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ABSTRACT

Integration of ICT in teaching and learning activated gamification. The Game-
Based Student Response System has been a novel approach to learn English as a
Second Language. In align to it, Kahoot! is becoming the trademark in the educational
setting to learn English. Kahoot! creates a fun environment for the learners and
motivates the learners for language acquisition. However, the research on Kahoot! is
still inadequate to generalize the effectiveness of Kahoot, especially among primary
school students. Therefore, this study intended to fill the research gap by examining
the effectiveness of Kahoot! as a Game-Based Student Response System in teaching
grammar for ESL primary young learners. The research objectives of this research are
to examine the effects of Kahoot! as a Game-based Student Response System in
teaching grammar on ESL young learners’ grammar performance, to identify the
effects of using Kahoot! as a Game-based Student Response System in teaching
grammar for ESL young learners on intrinsic motivation in learning grammar and to
discover the perceptions of ESL young learners on the use of Kahoot! as a Game-based
Student Response System in learning grammar. This study used a quasi-experimental
approach to two groups of ESL learners namely control group and experimental group
with the total of 76 ESL learners. The quantitative data obtained from tests and
questionnaires. Meanwhile, the qualitative data derived from a semi-structured
interview. The findings reveal that the experimental group who experienced Kahoot!
in grammar lesson had positive grammar performance and intrinsic motivation
compared to the control group. This study ascertains that Kahoot! as a Game-Based
Student Response System had positive effects on ESL primary learners’ grammar

performance and intrinsic motivation.
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ABSTRAK

Integrasi ICT dalam pengajaran dan pembelajaran menuju ke gamifikasi.
Gamifikasi telah menjadi pendekatan baru untuk belajar Bahasa Inggeris sebagai
Bahasa Kedua. Sejajar dengannya, Kahoot! kaedah baru untuk belajar bahasa Inggeris.
Kahoot! mewujudkan persekitaran yang menyeronokkan untuk pelajar dan
memotivasi pelajar untuk belajar Bahasa Inggeris. Walau bagaimanapun, penyelidikan
mengenai Kahoot! masih tidak mencukupi untuk menggeneralisasikan keberkesanan
Kahoot. Oleh itu, kajian ini bertujuan untuk mengisi jurang kajian dengan mengkaji
keberkesanan Kahoot! sebagai Sistem Tindak Balas Pelajar Berasaskan Permainan
dalam pengajaran tatabahasa untuk pelajar sekolah rendah. Objektif penyelidikan ini
adalah untuk mengkaji kesan Kahoot! sebagai Sistem Tindak Balas Pelajar berasaskan
Permainan dalam pengajaran tatabahasa mengenai prestasi tatabahasa pelajar sekolah
rendah, untuk mengenal pasti kesan penggunaan Kahoot! sebagai Sistem Respons
Pelajar Berasaskan Permainan dalam mengajar tatabahasa untuk pelajar muda ESL
mengenai motivasi intrinsik dalam mempelajari tatabahasa dan untuk mengetahui
persepsi pelajar ESL sekolah rendah terhadap penggunaan Kahoot! sebagai Sistem
Respons Pelajar Berasaskan Permainan dalam pembelajaran tatabahasa. Kajian ini
menggunakan pendekatan kuasi eksperimen terhadap dua kumpulan pelajar ESL iaitu
kumpulan kawalan dan kumpulan eksperimen. Data kuantitatif kajian ini diperoleh
daripada ujian dan soal selidik. Sementara itu, data kualitatif diperoleh daripada temu
bual separa berstruktur. Hasil kajian mendapati kumpulan eksperimen yang
mengalami Kahoot! dalam pelajaran tatabahasa mempunyai prestasi tatabahasa yang
luar biasa dan motivasi intrinsik yang tinggi berbanding dengan kumpulan kawalan.
Kajian ini memastikan bahawa Kahoot! sebagai Sistem Tindak Balas Pelajar
Berasaskan Permainan memberi kesan positif terhadap prestasi tatabahasa dan

motivasi intrinsik pelajar ESL sekolah rendah.
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CHAPTER 1

INTRODUCTION

1.1 Introduction

In recent years, debates that have been prolonged on Malaysian English as
Second Language (ESL) young learners’ achievement in English grammar is
continuing alarming (Jamian, Sabil, and Othman,2018). The literature revealed that
grammar in the English language needs to pay heed as Alijanian (2012) affirms it is
remarkable in productive language skills. Malaysian young ESL learners find it is
strenuous to apply grammatical rules in writing due to grammar rules to be challenging
to grasp as stated by Baharudin & Yunus (2018). This is due to the ESL young learners
experience lack of motivation to learn the prosaic and repetitive grammar rules. In
order to motivate the ESL young learners, educators need to discover a way to enable
them to acquire grammar competency without pursuing filling empty vessels with

grammatical knowledge.

The educators as "digital immigrants" must shift gears to uphold the fast pace
of the new generation of students (Prensky,2001) to motivate the ESL young learners
in learning grammar. Similarly, Golonka (2014) affirmed that advances in technology
become ubiquitous for language learning over the preface of Information
Communication Technologies (ICT) literacy in 21st-century learning. Technology in
teaching grammar postulates ground-breaking of contemporary pedagogical ways of
teaching superseding traditional approaches as Idrus and Salleh (2017) remarked ICT
in teaching and learning is inevitable. Besides, the Ministry of Education Malaysia has
revised the education system as indicated in the Malaysia Education Blueprint 2013-
2025. Notably, the seventh shift emphasis on Leverage ICT to scale up the standard of
teaching and learning in Malaysia as ICT has tremendous potential to expedite

learners’ pace learning (Kementerian Pelajaran Malaysia, 2013). This gives a newer



way to the inclusion of technology to boost the learners' excellence in English grammar

in a student-centered pedagogical approach.

The employment of technology pertinently could embrace the learners'
learning however, the selection of technology instruments should harmonize to the
learning standard and outcomes (Roblyer, 2016). For instance, to sustain learning by
means of interactions with content in a problem-based learning context the choice
games and quizzes likely empower the learners to motivate in their learning process.
Accordingly, the exploitation of game-based student response systems (GSRS)
permits learners to answer questions instantaneously, gain immediate statistical
indicators according to their responses and gauge their degree of knowledge (Plump
and LaRosa, 2017). There are ample applications pursuant to game-based structure
that presents interactions among teachers and learners, accelerate eagerness and
motivate learners to study (Abdul Jabbar and Felicia, 2015). Those GBRS applications
provide opportunities for learners to answer questions in the classroom by using a

laptop or computer.

Currently, educators initiated to employ GSRS that are readily available to
customize their teaching for their students such as Kahoot!, Socrative (Kim, 2019),
Word Wall (Syam, 2015), Scratch (Purgina, Mozgovoy, and Ward (2017), Quizzes
( Dewi, Myartawan, Swari, and Sugihartini, 2020). Scientific literature suggests that
learning English as Second Language in gamified environments manage to propel
learners’ motivation (Hanus and Fox, 2015), engagement (Clark, Smith, Hostetler,
Fradkin and Polikov, 2018) and cater to the learners' freedom to make mistake without

concern during the lesson (Lee and Hammer, 2011).

In conjunction with this, Kahoot! is one of the viable and feasible games that
has been applied in the classroom via smartphones, laptops, and simple for instructors
to learn. Rodriguez et al. (2017) stated games do not necessarily have to be played
statically, but they allow the inclusion of common everyday devices for attracting
those acquainted to it. Thus, it can help enhance learners’ motivation in their learning
process. For instance, Kahoot! allows teachers to host formative assessment and

learners get instant feedback for their responses. The learners are also able to view the



correct answer as well as the accumulated marks in the scoreboard to know the
progression that will make them excited. Kahoot! gives a tumble to make learning fun
with competition as a mechanism to hinge on various gamification elements made it
consider an enjoyable, engaging, and effective method for ESL (Nahmod, 2017; Perry,
2015). The gamification elements encourage the learners to engross with the grammar
contents and strive to accomplish the goal. For instance, getting badges, points, level-
up leads to an effective environment compared to a non-game learning environment.
Edmonds (2011) argued game elements are associated with learning encounters
Edmonds (2011) argued game elements are associated with learning encounters to
further advance collaborative skills in knowledge and learning, like problem solving
and teamwork. Gamification in teaching is known as one of the eminent approaches to
motivate the learners to learn English Language effectively, especially to strengthen

their grammatical competence (Sheard and Chambers, 2014).

Presently, Kahoot! is increasingly embedded in a fundamental English lesson
to foster their motivation and strengthen knowledge. To solve the motivation problem
in learning grammar and to enhance learners’ grammar competency; thus, the present
research aspires to scrutinize the efficacy of Kahoot! on ESL young learners' grammar
performance and intrinsic motivation. The grammar performance intensifies on ESL
learner’s grammar test scores based on their grammatical knowledge while intrinsic
motivation will indicate through ESL learners’ self-autonomy to learn grammar driven
by internal reward as ESL young learners find the challenge fun and engaging in
playing Kahoot!. Thereupon, this study anticipates presenting intimate knowledge on

the implementation of Kahoot! in learning grammar.

1.2 Background of Research

Traditional grammar teaching approaches focus on direct and deductive
teaching where learners learn grammatical form by drilling like activities and an ample
amount of exercises in workbooks. This is a common approach where a majority of
teachers employ a deductive approach to transmit grammar knowledge passively. It is

because Richards and Reppen (2014) affirm teachers believe that they provide



adequate opportunity to practice and help the learners to score well in the examination.
When a learner participates or completes an activity to gain a good score as a reward,
this recognizes as extrinsic motivation. Bowman (2007) claims that rewards are too
controlling, do not cater to learner autonomy and undermine self-determination.
Consequently, ESL learners get demotivated as they only respond when the lesson

stimulates the opportunity to obtain scores (Erdogan and Tunaz, 2012).

This traditional approach overemphasizes rules impulsed to consider grammar
as the most burdensome, difficult and obstructing by the learners in English lessons.
Educators tend to accentuate on grammar rules because it is critical and took a major
part in the English test. In fact, Uysal and Bardakci (2014) affirm it consumes a great
deal of time to teach grammar which requires additional activities helping in
comprehending the grammatical structure. For instance, activities focus on the pen to
paper practice such as exercises from the textbooks and worksheets rise to boredom in
learning. The survey Mohamed, Ismail and Eng (2014) revealed 36.5% of ESL
learners in Malaysia evaluated themselves Below Standard’ in grammar proficiency
level. However, grammar is crucial for ESL learners to understand the rules that
regulate the English language and boost grammatical competence. This is because
Foppoli (2011) views grammar as the backbone of a language to structure messages
and ideas before communicating or delivering. Thus, it is essential to find an
alternative way to solve this problem to accelerate learners’ intrinsic motivation for

grammar performance and towards the grammar lesson to get out of this dilemma.

The new wave of Information communication and technology (ICT) in the
mid-twentieth century fostered e-learning as an alternative tool facilitating learners’
learning (Hill, 2008). Traditional approaches such as the deductive approach and the
Grammar Translation Method has always been a prominent pedagogy of English
teaching. According to Lyanage and Walker (2014), viewpoints rules are taught but
learners are still unacquainted with the use of the application of the rules they learn. In
this regard, the application of ICT can assist teachers to prepare lessons and materials
to conduct lessons that help confront the challenges posed by traditional methods.
Hereby, learners can gain knowledge of ‘naturally occurring language’ (Gilbert, 2013).

Recently, the demands of gamification have been amplified. The integration of web-



based games or mobile-assisted language learning is encouraged to make teaching and
learning more effective (Mogbel, 2018). The four most desired and utilized gamified
quizzes are Quizlet, Edupuzzle, and Quizizz, and Kahoot! (Rahayu and Purnawarman,

2019). Hence, the last platform will be the highlight of this study.

The above mentioned GSRS stipulates the learners to trigger their knowledge
on the selected topic and measure their understanding as they learn the content by
playing (Mendez and Slisko 2013; Plump and LaRosa 2017). The use of GSRS as a
material of the lesson makes the lesson meaningful as it promotes deeper learning.
This has been supported by Licorish, Owen, Daniel, and George (2018) as GSRS
promotes profound understanding despite rote learning. This is because the learners
can reflect and assess their comprehension through instant feedback after each
question. It regards Kahoot! as a game-based student response system can encourage
learners’ grammar performance (Ganesan, Idris and Yunus, 2018) and motivation
(Yunus et al., 2019). It induces competition and discussion among a group of peers or
teachers which triggers their interpersonal interaction and reducing boredom (Wang,
2015). Playing Kahoot! enables the ESL young learners to acquire the grammatical
knowledge subconsciously as they receive instant feedback. This hinders them from
repeating a similar grammatical mistake in a different context. Moreover, Plumpand
LaRosa (2017) who confirmed that Kahoot! encourages learners to recall and
strengthen their understanding of grammar rules with practice after the presentation

stage of grammar.

Moreover, games-based student responses such as Kahoot! being ubiquitous to
integrate into language lessons. Michele Molnar (2017) states in a recent study
Kahoot! was listed fifth place out of forty prevalent digital learning tools in schools
for learners’ assessment. Another report from UK media regulator Ofcom (2017)
remarks that a child uses fifteen hours a week to play online games around the world.
Online games have been widely used in education, with an existing body of work
exploring the correlation between games and education (Yang, Chen, and Jeng, 2010;
Chiang, Lin, Cheng, and Liu, 2011). The trends employ as a vehicle to drive learners’
motivation in education, especially English (Sundqvist and Sylven,2014). Therefore,

it is essential to incorporate in Kahoot! in Malaysia English Curriculum especially



teaching grammar to foster ESL young learners’ motivation and grammar

performance.

Furthermore, Kahoot! also examine learners’ knowledge for formative
assessment after a certain set of lessons. Kahoot! is an educational tool to prepare
online quizzes to enable learners to measure their understanding by obtaining instant
feedback (Bicen and Kocakoyun,2018). Previous studies report there is an
improvement in learners' performance with continuous use of quick quizzes as
Iwamoto, Hargis, Taitano, and Vuong (2017) identified low-stakes quizzes improved
learners' summative exam scores. Studies show Kahoot! as a tool improved academic
results (Bicen et al., 2018; Wang and Tahir, 2020). These studies do not fully articulate
how Kahoot! improves the learning compared to the result obtained from the
traditional approach. Contrarily, a study by Yunus and Azman (2019) provides
evidence that learners’ performances enhanced in the post-test after the
implementation of Kahoot! in the lesson. However, the existing research still needs
more empirical studies in representing generalization of the result as some studies were
conducted in a small-scale context. It is therefore a need for additional studies to
understand more about learners’ performance and motivation using Kahoot!. In this
respect, this study will shed light on the effectiveness of using a game-based response

system in teaching grammar for ESL young learners.

1.3 Problem Statement

The teaching of grammar for young ESL learners has been a prolonged
discussion among the English language teachers. This is because ESL learners
responded with such negative statements such as 'tedious monotonous, dry, difficult,
confusing, and complicated'(Loewen, 2009). Consequently, different solutions
suggested to enhance young ESL learners’ interest in grammar lessons. A study by
Shima and Rahmah (2012) conducted among 115 TESL foundation program students
pointed out that board games facilitate grammar and encourage learners to recall and
evoke the grammar rules. Likewise, Phuong and Nguyen (2017) investigated the

effects of board games on the grammar retention of English as Foreign Language



(EFL) learners and explored their behaviour toward using board games in grammar
lessons. They noted the board game heightened the twenty-five adult EFL learner’s
grammatical knowledge as they demonstrated a positive attitude towards the board
game. This shows educators endeavour the new approaches to teach the grammar

inductively.

However, despite the new approach the problem of grammar by ESL learners
still occurs. For example, Manokaran, Ramalingam and Adriana (2013) stated that
errors in the use of past tense auxiliary were found among Malaysian ESL learners in
argumentative essays. Moreover, Nair and Hui (2018) also found that ESL learners
made the greatest number of grammatical errors as the mean is 16.33. Remarkably,
Abdullah, Yunus, and Hashim (2019) in their study discovered 94.8 percent of ESL
learners made errors in verbs, 77.9 percent of the pupils misused the prepositions and
24.7 percent of pupils did not employ the articles correctly. These data reflect ESL
learners did not acquire the grammatical knowledge precisely in the consequences of
"privileging examination" which rule the entire education (Lie, 2007, p.56). This
shows ESL learners’ autonomy and usage of grammar knowledge in diverse

circumstances are disregarding as the priority given to examination.

In the direction of rein the problems, there are some studies suggesting Kahoot!
assists ESL young learners in learning grammar more effectively. For example,
Maesaroh, Faridi, and Bharati, (2020) conducted experimental research among eighth-
grade students from Junior High School at SMP Al-Azhar 5 Cirebon. The study
compared two multimedia in teaching and learning grammar with the use of Socrative
multimedia and Kahoot! multimedia. As a result, Kahoot! multimedia is efficacious to
teach grammar as it recorded the highest mean score in the post-test compared to
Socrative. Furthermore, Zarzycka-Piskorz (2016) carried out a study with several
students at the Pedagogical University in Krakow taking General English courses. The
result indicated that Kahoot! and the element enrich the learners’ motivation to learn
and practice grammar. Yunus, et al. (2019) in their research advocates that Kahoot! as
a dynamic method in helping the nine years old English language learners to grasp
their memory on English irregular verbs. Nevertheless, there needs to have more

researchers to be conducted to examine its effectiveness on grammar as the impact of



using Kahoot! in teaching grammar cannot be generalized due to the limited studies
focusing on primary school young ESL learners and some were executed on a small
scale. Therefore, this study bridges those gaps and aims to implement Kahoot! to
improve young ESL learners’ grammar performance and intrinsic motivation in

primary school.

1.4  Research Objective

This current study aims to determine the following objectives:

(a) To examine the effects of Kahoot! as a Game-based Student Response System

in teaching grammar on ESL young learners’ grammar performance.

(b) To identify the effects of using Kahoot! as a Game-based Student Response
System in teaching grammar for ESL young learners on intrinsic motivation in

learning grammar.

(©) To discover the perceptions of ESL young learners on the use of Kahoot! as a

Game-based Student Response System in learning grammar.

1.5 Research Questions

The aim of this current study is to examine and provide understanding into the

following research questions:

(a) What is the effect of Kahoot! as a Game-based Student Response System in

teaching grammar on ESL young learners?

(b)  What is the ESL learners’ intrinsic motivation after using the Kahoot! as a

Game- based Student Response System in learning grammar?

(©) What is the perception of ESL young learners on the use of Kahoot! As a

Game- based Student Response System in learning grammar?



1.6

(a)

(b)

(©)

1.7

Research Hypothesis

What is the effect of Kahoot! as a Game-based Student Response System in

teaching grammar on ESL young learners’ grammar performance?

Ho:

Ha:

There is no significant difference in grammar mean scores of
experimental group and control group before and after the
implementation of Kahoot! as a Game- based Student Response System

in teaching grammar.

There is a significant difference in grammar mean scores of experimental
group and control group before and after the implementation of Kahoot!

as a Game- based Student Response System in teaching grammar.

What is the effect of Kahoot! as a Game-based Student Response System in

teaching grammar on ESL young learners?

What is the ESL learners’ intrinsic motivation after using the Kahoot! as a

Game- based Student Response System in learning grammar?

Ho:

Ha:

There is no significant increase in intrinsic motivation to learn grammar

among the experimental group of ESL learners compared to the control

group.

There is a significant increase in intrinsic motivation to learn grammar

among the experimental group of ESL learners compared to the control

group.

Theoretical Framework

One of the significant insights of research is the bridging of theory into

practice. In this study, the efficacy of motivation in grammar achievement needs to

distinguish using a theoretical framework to realize the implementation of it in

teaching grammar. Therefore, an ideal framework to comprehend the potential of the



Game-based Student Response System in Teaching Grammar on ESL young learners’
motivation is self-determination theory (SDT). The idea of this theory is to delineate
and achieve goals and simultaneously by regulating the extrinsic and intrinsic needs.
In the aggregate, the displayed theoretical framework in Figure 1.0 will be the keystone

for this current study.

Self Determination Theory (Deci and Ryan, 1985)

Autonomy

\ o

Relatedness |— 5 { Intrinsic " Academic

\ Muotivation / Performance
/ k- j
Competence ==

Figure 1.1 The Theoretical Framework

Self-determination theory by Deci and Ryan (1985) expounds the capability of
someone to endeavor and attain goals by accentuating the extrinsic and intrinsic needs
of humans. SDT is a prevalent motivation theory in the gamification processes and has
the base discrepancy between autonomous and controlled motivation (Deci and Ryan
2008). Autonomous motivation constitutes intrinsic motivation embedded in the
integration of learners’ self -esteem in an activity. Controlled motivation comprises
extrinsic motivation strengthened by external factors such as rewards. The theory of
motivation emphasized autonomy as it was supported by Ryan and Deci (2020) in their
research. Similarly, Erickson and Wharton-McDonald (2019) sustained concern on the
prominence of autonomy to encourage intrinsic motivations for learning. Essentially,
the gamification of SDT for language teaching language encourages educators to shift
from controlling behaviors to autonomy-supportive behaviors to the extent ‘‘autonomy
support’’ is synonymous with intrinsic-motivation support (Matos,Reeve, Herrera,and

Claux , 2018, pp.579-596).
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In regards to motivating the ESL learners to learn grammar enthusiastically,
learners should occupy with intrinsic motivation. Intrinsic motivation deepens
learning, better performance, and positive well-being, unlike extrinsic motivation.
Kowcz (2015) affirms the significance of three intrinsic psychological needs namely
competence, autonomy, and relatedness (Deci et al., 2017; Mekler, Brithimann, Tuch,
and Opwis, 2017) to endure self-determination and psychological well-being. In the
perspective of Kahoot!, autonomy is the learners’ ability to decide and select the
correct answer, competence refers to the learners’ capability to solve all the given
questions with correct answers, and competition and communication represent relation
while playing Kahoot!. Thus, Kahoot! will increase ESL learners’ intrinsic motivation
to learn grammar which signifies long-lasting benefits for the learners in enhancing

their English.

1.7.1 Competence:

Competence addresses learners’ ability to interact efficiently in an engaging
atmosphere (Davies, Coleman and Babkes Stellino,2016, p.238). Thus, competence
reinforces the urge to accomplish challenging tasks despite boring, ordinary, and
insignificant activities. Briefly, in game-based learning context competence indicates
learners strive to show their proficiency in a specific task. This competency will help
the learners to seek acknowledgment for their mastery. Competence also
accommodates the expectations of outcome due to the completion of the challenging
task. Thus, game elements able to fulfill expectations such as points, level up instant

feedback that eventually meet competence.

1.7.2 Autonomy:

The prime psychological need is autonomy. Ryan et al. (2017) affirm
autonomy is defined by original behavior and action emerges from self-regulation.
This self-regulation leads the learners to be accountable for the completion of a given

task as it associates with intrinsic motivation. The accountability to complete the task
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gratified through game elements such as the avatar. Avatars are related to intrinsic
motivation because the player has the privilege to choose personalised icons that
resemble themselves or their group (Annetta,2010; Peng,Lin,Pfeifferand Winn,2012).
The appearance of avatar after each question incentive the player to win.Once their
autonomy 1is satisfied, learners shall gain the potential to demonstrate good
performance (Adie, Duda, Ntoumanis and Williams, 2016, pp 106-114), feel
psychologically well and construct an enduring form and maintain upscale social
relationships (Ryan et al, 2017). Besides, Jeno, Adachi, Grytnes, Vandvik, and Deci
(2019) declare volunteer participation of learners in a task tends to foster a higher level
of well-being. This is due to the involvement made on the learners' impulsive
regardless of the external force. Therefore, Self-determination theory asserts the
presence of autonomy predicts positive outcomes as learners would experience

freedom and independence in their learning.

1.7.3 Relatedness:

Relatedness implies a feeling of solidarity in the learning context since learners
are able to interact and stay connected (Ryan et al,2017). Relatedness fosters
motivation and describes the need for interpersonal relationships to remain in contact
with others. A sense of relatedness triggers through the players’ actions to determine
their group performance as encompassing in-game elements such as game elements
such as cooperation and competition which conceptualize interaction among group
member(Groh, 2012, p.31; Rigby and Ryan,2011, p.65).Shortly, individuals’
interaction with others plays a crucial role in nurturing intrinsic motivation by

gratifying the psychological needs.

The theory illustrated the three psychological needs explicitly concerning the
attainment of intrinsic motivation. Thus, the precise understanding of three intrinsic
psychological needs encourages ESL teachers to implement game-based student
activities. The game-based activities provoke learners to enhance their intrinsic
motivation that influences the effectiveness of their learning. However, empirical

research concerning the effect of gamification regarding the effects of psychological
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need satisfaction on intrinsic motivation is insufficient (Mekler et al, 2017; Seaborn
and Fels, 2015). Thus, the game elements prompt the researcher to turn up the model

of gamification in teaching grammar for ESL young learners.

1.8 Conceptual Framework

There is insufficient knowledge and explicit understanding on the underlying
motivational processes in teaching and learning in game-based student response
teaching. In order to entangle the complex process, the conceptual framework presents
as the lens for study. The conceptual framework namely a method framework and a
content framework is correlated to each other. A method framework illustrates an
explicit stage of pursuing this study straight down the line. Besides that, the content
framework also examines the relation among the variables. The content and method

framework as shown in Figure 1.2 has been used in the current research.

Ciroups Independent Variables Dependent
Variables
Experimental Using Game-Based
Group > Student Response
(Kahoot!) Intrinsic

Motivation

/ and Academic

Performance

Controlled Using Grammar
Group worksheet

Figure 1.2 Conceptual Framework

The developed conceptual framework of this probe comprises groups,
independent variables and dependent variables. The learners will be divided into an
experimental and controlled group respectively to clearly define the independent
variable. The independent variable for the experimental group comprises the inclusion
of Kahoot!, game-based student responses in teaching grammar. The implementation

of Kahoot! will realise learners’ autonomy with the game, relatedness by promoting
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cooperation among the learners can be executed in a gaming team and competence by
urging them to win and level up. The gamification elements in Kahoot! helps to attain
components of Self-Determination theory. relationships between all the above-

mentioned elements are depicted in the table below.

Table 1.1 Intrinsic motivation components and the gamification elements

Self-Determination Theory’s components Gamification Elements
(Deci and Ryan, 2000) (Bunchball,2010)
Autonomy Game
Relatedness Playing game with teams
Competence Win the game and level up

As opposed to a control group the researcher will employ traditional methods
such as role learning and drilling. Meanwhile, the dependent variables are the learners’
motivation and their grammar performance. This framework designates the
effectiveness of game-based student learning in teaching grammar for ESL young

learners.

1.9  Significance of the Study

According to Malaysian Education Blueprint, integration of technology in
education has set a trend that encourages the learners to learn grammar autonomously.
Nevertheless, inculcating intrinsic motivation guides the learners to strive for their
achievement. Therefore, the significance of this current study implies to teachers and

the ESL learners depicted in the subsequent section.

1.9.1 ESL Learners

The game-based student response stimulates the learner’s participation in

grammar lessons in a captivating 21st-century learning context. Kahoot! game in
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English language classrooms can aid to nurture positive attitudes, reinforce intrinsic
motivation level of learners, incite better perceptions and expectations of learners
towards English classrooms, healthy competition, enjoyable learning environment and
energetic interactive learners by governing the required targeted language (Medina and
Hurtado, 2017). Additionally, game-based learning also motivates ESL learners to
learn and practice grammar in a group and compete with each other learners to win
without monotonous activity. Kahoot! also will help the ESL learners to learn and
practice the grammar items which expand their grammatical knowledge.
Subsequently, this will help to increase their test score as supported by Ranieri,
Raftaghelli and Bruni (2018); Wang (2017a, b); Guardia, Del Olmo, Roa, and
Berlanga (2019) in their research. Therefore, this study would be prominent for the
ESL learners to reform their intrinsic motivation to lea rn grammar and enrich their

grammar performance.

1.9.2 ESL Teacher

Teachers can gauge new ideas and the variation of teaching and learning
strategies for grammar in ESL classrooms. Besides, this can give input for the other
English teachers to teach grammar dynamically with absence of boring lessons through
the practice of Kahoot! in the ESL classroom. This allows teachers to be creative and
enhances learners’ learning experiences as Kahoot! is a game-based platform that
encourages learners a sense of competing in real-time. Yapici and Karakoyum (2017)
acknowledged that teachers reported that Kahoot!! made their learning engaging and
upgraded their learning experiences. Furthermore, the switch to home-based learning
is a new ground in this current Covid pandemic. It causes ESL teachers to face
difficulties to impart English grammar in a fun mechanism. On that account, this study
could be a reference for future undertakings to teach grammar effectively through

online learning platforms
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1.9.3 Ministry of Education

In 2016, the Ministry of Education in Malaysia implemented the Common
European Framework of References (CEFR)-aligned school-based assessment (SBA)
in the Malaysian primary ESL classroom. Therefore, integrating Kahoot! in school-
based assessment helps teachers to chart the progress of students’ learning. Moreover,
teachers can trace learners’ progress with the scoreboard which will be recorded
automatically. This provides an opportunity for teachers to encourage self- assessment
that has been postulated by the CEFR aligned ESL curriculum for the development of
learner autonomy. Based on the above-mentioned points and on the urge to help
teachers supplement their knowledge on Kahoot! the Ministry of Education needs to
provide a training programe or workshop to ESL teachers. The training should provide
opportunities for teachers to venture into the Kahoot! application so ESL teachers can

lead their grammar lessons joyfully and improve cognitive results.

1.10  Scope of the Study

This study addresses Year 5 ESL learners from a primary school in Pasir
Gudang. The data also emphasize heterogeneous groups despite the gender. Besides,
this research will be executed for ten weeks to analyse the effectiveness of Kahoot! in
teaching grammar. The grammar content in this study is limited to the Year 5 grammar
learning standard as illuminated in Dokumen Standard Kurikulum Sekolah Rendah.
The topics chosen for the Kahoot! study is retrieved in reference to the initial study

conducted at the schools, from questionnaires responded by the students.

1.11 Limitation of Study

In general, this research will heed on the effectiveness of using a Game- based
Response System in Teaching Grammar for ESL young learners. One consideration
using Kahoot! In teaching, grammar is feasible and accessible to technology in the

schools that are used for real research. Particularly the issue of a wi-fi connection in
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school might preclude the learners’ response in selecting their answers. The unstable

internet connection might cause the learners not to play the game.

This research confines to learners in a single primary school and the number of
participants was restricted in the specific school. However, the sample size surpasses
the required minimum thirty samples in experimental and control group respectively
(Gay, Mills,and Airasian, 2012). Thus, the results of this study may exert influence on
the validity and generalizability of the outcome. Thus, the outcome of this study may

not generalize to all ESL young learners in Malaysia.

Moreover, this study focuses on relations between usage of Kahoot! in teaching
grammar and the learners’ academic performance. Therefore, a novel effect must be
considered when evaluating educational technology as it can misrepresent the results.
(Clark, 2015). A novelty effect is an ordinary circumstance where learners’
performance is initially enhanced when new technology is enacted not because of any
actual improvement in learning or achievement (Koivisto and Hamari,2014).

Therefore, Kahoot! has the potentialto impact the effectiveness of teaching grammar

1.12  Operational Definitions

The following parts are delved into the crucial operational definitions utilised

in this research.

1.12.1 Grammar

Crystal (2016) remarks that grammar is the study of how sentences are formed
to deliver the purpose meaningfully. It shows the structural basis of grammar enables
one to understand and employ it in a productive skill. There are eight parts of speech
namely noun, verb, pronoun, adjectives, conjunction and interjection. This study will

be conducted with part of speech verbs.
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1.12.2 English as Second Language

English as Second Language (ESL) is an abbreviation that refers to English as
Second Language. Nesamalar, Saratha and Teh (2001) remarks that a second language
is employed by a non-native speaker to effectuate certain ideas and purposes. This
means English is taught to the learners who have different mother tongues to learn and
practice English to communicate globally. For this study, ESL learners are from a
primary school in Pasir Gudang. All of them are non-native speakers where their

mother tongue is Malay.

1.12.3 Intrinsic Motivation

Intrinsic motivation is an individual's voluntary behavioral act to perform a
task based on internal desires or incentives (Ryan et al., 2020). In this current study,

the intrinsic motivation is identified through Self-Determination Theory.

The ESL young learner's degree of intrinsic motivation in this research is a
questionnaire and an interview with the experimental group. Six participants from the
experimental group who undergo the treatment with Kahoot! will select based on their
post-test scores such as high, medium, and low scores. Thus, two participants for each
category will be interviewed in order to examine their motivation level to learn

grammar using Kahoot!.

1.12.4 Gamification

Gamification is an approach that inculcates game elements such as scores,
leaderboard, leveling up in the non-gaming context (Deterding,Dixon, Khaled and
Nacke ,2011). For this research, Kahoot!, is incorporated during the grammar

classroom activities. In Kahoot!, game elements prevail in points, move on to the next
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level, and competition with teams enable them to meet the components of intrinsic

motivation.

1.12.5 Game-based Student Response System

The outgrowth of technology prompted Game-based Student Response
Systems (GBSR) to be activated. The GSRS is generating energy and commitment of
the learners by using gamification (Wang,2015). Consequently, it drives the learners’
motivation to learn. Apparently, Kahoot! chosen as a game-based response system for
this research to enable the grammar learning among ESL learners more enjoyable with
the aim of the novel approach would realign their concentration by learning grammar

through playing.

1.12.6 Kahoot!

Kahoot! is a game-based response which enables the teachers to create game-
based quizzes and assessments that can actuate with a PIN. Moreover, Kahoot!
encourage learners to select their preferred answer using digital devices (Johns, 2015).
Therefore, this study will share Kahoot! with different grammar questions to the ESL

young learners.

1.13 Summary of the chapter

This chapter scrutinizes the problem background, problem statement,
theoretical framework, and research questions, the rationale of the study and
limitations of the study. Lastly, the operational definitions also discussed in the study.
Precisely, the fundamental approach of this study is to explore the effectiveness of
using game-based student responses for ESL young learners in grammar teaching. This

is done through investigating learners’ motivation, and grammar performance.
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