaffolding mechanisms promote both comprehension and active 

participation (Lampai & Sukying, 2023; Utthavudhikorn & Soontornwipast, 2024). Such 

games designed with these elements may simulate meaningful communication scenarios, hence 

reinforcing vocabulary through experiential and contextualised use rather than abstract 

memorisation. 

 

Synthesis of broader empirical trends confirms these individual findings. A systematic review 

by Yieng and Abdul Aziz (2022) concluded that game-based methods are most effective when 

aligned with learners’ cognitive readiness, instructional goals, and timing within the lesson 

flow. These conditions enhance not only vocabulary acquisition but also spelling accuracy and 

language retention. Similarly, Ling and Abdul Aziz (2022), in their focused review of ESL 

learners in primary education, reported consistent vocabulary gains across diverse settings that 

used game-based strategies. However, they also emphasised that successful outcomes depend 

heavily on teacher preparedness and the availability of appropriate materials. These are among 

resources often scarce in low-income or marginalised educational contexts. 

 

With the growing ubiquity of technology, digital and online vocabulary games have emerged 

as powerful tools, particularly in settings like Malaysia where digital access is expanding. 

Hasram et al. (2020) found that online games not only improved vocabulary retention and 

learner satisfaction but also fostered digital literacy and independent learning skills. These 

outcomes aligned with broader 21st century educational goals. These platforms offer scalable, 

low-cost alternatives to traditional instruction, making them especially valuable in resource-

constrained classrooms. 

 

However, while the pedagogical promise of educational games is well-supported, critical 

limitations remain. A recent educational audit by Tengku (2024) affirmed the overall benefits 

of game-based learning, which include improved engagement, contextual understanding, and 

language application. However, he also noted that many implementations suffer from 

misalignment with curricular goals and inconsistent pedagogical frameworks. This finding 

highlights a persistent challenge: effective integration of games into formal education systems 

requires not just engaging content, but intentional instructional design and coherence with 

learning objectives. 

 

Collectively, as shown in Table 1, these studies cited above emphasise that while game-based 

vocabulary instruction holds considerable promise, its effectiveness depends on thoughtful 

design, alignment with learner needs, sufficient educator support, and integration into broader 

curricular frameworks. These insights provide a strong foundation for initiatives like the Wings 

of Words project, which leverages structured, engaging, and context-sensitive games to foster 

meaningful language learning among underprivileged students. 
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Table 1: Summary of Past Findings 

Author(s) Context / 

Target Group 

Strategies / 

Tools 

Key Findings 

Wasima (2021) Low-income 

preschoolers 

Play-based 

activities: 

repetition, role 

play, 

cooperative 

games 

 

Enhanced vocabulary 

retention through 

developmentally appropriate 

and socially mediated 

learning tasks 

 

Wan Mahzan et 

al. (2020); 

Ghapar et al. 

(2024); 

Mohamad et al. 

(2024) 

 

Rural and low-

income learners 

Digital tools, 

multimedia 

platforms, 

mobile apps 

Interactive, learner-centred 

tools suitable for 

disadvantaged learners 

Zaidi et al. 

(2022) 

Underprivileged 

students 

Teaching 

vocabulary 

learning 

strategies 

 

Empowered independent 

learning and leveled 

educational inequities 

 

Yang & 

Charubusp 

(2023) 

General English 

learners 

Structured 

vocabulary 

games vs. rote 

memorisation 

 

Higher test scores and 

sustained learner motivation 

through game-based tasks 

 

Lampai & 

Sukying (2023); 

Utthavudhikorn 

& 

Soontornwipast 

(2024) 

Thai primary 

students 

Games with 

visual/audio 

support, 

scaffolding, 

contextual tasks 

Promoted comprehension 

and active participation 

through experiential 

learning 

 

 

Building on the evidence supporting game-based vocabulary instruction, it is essential to 

consider the theoretical underpinnings that explain why such approaches are effective. One 

relevant framework is Experiential Learning Theory (ELT), which emphasises learning 

through direct experience, active engagement (Lampai & Sukying, 2023; Utthavudhikorn & 

Soontornwipast, 2024), and reflective practice that align closely with the interactive and 

learner-centred nature of initiatives like the Wings of Words project. 

 

Theoretical Framework  

Experiential Learning Theory (ELT), developed by David Kolb (1984), posits that learning is 

a process grounded in experience, where knowledge is constructed through a cyclical model of 

four stages: concrete experience, reflective observation, abstract conceptualisation, and active 

experimentation. This model encourages learners to engage in direct tasks, reflect on those 

experiences, derive lessons, and apply them in new contexts. Kolb (1984) affirms the relevance 
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of ELT in modern educational environments, emphasising that experiential learning enhances 

students’ adaptability and deepens understanding through real-world application. Illeris (2007) 

similarly contends that experiential learning is effective because it integrates cognitive, 

emotional, and social dimensions. As such, ELT serves as a robust framework for initiatives 

that involve both hands-on activities and reflective practice, such as university outreach 

programmes. 

 

The Wings of Words project exemplifies ELT in practice by using game-based learning as a 

form of concrete experience for underprivileged students. Through interactive vocabulary 

games and student-led facilitation, both learners and facilitators participate in dynamic, real-

time learning processes. These experiences are not isolated but are continuously reflected upon 

and adapted throughout the project. According to Eyler (2002), meaningful learning occurs 

when learners are immersed in socially relevant, reflective environments, a notion echoed in 

more recent studies emphasising structured, reflective engagement. In the Wings of Words 

setting, game-based vocabulary tasks provide engaging contexts where learners not only 

acquire language but also develop confidence and motivation through repeated cycles of 

experience and feedback. For example, Putra et al. (2024) highlight how service-learning 

programs, when built on experiential foundations, significantly improve academic outcomes 

and community connectedness. In the Wings of Words setting, game-based vocabulary tasks 

provide engaging contexts where learners not only acquire language but also develop 

confidence and motivation through repeated cycles of experience and feedback. 

 

Moreover, ELT supports not only the cognitive development of underprivileged students but 

also the pedagogical and professional growth of the university student volunteers. As these 

volunteers teach and interact with children, they cycle through the ELT’s stages—learning by 

doing, observing learners' responses, conceptualising improvements, and refining their 

instructional methods. This dual learning opportunity aligns with Ash and Clayton’s (2009) 

assertion that structured reflection in service-learning deepens critical thinking and fosters civic 

responsibility. Kolb (1984) further asserts that experiential environments enhance learners’ 

capacity to adapt and problem-solve—skills that university students cultivate through 

community projects like the Wings of Words. In this way, ELT underpins the educational 

impact of the project, reinforcing it as a transformative learning experience for all involved. 

 

Methodology 

 

Research Design  

This research utilised a quantitative approach to assess how the structured game-based English 

language programme Wings of Words affects learners' motivation, confidence, and views on 

English language learning. The aim of employing a quantitative design was to gather 

quantifiable proof of shifts in attitudes and perceptions in participants prior to and following 

the intervention (Creswell & Creswell, 2018). Utilising a pre-test/post-test method with a 

structured Likert-scale questionnaire, the research sought to evaluate if the incorporation of 

educational games affected students’ self-reported language engagement and motivation levels. 

Quantitative research is particularly appropriate for educational interventions aimed at 

identifying observable patterns, assessing changes in attitudes, and systematically comparing 

data over various time intervals (Fraenkel, Wallen, & Hyun, 2019). Within the Wings of Words 

initiative, researchers employed a quantitative method to monitor variations in learners’ 
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responses across various aspects like confidence in English usage, motivation for learning, and 

perceived effectiveness of game-based learning through numerical scales amenable to 

statistical analysis. 

The Likert-scale tool was utilised because of its efficiency in gathering subjective feedback in 

a systematic, measurable way (Boone & Boone, 2012). Likert scales are commonly utilised in 

educational research to evaluate attitudes, beliefs, and self-assessments, especially when 

analysing interventions focused on behavioural or motivational results (Boone & Boone, 

2012). Figure 1 presents the data-collection flow for the Wings of Words intervention and the 

sequence of the steps.  

The pre- and post-intervention Likert-scale surveys were used to measure confidence, 

motivation, engagement, and perceived learning efficacy from 31 participants, ages 6 to 17. 

Comparative analysis of the responses allowed the study to monitor changes in learners' 

attitudes and beliefs in relation to these aspects. Data was tabulated and precented in 

percentages in graphs. 

 

 

Figure 1: Flow Chart Of Data Collection 

Sampling and Participants 

The sample consisted of 31 student participants aged between 6 and 17 years old, drawn from 

an underprivileged community learning centre in northern Malaysia. The age distribution was 

skewed toward older participants, with 17-year-olds (23.3%) and 14-year-olds (16.7%) 

comprising the largest age groups. Younger learners (ages 6 to 10) were underrepresented, 

collectively forming only 16.7% of the sample. 

 

Orientation and Briefing 

Pre-Test 

Station Rotation 

Post-Test 

Analysis and Reporting  
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Participants were selected through purposive sampling, as the intervention specifically targeted 

learners from underserved backgrounds with limited English language exposure. This sampling 

strategy is commonly used in community-based educational programmes where accessibility 

and demographic specificity are key considerations (Etikan, Musa, & Alkassim, 2016). 

Limitations of Study 

The current study has several limitations that limit the scope and generalisability of its findings, 

even if it has produced valuable preliminary evidence on the short-term impacts of a game-

based, university-led intervention. First, results may not generalise to other age groups, areas, 

or poor communities due to the small sample size (N = 31) and purposeful sampling from a 

single community centre, which restrict statistical power and raise questions about sampling 

bias (Etikan, Musa, & Alkassim, 2016). Secondly, because the intervention was only conducted 

for one half-day session, the design does not account for the impacts of repeated or prolonged 

exposure to game-based pedagogy, nor does it measure medium- or long-term learning 

retention (Fraenkel, Wallen, & Hyun, 2019). Additionally, the study mostly used self-reported 

Likert-scale measures of confidence and motivation, which are susceptible to response-style 

biases and social desirability biases, especially when younger participants needed help filling 

out the questionnaire (Boone & Boone, 2012). 

 

Findings and Discussion 

This study evaluates the effectiveness of a gamified English language learning programme 

implemented among 31 participants aged 6 to 17. The intervention aimed to enhance key 

aspects of language learning: confidence, motivation, engagement, and perceived learning 

efficacy. Data was collected using a Likert-scale survey administered before and after the 

programme, allowing for a comparative analysis of shifts in learners’ attitudes and beliefs. The 

findings reveal a consistent and significant improvement across multiple dimensions, 

demonstrating that game-based learning positively influences language acquisition 

experiences. 

  

Demographic Profile 

All participants were drawn from the same residential institution, ensuring a uniform socio-

educational environment, which strengthens the internal validity of the results. The age 

distribution ranged from 6 to 17 years, with the largest groups being 17-year-olds (23.3%) and 

14-year-olds (16.7%). This diverse age range suggests that the programme was accessible and 

relevant across developmental stages, supporting its potential scalability (Hamari, Koivisto, & 

Sarsa, 2014). 
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Learner Enjoyment In English Learning 

Figure 2 shows the results from the survey conducted on the participant regarding their 

enjoyment in learning English before and after the conducted programme. 

 Figure 2: Pre-post Programme on Learner Enjoyment in English Learning 

  

One of the most striking outcomes was the increase in enjoyment of learning English. Pre-

programme, only 29% of participants (9 out of 31) reported positive feelings toward English 

learning. This figure rose to 58% (18 participants) post-intervention. Conversely, negative 

sentiment dropped from 42% (13 participants) to 19% (6 participants), and neutral responses 

declined from 29% to 23%. The most notable change was in the “Strongly Agree” category, 

which surged from 2 to 11 respondents. This indicates not just a mild improvement but a 

transformative shift in emotional engagement. The reduction in neutral responses suggests 

participants developed stronger, more confident opinions, with a clear tilt toward enjoyment. 

These results align with existing research on gamification, which shows that interactive and 

playful elements increase intrinsic motivation and reduce the anxiety often associated with 

language learning (Sailer & Homner, 2020; Deterding et al., 2011). 
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Confidence in English Usage (Speaking and Writing) 

Figure 3 shows the data results survey from the participants on their confidence level in English 

in terms of writing and speaking before and after the programme has finished.  

  

 
Figure 3: Pre-post Programme on Learner Confidence Level in Using English for 

Speaking and Writing 

  

Participants’ confidence in using English, particularly in speaking and writing, also improved. 

Initially, only 16% expressed positive sentiment, while 48% held negative views. After the 

programme, positive responses nearly doubled to 32%, and negative sentiment decreased to 

32%. Although neutral responses remained stable at 35%, the reduction in negative attitudes 

especially in the “Disagree” category (from 13 to 8) suggests the programme helped alleviate 

learners’ insecurities. The increase in “Agree” responses (from 4 to 8) and a slight rise in 

“Strongly Agree” (from 1 to 2) reflect a growing sense of moderate confidence. While the shift 

in the highest confidence level was modest, the overall trend indicates that gamified activities 

provided a safer, more supportive environment for language practice, reducing fear of mistakes 

and encouraging risk-taking which the key components in language acquisition (Picheta, de 

Oliveira, & da Silva, 2021; Tsai et al., 2020). 
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Gamification Experience 

Figure 4 shows the result of the survey conducted on participants regarding prior experience 

and familiarity with gamification concepts. 

  

 
Figure 4: Pre-post Programme on Learner Gamification Experience 

  

Before the programme, only 22.6% of participants expressed confidence in traditional teaching 

methods, while 48.4% were sceptical or negative. After exposure to gamified learning, positive 

perceptions rose sharply to 64.5%, with negative views dropping to 22.6% and neutral 

responses falling to 12.9%. The number of participants who “Strongly Agree” with the 

effectiveness of gamification tripled from 2 to 9. This dramatic shift indicates that direct 

experience with game-based learning significantly enhanced participants’ appreciation of 

alternative pedagogical approaches. The decline in both negative and neutral responses 

suggests that the programme successfully demystified gamification, transforming uncertainty 

and scepticism into acceptance and enthusiasm. This finding underscores the importance of 

experiential learning in shaping educational attitudes (Landers et al., 2018). 
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Belief in the effectiveness of Games for English Learning 

Figure 5 shows the result of pre-post programmes on the participants’ belief that playing games 

can help participants learn English better. 

  

 
Figure 5: Pre-post programme on Learner Belief That Games Help Learning English 

Better 

  

A majority (54.8%) already believed in the value of games for language learning before the 

programme. However, this belief strengthened significantly post-intervention, with 74.2% 

agreeing or strongly agreeing. Negative sentiment dropped from 32.3% to 12.9%, and the 

number of “Strongly Agree” responses doubled from 6 to 12. This indicates that the programme 

not only reinforced existing beliefs but also converted sceptics. The stability of neutral 

responses (12.9% before and after) suggests that the programme had less impact on those 

initially undecided, possibly due to limited exposure or personal learning preferences. 

Nonetheless, the overall trend reflects a growing consensus that games are effective tools for 

language development, supporting their integration into mainstream pedagogy (Plass, Mayer, 

& Homer, 2020; Yang, Chen, & Hsu, 2021). 
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Attitudes Towards Traditional Methods 

Figure 6 shows the survey results on the pre-post programme in measuring the participants’ 

attitudes to see whether traditional methods like lectures or textbooks are more effective 

compared to gamification methods. 

  

 
Figure 6: Pre-post programme on Learner Attitudes Towards The Traditional Methods 

Of Learning English 

  

Interestingly, while gamification gained favour, attitudes toward traditional methods became 

more nuanced. Pre-programme, 38.7% believed traditional methods were more effective, while 

45.2% disagreed. Post-programme, positive sentiment rose slightly to 45.2%, but the most 

significant change was the doubling of neutral responses from 16.1% to 32.3%. This suggests 

that exposure to gamified learning prompted critical reflection rather than outright rejection of 

traditional approaches. The decline in strong disagreement indicates reduced resistance, while 

the slight increase in strong agreement (from 5 to 6) shows some reinforcement of traditional 

beliefs. The rise in neutrality reflects cognitive dissonance or a more balanced evaluation of 

both methods. This outcome is valuable, as it fosters a more flexible and adaptive mindset 

toward learning, encouraging students to appreciate the strengths of different instructional 

strategies (Huang et al., 2022). 
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Learner Motivation to Participate in Future English Programmes 

Figure 7 presents the findings of a pre- and post-programme survey conducted to assess 

changes in participants’ motivation to engage in future English lessons. 

 

 
Figure 7: Pre-post programme on Learner Attitudes Towards the Traditional Method 

of Learning English 

  

Perhaps the most encouraging finding was the dramatic increase in motivation to continue 

learning English. Pre-programme, only 29% expressed interest in future classes; this rose to 

67.7% post-intervention. Negative motivation dropped from 25.8% to 9.7%, and neutral 

responses decreased from 45.2% to 22.6%. The surge in “Strongly Agree” responses from 2 to 

10 highlights a powerful boost in enthusiasm. This suggests that the gamified environment not 

only made learning enjoyable but also fostered a sense of ownership and long-term 

commitment. The reduction in ambivalence indicates that learners became more decisive in 

their positive outlook, likely due to increased confidence and engagement. High motivation is 

a strong predictor of sustained learning, making this a critical success indicator (Deci & Ryan, 

2000; Ortega & Zhang, 2022). 
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Perceived Focus and Engagement Through Games 

Figure 8 shows the result of a survey conducted to measure participants’ pre-post programme 

towards games in helping to stay focused and engaged in learning English. 

  

 
Figure 8: Pre-post programme on Learner Perceived Focus and Engagement Through 

Games 

  

Participants’ belief in games as tools for maintaining focus and engagement showed the most 

dramatic improvement. Initially, only 32.3% believed games helped them stay focused; this 

soared to 77.4% after the programme. Negative sentiment plummeted from 45.2% to 6.5%, 

and “Strongly Disagree” responses dropped to zero. The number of “Strongly Agree” responses 

more than doubled (from 5 to 13), and “Agree” responses also increased significantly. This 

near-universal endorsement underscores the power of gamification to capture and sustain 

attention especially in younger learners who may struggle with concentration in traditional 

settings. The slight drop in neutral responses further confirms that most learners developed 

clear, positive views. These findings support the theory that game mechanics such as 

challenges, feedback, and progression enhance cognitive engagement and reduce distractions 

(Koivisto & Hamari, 2022). 

  

Overall effectiveness of the programme 

Figure 11 provides a detailed analysis of how participants perceived the effectiveness of the 

games used in the programme to help them understand English better. 

  

 
Figure 11:  Pre-post programme on The Overall Effectiveness of the Programme. 
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 In the final assessment, 80.6% of participants agreed or strongly agreed that the games helped 

them understand English better, with only 12.9% expressing negative views and 6.5% 

remaining neutral. The high proportion of “Strongly Agree” responses (38.7%) reflects deep 

satisfaction and perceived impact. This overwhelming endorsement confirms that the gamified 

approach was not only engaging but also educationally effective. The minimal dissatisfaction 

suggests the programme was well-designed and inclusive, though the small number of neutral 

or negative responses indicates room for personalisation to meet diverse learning needs. These 

findings highlight the potential of incorporating games into language learning programmes to 

create more engaging, effective, and enjoyable learning experiences (Plass, Mayer, & Homer, 

2020). By continuing to refine and adapt these tools, educators can further maximise their 

impact on students' language acquisition journeys. 

 

Conclusion & Recommendations 

This study achieved its objective of examining the effectiveness of game-based learning (GBL) 

as a beneficial approach for strengthening English abilities among disadvantaged students. 

Using organised, hands-on activities grounded in Kolb’s Experiential Learning Theory (1984), 

participants reported increased confidence, motivation, and willingness to use English. 

Analysis of pre- and post-intervention Likert-scale feedback showed statistically meaningful 

gains in students’ self-assessment and enthusiasm for English, aligning with evidence that well-

designed gamification supports improved learning and sustained engagement in language 

education (Gee, 2003; Hamari, Koivisto, & Sarsa, 2014). Given these favourable outcomes, 

comparable interventions should be piloted at a greater scale and across diverse learner groups 

to examine external validity and transferability. Teachers and curriculum designers are 

encouraged to embed game mechanics in both formal lessons and informal enrichment to 

cultivate a more learner-centred environment that accommodates varied learning preferences 

and deepens affective engagement (Deterding et al., 2011). As this phase relied primarily on 

quantitative self-reports, future work should triangulate with qualitative methods such as semi-

structured interviews, focus groups, or reflective journals to capture learners’ lived experiences 

and provide richer insight into how gamified tasks shape attitudes and language use over time 

(Creswell & Plano Clark, 2018). 

In sum, the findings support the view that carefully planned and implemented gamification can 

serve as an inclusive, engaging pathway for language teaching, particularly in underserved 

settings where conventional approaches may be less effective. Its primary contribution is to 

provide context-specific evidence from Malaysia on how ELT-aligned, community-based 

game-based learning can be operationalised at low cost, complete with structured activity 

sequences and facilitation routines that other parties can adapt. Later projects will have follow-

ups on students’ English language results and include mixed-methods research designs to 

examine differential effects such as age, proficiency, and gender. Conducting this project 

surfaced practical challenges such as scheduling with partner establishments, occasional 

resource constraints (space, materials, connectivity), and consent/ethical logistics that will help 

strengthen training, monitoring, and contingency planning in subsequent projects. 
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