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Abstract

This document presents the proposal of an action research project that examines the
impact of implementing a set of gamified activities with content related to self-awareness
construction to approach EFL skills as integrated. The participants of this project were
seventh-grade students between 11 and 13 years old from Lorencita Villegas De Santos
school in Bogot4, Colombia. The data collected through surveys, artifacts and field notes was
gathered during the pedagogical intervention of the pre-service teacher. Thus, three cycles of
intervention were designed for the proposal. In addition, through a triangulation process, the
findings were analyzed, leading to the formulation of conclusions, implications, and
limitations of the project. The results demonstrated the effectiveness of providing gamified
activities with content related to self-awareness construction to enhance language skills as
integrated in an EFL class.

Key words: Gamified activities, self-awareness, EFL skills as integrated.
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CHAPTER
CONTEXTUALIZATION AND RESEARCH PROBLEM
Context

This research was developed in the public female school Lorencita Villegas De Santos
located in the Gaitan neighborhood in the northwest of Bogota. The institution is close to two
important streets which are Calle 80 avenue and Carrera 30 avenue where there are
Transmilenio and Sitp stations. Therefore, there are multiple transportation options for
students to arrive there. In terms of socioeconomic status, the neighborhood belongs to
stratum 3, which indicates that residents live in average economic conditions. Moreover,
there are other public educational institutions such as Rafael Bernal Jimenez and Eduardo
Carranza school which with Lorencita Villegas de Santos are the most important of the zone.

The institution was founded on February 12th in 1962 by Rosa Maria Garcia and
Gonzalo Tobon; it started with a total of 110 students. Furthermore, the name of the school
refers to the civil leader and first lady Lorenza Villegas Restrepo. In addition, the school has
3 locations: primary school, high school and administrative headquarters. The high school
building has 3 floors and a soccer field, but it does not have a restaurant, hence students have
lunch in the classroom. Additionally, in 2016 the school got an average of 64,76 in the Icfes
test becoming one of the best feminine schools on the English area. However, the level of
English in the school started to decrease in 2017 but in 2023 it increased again. That is why
the intention of administrators has been to improve and keep a high position every year.

In relation to the population of the institution, the total number of students in 2024
was 625: 321 in primary school and 304 in high school. Furthermore, the institution only has
a single school shift that goes from 6:30 am to 2:00 pm. Moreover, they have 1 break of 40
minutes in the middle of the journey and 45 minutes to take lunch after the classes.
Additionally, it is important to mention that high school students have 4 hours of English
every week and use a platform to develop activities and practice their English as an
extracurricular activity.

It is relevant to highlight that according to the school 's official web page, the
Proyecto Educativo Institucional (PEI) is defined as: Educar en la vida y para la vida, con
calidad y proyeccion comunitaria. Therefore, it is centered on the education of girls as future
leaders that participate and act in society. In addition, the school mission is to train
intellectually competent, committed, ethical, creative, critical, autonomous, and knowledge-
building people, capable of structuring and developing life projects to grow, interact,

understand, transform and transcend positively in society. Moreover, in a democratic space,



it builds from the recognition of others, the other, and the different ways of being, feeling,
thinking and acting. With regards to the vision of the school, it sees itself in 2025 as a school
that is recognized for its high standards in the integral education of girls with a clear
projection that allows them to face the demands and challenges of a globalized world,

contributing to the construction of inclusive spaces and being women managers of peace.

Participants

This research project was conducted with a 7th grade group (702) which was
composed of 31 girls with an average age of 11 and 13 years old. In relation to the EFL class,
they had two classes every week; each one took two hours. Based on the survey applied to
students (See Appendix A) most of them resided in Salitre, 12 de Octubre, and San Fernando
neighborhoods which belong to the locality of Barrios Unidos. In terms of socioeconomic
status, most students came from stratum 3, indicating that they lived in average economic
conditions. Additionally, all participants had access to the internet, and they had at least one
electronic device in their homes.

It is important to highlight that, according to the survey, a single girl studied English
at an institute; hence most students only had an approach to the foreign language at school.
Additionally, in their free time they preferred doing different activities such as playing video
games, practicing some sports or browsing their social networks. Furthermore, most of them
mentioned practicing English through apps, series, films and books, this showed that they had
interest in studying the foreign language as an extra-school activity. Finally, in terms of
family composition some students lived only with their mothers or brothers, but the absence

of a father was the main aspect found in their family group.

Statement of the problem

Considering the diagnosis held during the first semester of 2024 which was carried
out through a survey, an entrance test, field notes, and observations in the class (See
appendices); it was possible to determine that most students experienced difficulties
communicating effectively in both spoken and written English, showing noticeable accuracy
issues. Moreover, they struggled to comprehend what was being said to them during different
interactions. According to the National Education Standards, students of seventh grade
should have A2.2 basic level and in compliance with the CEFR (Common European
Framework) learners with that language proficiency must be able to understand and produce

simple expressions and communicate personal information.



Furthermore, A2 English learners must have the capacity to describe characteristics of
people, objects, places, and express aspects of their daily routines. However, bearing in mind
the results of the entrance test (See Appendix E) and the observations held during the class,
students of 702 grade did not meet the requirements for that level. They faced challenges
expressing themselves when writing and speaking, showing limited vocabulary to structure
simple sentences, and had trouble understanding elementary reading and listening content.
Consequently, most of them could be classified at the Al proficiency level.

This problem might be caused due the fact that English was being conceived
primarily as an academic subject, where the focus was to achieve a final grade rather than
being recognized as a tool for effective communication and interpersonal relations.
Moreover, most of the activities addressed in the class were about completing activities of
textbooks with a lot of grammatical information and completing sentences that the teacher
wrote on the board. As a result, the environment of the class was not attractive for students,
causing many of them to become bored and easily distracted. This seemed to be affecting
their learning process, as learners lacked interest and motivation to participate in the class and
even to engage in learning the foreign language. In addition, it was evident the absence of
strategies and activities that allow learners to develop different skills in a communicative way
because they are working on these abilities separately rather than in an integrated and
contextualized way.

Additionally, EFL classes traditionally placed emphasis on the foreign language as an
end goal rather than as a means. Although the curriculum aimed for students to learn and
practice their English skills, they gave special attention to grammar aspects. Furthermore,
there was no interest in using the language to explore other topics that could be meaningful
for learners to approach in their daily lives. According to Sapir (1949), “Language is a guide
to social reality, it powerfully conditions all our thinking about social problems and
processes. The ‘real world’ is unconsciously largely built up on the language habits of the
group” (as mentioned in Kramsch, 2014, p. 32). Therefore, English as a foreign language
could be applied to develop students communicate competence but also to promote their self-
awareness. This is particularly relevant, as it allows them to acknowledge their own value as
individuals with a unique identity and as active members of society.

All in all, it is necessary to implement a proposal in which it could be possible to
apply different dynamics in the EFL class with the aim of providing students with spaces to
develop their language skills in an integrated, contextualized and attractive way.

Additionally, it is essential to promote a classroom environment that captures learners'



attention and encourages them to actively engage and interact in their learning process while
promoting a sense of self-awareness. Therefore, incorporating gamified activities in the EFL

class could be a proper alternative to address this challenge.

Rationale of the study

English has taken an important role in our society in the last few years. Nowadays, it
has become a necessary tool to travel, have more opportunities to work, study, and
communicate in general. Many countries, including Colombia, have determined that this
language is one of the most important subjects at schools and its teaching must be mandatory
in the educational system. Besides, the new generations live in a globalized world where the
relations between cultures from different countries are stronger every day. Furthermore,
English has become a universal language in that connected world since it is being spoken in
many places. Consequently, learning this language is not merely a privilege but an essential
competence for students of this generation, enabling effective communication with others.

In addition, one of the problems in the learning process of English is that most of the
time the activities carried out in class are not contextualized and addressed in an integrated
approach. In many cases, the components of grammar are presented in one way and those of
writing or speaking in another completely different (Hinkel, 2018). Hence, there is not an
appropriate connection in the development of skills in the target language. Moreover,
students are usually provided with exercises from textbooks and worksheets, which often fail
to stimulate interest during the learning process. As a result, learners struggle to find
motivation to become involved with it. Therefore, it is essential to implement alternative
strategies in the classroom that foster engagement and encourage students to actively use the
target language.

Additionally, the implementation of this pedagogical proposal is necessary for
different reasons. Firstly, it seeks to work on the abilities of the target language in an
integrated way. Furthermore, it is crucial as effective real-life communication in daily life
situations requires the simultaneous use of all four language skills: Listening, reading,
speaking and writing. By fostering this integration, students will be better prepared to engage
in meaningful interactions with other people (Pardede, 2020). Considering this, implementing
integrated skills in the EFL class enhances not only linguistic competence but also students’
confidence and motivation, creating a dynamic and attractive learning environment.

Secondly, applying gamification principles through different activities will be

essential for capturing students’ attention and motivating them to take an active role in their



learning processes. When teachers create a game environment in the class, students’
engagement and participation levels increase significantly (Topirceanu, 2017). Moreover, the
use of gamification in a non-technological manner demonstrates that there are diverse
alternatives to make language learning processes more appealing. As a result, by fostering
gamified activities in the EFL class it is possible to enhance learning experience, making it
more enjoyable and effective while promoting interest in the language acquisition process.
Ultimately, when teaching English as a foreign language, it is possible to address
different topics beyond grammatical structures. Thus, language learning can serve as a tool
for students to cultivate consciousness about themselves, the world and the environment
where they live. Based on this idea, the current proposal aimed to promote Self-awareness in
the EFL class. According to Khanukaeva (2020), “Self-awareness refers to a perspective of
oneself regarding beliefs, performance, behaviors, and evaluation” (p. 3). Therefore, fostering
self-awareness in the classroom enables students to recognize their role within a community
and their responsibilities as members of society. Furthermore, this proves that EFL class is

not only about teaching English but also about fostering personal growth and self-discovery.

Research question
What is the impact of using a set of gamified activities with content related to self-

awareness construction to approach EFL skills as integrated in seventh grade?

Objectives

General objective
To analyze the impact of using a set of gamified activities with content related to self-

awareness construction to approach EFL skills as integrated in seventh grade.

Specific objectives

To identify the role of a set of gamified activities with content related to self-
awareness construction to approach EFL skills as integrated.

To describe students’ responses towards the use of a set of gamified activities with

content related to self-awareness construction to approach EFL skills as integrated.
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CHAPTER II:
THEORETICAL FRAMEWORK AND LITERATURE REVIEW

In this chapter, the theoretical framework and the state of the art that support this
study are introduced. Firstly, in the state of the art some studies that are relevant because of
their relation to the objective of the current research are reviewed. Secondly, there is a
definition and characterization of the theoretical constructs that underpin the study:
Gamification in an EFL classroom, Gamification with EFL young learners, Integrated skills,

and Self-awareness construction in EFL class.

State of the art

This section presents a review of five national and international research projects that
study the influence of using gamified activities in an EFL class to enhance students’ level and
the importance of working on skills in an integrated way.

The first project to support this research is titled Improving Integrated Skills Through
Gamification In The EFL Classroom (Diaz, 2021). The objective of this work was to design a
pedagogical and didactic proposal by applying gamification principles and using the concept
of Role-play to improve students' integrated skills. The project was divided into three cycles.
In the first one, the idea was that students had a first approach to gamification concepts
through a brief explanation about them; in the second one, there was a focus on game
dynamics applying the characteristics of role-play; in the third one, students worked with the
four integrated skills through the dynamics of the game using technology as the main tool to
developed it. Finally, this proposal proved that the principles of gamification could be used to
improve students' integrated skills in an EFL class and motivate them to participate in
different challenges and activities.

The pedagogical proposal mentioned above is relevant to the current project because
it showed the implications of using gamification to enhance integrated skills in an EFL class
and its importance in the learning process of a foreign language. However, it differs from the
current project in different ways. First, this pedagogical proposal was an action research
study, intended for being implemented in the classroom to determine its validity. Second, it
looked for employing other dynamics different from role play. Third, it attempted to employ
face to face classroom strategies to follow the principles of gamification instead of only using
technology. Finally, the context of this project was different given that it was applied in a

female school in a seventh-grade class.
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The second project is titled Using rewards as a Gamification Strategy Inside The
English Classroom (Robles, 2019). The objective of this qualitative research was to design a
pedagogical proposal based on the use of rewards as a strategy of gamification to engage
students in the class. It was implemented for a period inside the classroom to verify if it
increased the level of students' motivation and engagement. The researcher divided students
into two groups, one being taught with the gamification strategy and the other one without it.
After the development of the project, the experimental group showed a better performance in
all the activities when they received a reward for their work. This proved that Gamification
creates a relaxed environment that helps increase students’ interest, motivation, performance,
and active participation in the class.

This research provided different elements that support the relevance of fostering
gamification in the EFL class and the importance of applying different strategies to engage
students. Nevertheless, Robles focused on the influence of using rewards to increase the level
of learners' motivation by dividing the class into control and experimentation groups. Hence,
not all the participants had the opportunity of being taught under gamification principles,
different from the current project which worked with all the participants. Moreover, it aimed
to prove the influence of gamified activities in the development of English skills as integrated
and not only to motivate students.

The third project is titled An evaluation of Cooperative Learning through Content
Gamification in EFL classes in Cundinamarca. (Carranza, Candil & Gomez, 2022). The
population of study was a group of 6th-grade students in a private school in Bogota. The
main objective of this research was to analyze the impact of content gamification in the
cooperative learning process and the way it contributes to overcoming social interaction and
confidence in students. Moreover, it is important to mention that content-gamified activities
allow learners acquire knowledge on their own and may supply them with the main skills in
the language. Furthermore, there were satisfactory results when performing cooperative
learning activities because each student had a role in a specific group, which motivated them
to be more participative and engaged in the class.

In addition, the results showed that this approach has a problem while working in
groups, which is that probably some learners would not want to participate. Moreover, it is
essential to consider the way they feel with different methodologies because it has an
influence on the students’ cognitive process. This research gave to the current project several
elements in relation to the relevance of different aspects of gamification in the learning of

English such as content learning. Nonetheless, it differed in relation to the approach
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implemented because researchers are determined to work only with cooperative learning.
However, this proposal looked for following tasks-based approach and content-based
language instruction for integrated skills, with the objective of taking the best elements of
each of them.

The fourth project that contributes to the development of this study is titled Gamifying
the EFL Classroom: Understanding the Power of the Gamification of Education (Garcia,
2020). This project was ethnographic research developed in the city of Puebla in Mexico. The
main objective was to analyze the effects of gamifying EFL classes in both teachers and
adolescent students, considering their experiences in the class and how the elements of games
could be effective in teaching and learning. The project showed that there were positive
results when following principles of gamification due to there was a significant improvement
in students’ writing skills, in teamwork because of the use of cooperative learning and in the
ability to concentrate on a task rather than on a final grade. Moreover, by using the principles
of gamification they felt more engaged and motivated in the class due to this dynamic, which
caught their attention and made them participate in an active way.

The project was relevant to the current research because it provided more elements in
relation to the benefits of applying gamification principles in the EFL class. It highlighted its
influence in the relation between learners, the improvement in writing skills and the change
of the perception about the importance of learning English. However, it focused on
understanding the experiences of both teachers and students, the relation between them and
how the design of a gamified class generates a comfortable environment for them. Finally,
the current project worked on the language skills as integrated instead of as separated,
different from the research that sought to develop only writing.

The last project is titled Treating you well: Boosting fellowship in an EFL
environment by means of gamification principles implementation (Riano, 2020). The main
objective of this proposal was to determine how the implementation of gamification
principles might foster fellowship in a non-gaming environment, identifying its role in the
strengthening of students relations and the impact of a well-founded relationship competence
upon the process of learning. The results showed that the implementation of gamification
principles allowed teachers to use a combination of technological, pedagogical and
methodological resources that will grant students the possibility to reflect upon Fellowship
competence and its implications when living in society.

Therefore, this project was relevant to the current proposal due to it explained the

impacts of implementing gamification in an EFL class in different contexts. This showed that
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it has effects not only on participants but also on other aspects of society such as community
and family. Eventually, this proposal had the objective to foster the connection between
students when they were involved in competitions, emphasizing the importance of
partnership at the same time they were learning English. Likewise, they could use appropriate

vocabulary when communicating with people in different circumstances.

Theoretical framework
The following paragraphs present the main constructs of this research based on theory
and through a literature review: Gamification in an EFL classroom, Gamification with EFL

young learners, Integrated skills, and Self-awareness construction in EFL class.

Gamification in the EFL class.

As stated by Kiryakova (2014), “Gamification is the use of game thinking,
approaches, and elements in a context different from the games. Using game mechanics
improves motivation and learning in formal and informal conditions” (p. 1). Accordingly, this
concept follows the principles of video games which are employed in different fields such as
economic, social, and educational. In addition, it refers to the application of these dynamics
in different environments that foster interaction and improve the relations between people
(Yaroshenko, 2022). Considering this, gamification is more than a strategy to promote spaces
following game principles, it also looks to enhance human relationships and build a sense of
community.

Regarding the main objective of this research, the notion of gamification is being
analyzed only in the academic field. Therefore, it is important to consider its relevance in
education in terms of motivation, interest, and engagement in the class. Likewise, it generates
an opportunity for students to practice the language in a different way from traditional
methods that foster them to solve tasks in various situations (Figueroa, 2015). It shows that
the use of gamification promotes spaces for learners to approach the language in an
interactive and attractive way. This is particularly important because it provides another
alternative to learn a foreign language. Besides, gamification generates a space in the
classroom which allows learners to interact, communicate in a natural way and improve their
social skills (O’Brien & Toms, 2008). In line with this, it is relevant to apply gamification
principles in the current research since it promotes the active participation of pupils in their

learning process while they improve their language skills in an integrated way.
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Bearing in mind what was previously stated, gamified activities in the EFL class
follow the main principles of gamification: dynamics, mechanics and components (Robson,
2015). Firstly, dynamics refer to the big picture of the gamified system, it could be an
emotion, narrative or progression that will drive students' engagement and motivation. In this
proposal, the dynamic applied was the narrative “Self-awareness construction in the EFL
class”, this was the background lead through this project. Secondly, the mechanics indicate
the actions that drive the action forward, it means, the processes that drive engagement and
shape learners’ behavior. For this study, challenges and rewards were applied to support the
main dynamic of the gamification system. Finally, components refer to the specific features
that represent the dynamics and mechanics to work accordingly, these are the specific
elements that students could interact with. For this project, levels and rules were applied, they
are the tangible elements that created an engaging and interactive experience in the gamified
system.

Furthermore, gamification was used in class to increase and foster motivation,
interaction and interest in the class. The fact of including rewards when students complete a
task stimulates them to be more participative and attentive in the development of different
activities that are not usually fun. Moreover, it seeks to involve learners in achieving an
objective and purpose, even those who do not usually participate (Marczewski, 2013). In this
way, generating a gamified environment in the class where students find a purpose to be
engaged and committed is useful for them to recognize their own process, enhance their
skills, learn to share the space with their classmates and be more involved. Consequently, the
activities used in a gamified class environment might have an important role in the learning
process of a foreign language.

The next figure represents the gamification principles applied in the current proposal.
They are organized into three categories: In the first one there are the dynamics, for this
proposal, it was the narrative “Self-awareness construction in the EFL class”. In the second
one, there are the mechanics that support and define how dynamics were used; they are:
challenges and rewards. Finally, in the last part of the pyramid there are the components; they
are in the last part because they contribute to the implementation of mechanics and dynamics.

For this proposal, levels and rules were the main components.
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Figure 1. Visual representation of Gamification in The EFL class
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Gamification with EFL young learners

The students in an EFL class have different particularities that are necessary to
consider when the principles of gamification are going to be applied as proposed by (Tuan,
2011). First, it is important to acknowledge that not all people learn in the same way and
time. In education, especially if it is related to young people, it is necessary to consider
different methodologies of teaching, given that children do not learn in the same way as
adults. Therefore, the implementation of a variety of dynamics in the class, above all if it is of
a foreign language, will be effective in the learning process of students. Second, lack of
attention and interest is one of the most evident problems in an EFL class. The methodologies
implemented are usually related to textbooks or work guides where the teacher is the center
of the class, and as a result, they lose the attention and get distracted easily. This is very
constant in young students' classes if the environment is not attractive for them. In summary,
learning style is a relevant component to consider when implementing strategies or dynamics
to promote when teaching a foreign language to young learners.

Additionally, there is another perspective in relation to the learning process of young
learners proposed by Cakir (2004). Firstly, it is easy to teach young learners if the
environment of the class is enjoyable for them. This can be obtained when pupils have more
participation and interact with others in an active way. Secondly, the application of physical
activities will promote a better understanding of the topic for students given the fact that they
could remember the information and understand its meaning. Thirdly, the application of
activities supported visually such as drawings, posters, colorful pictures or even toys will

allow them to process the information easily. Furthermore, young students learn better by
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seeing and doing what other people around them do. Consequently, the attitude of teachers
and their way of expressing and communicating information will influence their learning
process. In conclusion, those elements provide a vision about young learners that are very
relevant when implementing gamified activities in an EFL class.

Considering this, young learners need a dynamic and attractive learning environment
for them to feel more comfortable. As the population of study of the current proposal are
young English learners, it is necessary to apply activities in which they can use the foreign
language in a communicative way. Additionally, it could be relevant to foster a variety of
dynamics where they could practice the main skills (Listening, writing, speaking, and
reading) exploring different topics that are related to their daily lives and even their realities.
Therefore, they will use English not only to communicate with others but also to
acknowledge themselves and the world around them. This is an important element to explore
in young learners due to the fact they might go further with this knowledge at the same time

as they are growing up and recognizing their role in society.

Integrated skills

Integrated skills are considered as a learning approach that includes the four main
skills of language (writing, listening, reading and speaking). Its main objective is to generate
spaces where students can use them in different ways but not separately during the activities
of the class. According to Pardede (2020), “Integrated skills look to develop students'
communicative competence and their ability to use English to gain access to social,
vocational, educational, or professional opportunities” (p. 2). Considering this, fostering
integrated skills in an EFL class contributes not only to enhance students’ English proficiency
but also to promote the use of the language in communicative situations that reflect real-life
contexts. Hence, this approach enables interaction and fosters social relationships among
learners, enabling them to develop meaningful language skills and express themselves
effectively.

Furthermore, it is important to mention that there are two types of methodologies to
approach Integrated skills in EFL class: Content-based language instruction and Task based
instruction. In the first one, students enhance language skills while they are learning the
topics of different subjects. Besides, the content that is presented to learners seeks to foster a
process of communication while using the language, its complexity depends on the level of
each student (Cenoz, 2015). In the second one, the purpose of the class is to follow some

procedures to complete a task. In this approach, “the task is considered as a unit of analysis
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and emphasizes on meaning without any prior attention to forms. Thus, learners can use any
strategies to perform the task and achieve the task goal” (Willis and Willis, 2001 as
mentioned in Seyyedi, & Ismail, 2012, p. 2). In view of this, developing integrated skills in
an EFL class, learners can effectively use the foreign language in different communicative
situations, whether to explore content or complete a task.

In addition, content-based language instruction was applied when the dynamic of the
current gamification system was followed. As students were improving their skills in the
foreign language, they explored different topics related to self-awareness associated with
their daily lives and the reality of their socio-cultural contexts. Accordingly, this project
aimed to follow some principles of task-based approach as most of the gamified activities
were designed to engage students in accomplishing some tasks such as answering questions,
organizing words in a correct order and participating in role play scenarios.

Additionally, the Integrated skills approach has different advantages that shows its
effectiveness in the learning process suggested by (Rebecca, 2001). First, it approaches
learners to authentic use of the language in communicative circumstances of daily situations.
Second, it allows learners to be more natural and express their ideas in a spontaneous way
using English. Third, students can rapidly understand the complexity and richness of the
language used in the process of communication. Fourth, this approach proves to children that
English is more than just a subject to obtain a grade and it is useful for other aspects such as
interaction and socialization with others. Besides, teachers can be conscious of the learning
process of the class since they are enhancing all the skills. Ultimately, following gamification
principles, this approach helps students to be more involved, participative and engaged in the

class.

Self-awareness construction in an EFL class

The construction of self-awareness in an EFL class is an important element to
consider when self-identity recognition in students is approached for the first time. Thus,
“self-awareness involves an individual's assessment of their beliefs, values, internal mental
states, physiological reactions, personality characteristics, motives, behaviors, and how others
perceive them” (Carden 2022, as mentioned in Salimi & Najjarpour, 2023, p. 2). Based on
that, when students acknowledge the characteristics that represent them such as their likes,
attitudes, traditions and even in their physical appearance they can be more self-confident.

Therefore, they will have the security to accept themselves as they are without worrying
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about what other people could think about them. That is why it is necessary to generate
spaces where it could be possible to promote self-awareness since they are children.

Furthermore, English could be used to foster self-awareness construction in the class,
generating opportunities in which students can be aware of different aspects that characterize
themselves in an implicit way. Moreover, they can acknowledge that their own identity is
also related to their family, traditions and forefathers, features that should be respected and
appreciated. Therefore, they have an impact on their beliefs, behaviors and ways of acting in
different situations and in their daily lives. Through school, they can be able to recognize
these elements and understand their influence in their lives and how this can represent them
(Salimi & Najjarpour, 2023). Thus, they can also be able to perceive the people around them
and the space where they live, generating a sense of belonging not only in their school or
family but also as part of a community.

The development of self-awareness in the EFL class in this proposal considered
different aspects: Firstly, the way students recognize themselves, the characteristics that
represent them and make them unique, special and different from others. Therefore, they
could respect the differences between people around them. These components allow students
to consider the importance and the value that they have as human beings. Secondly, the
consciousness that they belong to a community where they share and interact with other
people; fostering a recognition of the value of being part of a social group such as the family,
school or group of friends and the necessity to follow and respect its rules and principles.
Finally, students can acknowledge that they are part of a society that has different cultures,
traditions, norms, ways of acting and being that should be respected and accepted.

Additionally, the foreign language could be used as a tool that allows students to
recognize all these aspects considering English as a means instead of an end. In the classroom
and through different activities such as listening recordings, watching videos and reading
different texts they can explore the sense of self-awareness in a dynamic way. Therefore, the
main components of the language such as phonetics, verb tenses and other grammatical
structures will not be the only topics to explore. This shows that the most important thing in
an EFL class is not necessarily to learn the main features of a foreign language but how
students can use it to communicate. Furthermore, it is relevant to highlight that the
development of self-awareness corresponds to the dynamic of this gamified system. Thus, all
the activities were designed to explore this topic.

Moreover, promoting self-awareness in the EFL class involves recognizing the

relevance of offering learners with several opportunities to develop skills that extend beyond
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the academic field and that contribute to their personal advancement. As stated by Banks
(2024), “One effective strategy is to cultivate self-awareness among students. Activities such
as journaling, mood tracking, or self-reflection exercises help students identify and
understand their emotions. Creating a classroom environment that encourages self-awareness
leads to better emotional regulation and academic engagement” (p. 1). In line with this, EFL
lessons can incorporate various strategies that enable learners to explore different aspects of
themselves, fostering both personal and emotional development while contributing to their
overall integral growth.

The next visual representation corresponds to a car which shows how the construct of
Gamification, that is the biggest gear, boosts and activates the other constructs to start the car
and make it move forward. In the context of this project, this interaction is reflected in the
development of Integrated skills within the classroom, the promotion of self-awareness as a
key topic to be explored, and the enhancement of EFL young learners’ learning processes.
Thus, the car symbolizes language as a means rather than an end, functioning as a vehicle to
achieve boarder goals beyond language acquisition itself. Ultimately, since this was an action
research project, its main purpose was to generate a transformation in the way students learn

English by stablishing connections between the constructs mentioned above.

Figure 2. Visual representation of the constructs of this proposal

CHAPTER 111
RESEARCH DESIGN
This chapter describes the research design that was used in this project. Moreover, it
presents a description of the research paradigm, the type of research, its characteristics, and
its importance in the proposal. Also, it shows the different instruments that were applied and

the procedures for data collection.
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Research paradigm

The research paradigm that was used in this project is qualitative research. According
to Merriam & Tisdell (2016) cited in Kamal (2019), “in conducting a study qualitatively,
researchers are concerned with identifying how people describe their own experiences, how
they construct their worlds, and what meaning they attribute to their experiences” (p. 2).
Using this paradigm, the researcher can get information about people in relation to their
feelings, behaviors, opinions and perception of reality. This allows the researcher to acquire
deeper information about the aspects that are being studied and provides more elements to
analyze in relation to the participants and the population of study. The current project uses a
qualitative paradigm because it seeks to describe a phenomenon which is the development of
language skills as integrated in a gamified environment considering students’ self-awareness,
attitudes, perceptions, abilities and experiences.

Besides, qualitative research is more subjective than objective, different from
quantitative research it entails a descriptive analysis instead of a numeric or measurable
process (Merriam, 2002). It is important to mention that there are four main features in
qualitative research. First, it seeks to understand the perceptions of people about their world
and the experiences they have had in certain situations. Second, the researcher is the main
instrument for data collection because of its facility of being responsive and adaptive which
contributes to the analysis, exploration and interpretation of the information. Third, the
process in this research paradigm is inductive, which means that it makes a generalization
based on the observation of facts or phenomenon of study. The hypothesis, concepts or
theories are built through the information collected. Finally, it is very descriptive due to the
instruments used such as field notes or interviews that allow the researcher to make a deeper

explanation about the context and the population.

Type of research

The type of research that framed this project is action research. Barcelona (2020)
states that, “Action research is a cyclical process that may be used to improve instructional
practice, assessment tools, and students' outcomes with focus on specific problems which
usually take place in the natural setting of a classroom, laboratory or school” (p. 1).
Therefore, it permits researchers to reflect on the educational practice to improve it. They
follow a procedure in accordance with a situation to implement positive changes considering

the context and the population in which it is developed. Hence, this current project was action
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research because it sought to act on a problem evidenced in a school, in this case, the need to
improve integrated skills in an English seventh grade class while fostering self-awareness.

Moreover, action research is a process that follows a cycle that repeats to improve
practice, acting in a context where researchers monitor the effects of each cycle and its
sequence (Tripp, 2005). This cycle is divided into different moments. First, the researcher
makes a process of observing the population and the context using different instruments such
as field notes. Second, there is a moment of reflection about the aspects evidenced in the
classroom to determine the main problem. Third, the researcher begins to design the proposal
to solve the problem or to improve the practice in relation to the class. Furthermore, the plan
is implemented in a specific context. Finally, there is a process of evaluating the effectiveness
of the proposal, recognizing positive and negative aspects to improve and consider for further
research.

All in all, through the development of this project all the steps mentioned previously
were followed with the aim of offering a suitable alternative for achieving the objectives of
the proposal. This was relevant since it permitted the researcher to have a clear idea about the
aspects to be implemented to act on the issue. Firstly, by observing students and gathering
data through surveys, field notes, an entrance exam, and recordings it was possible to
acknowledge the problem in the classroom to be solved. Secondly, by using this information
the plan of the proposal was designed and applied in the context, in this case, in the seventh-
grade class. Finally, through the information collected the results were evaluated to determine
if the objectives were accomplished. Moreover, the evidence demonstrated the effects of the
implementation and supported the changes that occurred in the class. All this process
contributed to the development of the proposal and to acknowledge its impact on the context

of study.

Data collection Instruments

In this project different instruments were used to provide validity and reliability to the
data analysis, within a triangulation process. Thus, triangulation is understood as a method
that helps the researcher to explore and explain the concept or ideas that are being
investigated, using a variety of perspectives to offer a balanced explanation to readers which
provides credibility of the data (Noble, 2019). In this study, surveys, interviews, an entrance
test, recordings and field notes were used. These instruments were necessary in the current

proposal as they allowed the researcher to have different data considering several participants
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and media where they were applied. Moreover, they provided a better overview of the
problems evidenced in the context and determined the most relevant findings to be analyzed.

Survey. A survey is a method of collecting data, it allows the researcher to have a
specific perspective about the information that is being analyzed. According to Taherdoots
(2021), “surveys are conducted to explore the populations' attitudes, the differences between
different populations' behavior and discover the possible changes over time by repeating them
in regular time intervals” (p. 25). This instrument is very important to gather information
when it comes to field data collection, especially in qualitative research. In this study, two
surveys were carried out. The first one, applied in the first semester of 2024, was used to
characterize the population of study in terms of socio-economic conditions, level of English
and personal attitudes in relation to the class (See Appendix A), and the second one was
conducted in the first semester of 2025, with the objective of evaluating the effectiveness of
the proposal and implement changes if necessary. (See appendix G).

Interview. The interview as a data collection instrument consists of a set of questions
drafted by an interviewer, in this case the researcher. Its objective is to collect information
about a person or a group of people through different questions. There are three types of
interviews in research: structured, semi-structured and unstructured; for this project a semi-
structured interview was applied. This kind of interview is organized in a set of open-ended
questions determined by the researcher with other questions that emerge from the dialogue
between interviewer and interviewee(s) (DiCicco-Bloom & Crabtree, 2006). It is different
from a survey in terms of the nature of its answers, since it provides qualitative data and
allows the researcher to make a subjective interpretation of it. The interview was applied to
the English teacher of the seventh grade with the aim of acknowledging her perspective about
the students’ learning processes and the class dynamics. Therefore, this information was used
to determine the specific problem of the population of study (See Appendix B).

Field notes. Field notes are a data collection tool that allows the researcher to have
specific information about the population based on the observation. It provides confidence,
precision and important aspects of the context to the research for the data analysis. It is an
instrument that contains descriptions and interpretations about the phenomenon that is being
studied and works as a tool that provides a deeper perspective about the main elements to
analyze (Van Gog, 2008). It also permits to identify the process of students, their attitudes,
behaviors and performance during the English class and it helps the researcher to identify the
research problem. Moreover, field notes were taken during the observation process to

determine the problem to be solved and during the implementation to acknowledge the
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changes while the proposal was being applied. Furthermore, they were completed in all the
sessions along the three cycles, following a format to register the relevant information of each
class. (See Appendix C).

Recordings. In qualitative research, recordings are an important instrument for data
collection, and presentation of data. It gives validity and confidence in the information that is
being presented (Penn-Edwards, 2004). It means that this instrument provides objectivity to
the proposal because it complements the process of observation and generates security in
terms of the details and specific elements of the information. The focus of this project was to
work on students' integrated skills while fostering self-awareness, that is why recordings were
very important because they gather oral interaction between the participants. By using this
instrument, it was possible to register the development and improvement of participants’
speaking skills during different class activities where they had to share their opinions and
perspectives about specific topics. In addition, the researcher wrote the transcription of all the
recordings gathered during the implementation process. (See appendix H).

Diagnostic test. Diagnostic tests in qualitative research allow teachers to recognize
students’ problems and needs in a specific subject. Using this instrument, it is easy to
acknowledge the aspects to work on in the classroom and determine objectives of study
(Esomonu, 2020). In this proposal, an entrance test was applied to identify the strengths and
weaknesses of the participants in the use of English. The type of questions used were
determined considering the level that learners should have in that grade based on the
curriculum of the school. The entrance test included the four language skills. (See Appendix
E).

Artifacts. According to Braida (2023), “artifacts are products resulting from actions
of making something from something else (...) every artifact is a product of an action that
takes something to perform a function or have a role in the course of an action”. In this sense,
artifacts may include drawings, texts or pictures taken during class (See annex 1). They are
relevant to the current proposal because they reflect the creations produced by the
participants during the development of the activities. Drawings, main maps, and written
pieces demonstrate how leaners used English to express their ideas and communicate in
different situations. Moreover, they enable the researcher to analyze the collected information

and verify if the objectives of the project were achieved or not.
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Data collection procedures

The data collection process of this research started on April 3rd, 2024, by sending the
consent form (See appendix D) to the participants’ parents to inform them about the project
and the treatment of the information collected during the development of this study, as well
as to ask for their formal permission to allow girls to participate. Subsequently, the
observation process started on April 10th of 2024. In every class a field note was completed
to register students' performance, attitudes and behaviors throughout the class (See Appendix
C). Likewise, during that period a survey was applied to students on April 15th of 2024
regarding their interests, contexts and their relationship with the target language (See
Appendix A). Moreover, the teacher’s interview was applied in April of 2024 to obtain
information about the population of study in relation to their skills and needs in the learning
process of the foreign language. (See Appendix B).

Additionally, the implementation of the cycles of the pedagogical proposal began on
August 27th of 2024 and concluded on May 28th of 2025. The intervention of the first cycle
was developed during the second semester of 2024, while the second one and the first part of
the third one were carried out in the first semester of 2025. Throughout this period, various
data collection instruments were employed to gather information for subsequent analysis.
Field notes, surveys, and recordings were collected across the three cycles as several

activities were conducted in the classes.

Ethical considerations

Bearing in mind that the participants in this study were underage, it was necessary to
send a consent form to the parents, as mentioned in the previous section, with the purpose of
obtaining their permission for each student. This allowed girls to be part of the current study
and permitted the researcher to use their information to support the project. Moreover, the
identities of learners were anonymous in the survey, and all their answers were kept
confidential. As well as in the entrance test, the researcher was the only person that reviewed
the information. Besides, some sessions were audio recorded and transcribed, and the

transcriptions were used only for academic purposes.

CHAPTER 1V
PEDAGOGICAL AND DIDACTIC PROPOSAL
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In this chapter, the pedagogical and didactic proposal will be presented. First, the
visions of curriculum, learning, language, and EFL classroom that support the instructional
design are defined. Furthermore, the instructional design and the cycles of implementation of

the current proposal are introduced.

Vision of curriculum

The concept of curriculum is usually related to the organization of topics and contents
that are established in a class, likewise it is understood as the program planification for a
specific subject of a school or university. Nevertheless, there are other social and cultural
elements that shape the curricular vision and influence its structure in terms of goals,
objectives and students’ learning process. Furthermore, the curriculum is designed according
to the philosophy, objectives and principles of education that seek adequate human
construction. Additionally, it provides a variety of learning activities and experiences in the
broadest possible way (Luke, Woods & Weir 2013). Following this idea, the curriculum in
this project could be categorized as a social construction that attempts to recognize students’
interests and needs in a specific context to structure the learning process. Therefore, self-

awareness could be explored as relevant content to be developed throughout EFL classes.

Vision of learning

The current proposal seeks to implement gamified activities with content related to
self-awareness construction to develop language skills as integrated. Subsequently, learning
is conceived as a process in which experience and interaction with other people in daily life
situations take a relevant role. In terms of the learning of a foreign language, context is a
relevant aspect to consider due to the way people relate to each other in certain circumstances
and influences the accuracy in the communication process (Reese, 2011). Accordingly, the
implementation of gamified activities in an EFL class where students can practice English
constantly while they enhance language skills as integrated, contributes to the effectiveness
of the learning development. Additionally, such activities help students become more aware
of their social roles, encouraging them to recognize their contexts and value as individuals, all

while they are actively using English.

Vision of language
The concept of language has been explored from different perspectives of analysis in

the social and cultural dimensions. In relation to the social component, language is more than
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a set of grammatical structures that people must follow to express an idea. In addition, the use
of the same language allows people to communicate in an effective way, this fosters the
integral construction of human beings (Romaine, 2000). Considering this, language could be
understood as a means of interaction in which people relate with each other. Consequently,
this concept is relevant to the current project due to it seek to implement gamified activities
with content related to self-awareness to develop language skills as integrated. Therefore, the
way students perceive themselves and society is a relevant component to consider in this
research. Furthermore, language and culture are two phenomena that cannot be separated,
they have a direct relation to the construction of people in society (Risager, 2005).
Accordingly, language is an elemental feature of culture due to it has been present in humans’

life for a long time and has determined the development of individuals in society.

Vision of classroom

Based on the main characteristics of this proposal that follows the principles of
gamification, the classroom is perceived as a safe environment that allows students to interact
with each other while they are playing and learning the foreign language. Likewise, it is
necessary to mention that gamified activities need an environment where students could
interact with others and use a variety of tools to improve their English level. Therefore,
learners can participate in different activities such as competitions, challenges, cooperative
work, and complete physical tasks in a dynamic way. As this pedagogical proposal does not
use technology, it is necessary to employ other alternatives for students to achieve specific
goals using tangible materials, the environment of the classroom is the perfect space for them
to do it. Additionally, Classroom allow not only teachers but also students to learn more
about people around them and recognize diversity in a specific context (Goethe, 2018). This
is very important for the current proposal since in the classroom students could become aware

not only of themselves but of the people around them.

Instructional design

The pedagogical intervention of this research project aimed to follow the principles of
gamification in the EFL class to promote the development of language skills as integrated
while fostering self-awareness. In accordance with these elements, each lesson plan (See
appendix F) designed for this project incorporated activities that engaged students in all four
language skills (reading, listening, speaking and writing). Therefore, the proposed tasks

included listening to audio recordings, watching videos, writing a variety of sentences to
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express ideas and participating in oral production tasks. Furthermore, each lesson plan was

structured around fundamental gamification principles such as rewards, challenges and

competitions. Moreover, all the lessons addressed topics related to self-awareness

construction, particularly the recognition of oneself as an individual and the sense of

belonging to a community and society.

In addition, it is necessary to highlight that this proposal was divided into three cycles

of implementation (See table 1). Each of them had the objective of providing more

participation of students in the classes through the gamified activities. To achieve this

purpose, first, students expressed characteristics of themselves and recognized the elements

that make them unique and different from others. Then, they acknowledge the importance of

teamwork and being part of a community such as family and school. Finally, they shared

information about the culture and traditions of their country. In each cycle there were

implemented one or more gamified activities in order that students could enhance integrated

skills in a dynamic and attractive way, reinforcing their role as humans, as part of a

community and of a country. Table 1 displays an overview of the pedagogical intervention

implemented in this proposal, considering the lesson plans per cycle, as well as the

corresponding objectives, suggested language according to the grade and the skills worked as

integrated.
Lesson Objectives Suggested Integrated skills
language and
expressions
Cycle 1: The | -My avatar: An -I am able to -I'live... [ have... |-Writing
awakening | attractive introduce myself and -Speaking
(Each lesson | presentation about | show the -This is my
has 2 me. characteristics that avatar, it is.......
sessions of 2 make me different
hours) and special.
-Who am I? [ want | -To recognize who I [ -My avatar has -Writing
to know what makes | am and share these powers. .. -Speaking
me different from different aspects of -Reading

others.

my life.

-To determine what
makes me special
and unique.

-My avatar is
tall...he/she is
shy...He she is
interesting.
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-What is my
objective? I want to
know the role I have
in this life.

-To learn about
different
professions/occupatio
ns that exist.

-To recognize the
role I have in my life.

-I want to be a
doctor.

-My avatar wants
to be an astronaut.

-Listening
-Speaking
-Reading

Data collection Instruments: Field notes, Survey 1, Recordings, Artifacts.

Cycle 2: The | -My team: Is It -To acknowledge the | -The elephant and | -Reading
fellowship necessary to work role I have in a team. | the monkey -Listening
(Each lesson with other people? | -To learn the worked together
5 2 SRS importance of because.......
of2 hours) teamwork. -The
advantages/disadv
antages of
working in a
group are....
-My school: A -To determine the -At school -Reading
second home. significance of students can, -Listening
school in my life. could, may, can’t | -Writing
-To identify the role |
have in my school. -My school is....
-The importance of | -To recognize the -My family -Reading
my family in my role [ have in my members are -Speaking
life. family. ... -Writing
-To identify different

kinds of families that
exist.

-My father is an
engineer ....

Data Collection Instruments: Field notes, Survey 2, Recordings, Artifacts.

Cycle 3: The

fusion
(Each lesson

has 2 sessions
of 2 hours)

-Let's learn more -To discover -My city is... -Reading
about the city where | different tourist -Speaking
I live. places in my city and | -We can find -Listening

its importance. different tourist

-To acknowledge all | places such as ...

that my city can offer

to me.
-What makes my -To recognize the -People there -Writing
country a special importance and the prefer to ... -Speaking
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place? value of the country

where I live. -In Colombia, it is

-To acknowledge normal ...

how culture builds

identity.
-The last level: -To learn about the -They used to .... | -Reading
Recognize elements | culture of my country | -We never.... -Listening
of my own culture [ and its influence in -At Christmas we | -Speaking
and its importance | my life. - -Writing
in my life. -We can find

different

Table 1. Pedagogical intervention proposal

Cycle I. The Awakening.

First, this cycle was named The awakening because its objective was to generate in
students a consciousness about themselves, fostering self-awareness construction in the EFL
class. Thus, the main purpose was to generate spaces for students to recognize different
elements that make them special, unique and different from others. They could reflect on
their role as human beings and the importance and value of themselves. This cycle had three
main lessons called: My avatar: An attractive presentation about me, Who am I?: I want to
know what makes me different from others, and What is my objective? I want to know the role
I have in this life. (See appendix F).

In the first lesson, students created their own avatars that represented them in each of
the classes. They had the opportunity to design them as they wanted, and then they made an
oral presentation introducing them to the class. They provided to their avatars some
characteristics such as powers, strengths, weaknesses, likes, and dislikes that made them
different and unique. In addition, students had the chance to ask their classmates some
questions related to the main characteristics of their avatars and the reason why they designed
them in that way. Finally, students voted for the best avatar in terms of creativity, originality
and how attractive each avatar was.

In the second lesson, students provided some information related to their avatars,
answering some questions such as: Does your avatar have a family? Where does your avatar
live? What can your avatar do with its powers? Does your avatar have an enemy? Why?
Moreover, they determined some similarities and differences between their own avatars and

those of their classmates. In this exercise they reflected about the importance of being unique,

30




special and the reason to respect the differences of others. They participated in some
activities such as watching a video about professions and their characteristics, reading a text
about the need to feel special, and playing a game using flashcards about this topic. Lastly,
they wrote the differences and similarities of their avatars and themselves to recognize their
own value as human beings.

In the third lesson, students learned about different jobs and professions that exist and
their importance in our society. They developed different activities such as listening to audio,
completing a crossword and playing a Bingo Game in which they practiced vocabulary about
this subject. In addition, they had the opportunity to write about the relevance of different
jobs in our lives and what could happen if they did not exist. These activities generated
spaces for students to think and reflect about the necessity of some specific roles that people
could have in their lives. Furthermore, they chose one profession for their avatars and through
a role play they could make the representation of a specific situation where that job was
evident. Finally, they had an opportunity to think about the importance of the profession that

they chose to their avatars.

Cycle I1. The Fellowship.

This cycle was called The Fellowship since its main objective was to generate
consciousness in students about the importance of belonging to a community and its
implications. It is relevant to mention that students recognized the necessity of relating and
sharing with other people around them in different environments such as school and home.
Based on that, this cycle was composed of three lessons called: My team: Is It good to work
with other people?, My school: A second home, and The importance of my family in my life.
In the first lesson, students learned about the importance of teamwork. As they are part of a
community it is necessary to know how to interact but above all, to respect others.

Additionally, they recognized the advantages and disadvantages of being part of a
team. In the second lesson plan, students thought about the influence and importance of their
schools in their lives. They recognized that being part of a school means fulfilling some rules
that are necessary not only for themselves but also for the people around them. Moreover,
through different activities such as videos, texts and oral activities they explored the
importance of school in their present and future. Finally, in the third lesson, students reflected
on the relevance of their family, its importance and value. They acknowledged the role of
each integrant and how they are an important component in the construction of their own

development as human beings.

31



Cycle II1. The fusion.

Finally, the last cycle was named The fusion because its main purpose was to build on
the elements students had explored in the previous cycles, fostering the development of self-
awareness, particularly regarding their role as part of a community that shares some traditions
and a culture. According to that, this cycle had three lessons called: Let's learn more about
the city where I live, What makes my country a special place?, and The last level: Recognize
elements of my own culture and its importance in my life. In the first lesson, students learned
about different tourist and popular places in their city. They acknowledged that each of them
has a story about the main features that represent them and that is related to their culture.

Additionally, in the second lesson, students acquired skills about the most important
and significant places in their country. Understanding that one country might have several
traditions and cultures that are different according to a specific territory, but all of them are
important, and for that reason we need to respect them. In the third lesson, students were able
to understand the impact and influence of the culture of their city and country, and its impact
on their lives and in the self-construction of human beings. The relevance of them as part of a
specific society and recognize the variety of them in different parts of the world. Finally, they
could recognize themselves based on all these elements that they have explored in all cycles

with the aim of fostering a sense of self-awareness.

CHAPTER V
DATA ANALYSIS AND FINDINGS

This chapter displays the procedures followed for the purpose of analyzing the data
collected through the research process of the current proposal. Additionally, it shows the

categories of analysis and its due explanation.

Procedures for Data Analysis

Firstly, it is essential to clarify that in the current proposal the grounded approach was
used for data analysis. This method permits us to interpret the data collected and discover the
emerging categories. Thus, the information collected systematically is organized to provide
an explanation of the phenomena or the problem identified in the field of study. Harris (2015)
states, “The term grounded theory reflects the way that the explanation or theory which

emerges from the research is grounded or justified by the data collected” (p. 3). Therefore,
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the categories of analysis appeared from data itself rather than from the researcher’s prior
assumptions. As a result, the main categories of this project were determined and defined
after gathering the data throughout the process of implementation.

Additionally, this project holds an emic perspective of analysis. This view entails the
researcher's active engagement with the participants and their sociocultural contexts,
considering the researcher’s role not only as an observer but also as a participant. This
immersion permits the investigator to accomplish a deeper description in the details of
observable actions or events that occur in the classroom (Chapman & Kinloch 2011). In this
regard, it was possible to capture the participants' perspectives, actions, and beliefs as
essential elements in both data collection and interpretation.

Moreover, it is relevant to highlight how the data collected was organized and
distributed during the implementation of this proposal. In the early stage, during semester
2024-1 the information obtained from the students’ diagnostic test, the students’ first
questionnaire, the teacher’s interview and the researcher’s field notes were organized into
different folders. Thereafter, the pertinent data collected in the semesters 2024-2 and 2025-1
was divided according to the different cycles of intervention. They were structured into folder
1: Cycle #1 The awakening, folder 2: Cycle #2 The fellowship, folder 3: Cycle #3 The fusion.
Each of them included the data and information collected along the implementation process
to be analyzed.

In addition, it is relevant to mention that the process used to gather and analyze the
information was inductive. Data analysis following an inductive process allows researchers to
identify codes to name what is happening to the data (Wuest, 2012). Therefore, this process
involves moving from specific observations to broader generalizations, enabling patterns and
themes to be constructed based on participants’ responses rather than preconceived
frameworks. Eventually, this approach facilitated the systematic organization of the collected
information and the establishment of different categories for subsequent analysis and
interpretation of the findings.

Ultimately, as the categories of analysis for this project research were stated based on
different instruments utilized during the implementation process, it was essential to organize
the most relevant findings using the strategy of coding and coloring. Therefore, classifying
and coding qualitative data permits us to capture, describe and organize clearly the
information that has been collected, reducing ambiguity and redundancy. (Seale, 2004).
Hence, to code the information adequately for further analysis, as previously highlighted, in

this proposal the data was organized in three folders, each of them corresponding to the three
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cycles of intervention. Furthermore, the data collected from the artifacts, recordings, surveys,
field notes, questionnaires and interviews was classified inside envelopes and allocated in the
corresponding section of the cycle.

Regarding the coloring strategy, this permits the researcher to assign and differentiate
categories by using different colors to distinguish them (Clarke & Costall, 2008).
Nonetheless, for this project research, this tool was used to underscore ideas, phrases,
concepts, terms, and topics that were repeated in the evidence collected. This process was
conducted in the following way: concerning interviews and questionnaires, red highlighter
was used to underline students’ opinions and points of view in reference to the development
of integrated skills in the EFL class, a green highlighter was implemented to select the
phrases in which students expressed their perspectives about the gamified activities
implemented during the classes. Concerning the artifacts and recordings, the fragments in
which pupils evidenced awareness about themselves and their communities expressing their

importance and value for them were highlighted with a blue color.

Categories of Analysis

The main objective of the current proposal was to analyze the impact of using a set of
gamified activities with content related to self-awareness construction to approach EFL skills
as integrated in seventh grade. Accordingly, the progress of students and the way they
developed the main language skills in the class, applying gamification principles and
exploring topics related to self-awareness construction were the main goals of this project
research. All in all, based on the analysis of the data collected different categories emerged,
and they were organized according to the objectives of this study.

The first category called, Gamified activities as a pedagogical strategy to foster
language skills as integrated, and the second category named, the assisting role of gamified
activities to construct self-awareness, both resulted in relation to the first specific objective
which was to identify the role of a set of gamified activities with content related to self-
awareness construction to approach EFL skills as integrated. The third category, titled
Influential factors in the implementation of gamified activities in the EFL classroom, was
developed regarding the second specific objective which was to describe students’ responses
towards the use of a set of gamified activities with content related to self-awareness
construction to approach EFL skills as integrated.

In this manner, for the first category, two subcategories emerged: Expressing myself

by speaking and writing and Understanding meaning by reading and listening, for the second

34



category, two subcategories were carried out: Establishing self-understanding of my value as
a human being and Cultivating a sense of belonging to a community; and finally, for the last
category, two subcategories were also formulated: Gamified activities: an enriching
experience to promote in the language process of a foreign language and Class arrangement
advantages and drawbacks.

With the aim of providing a comprehensive account on how the data was analyzed,

the following table shows the hierarchical organization of this information.

Table 2. Visual representation of the categories resulting from data analysis
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Category#1: Gamified activities as a pedagogical strategy to foster language skills as
integrated.

This category explains the assisting role that gamified activities had when helping
students to enhance the four English skills as integrated (listening, reading, writing, and
speaking). In broad terms, following gamification principles, pupils could participate in
different activities where it was necessary to utilize various language skills to complete the
task that was proposed to them. Moreover, according to Figueroa (2015) “Gamification
learning is basically new but its success in other disciplines made it adaptable to the
objectives towards the development of foreign language acquisition” (p. 33). Hence, data
showed that providing gamified activities in the EFL class was an appropriate strategy to
enhance students' English level and adjust the accomplishment of different tasks to be
achieved using language skills as integrated.

This proposal not only enhanced students’ acquisition of a foreign language,
integrating all abilities, but also provided meaningful opportunities for them to be immersed
in the context where it is used. In this regard, Pardede (2020) states, “integrated-skill
approach stresses that English is not just an object of academic interest, it becomes a real
means of interaction and sharing among people” (p. 8). Therefore, the importance of fostering
English skills in an integrated rather than in a separated way lies in the fact that students
approach language learning not as an end but as a means. Therefore, they can be able to
express their ideas, perspectives, understand meaning in real-life situations and participate in
communicative and meaningful contexts.

Thus, to display the data analysis considering the role of gamified activities when
fostering language skills as integrated, the following subcategories emerged: Expressing

myself by speaking and writing and understanding meaning by reading and listening.

Expressing myself by speaking and writing. This subcategory particularly focuses
on students’ advancements in speaking and writing production. In this regard, data evidenced
that the implementation of gamified activities throughout the classes contributed significantly
to the pupils’ learning process. Hence, when learners’ attention is directed towards
contextualized and specific tasks, it can enhance their linguistic knowledge and,
consequently, their language production (Gass & Varonis, 1994). Accordingly, the use of
diverse gamified activities within the EFL classroom permitted students to strengthen their

language skills when completing specific assignments. Moreover, by incorporating tasks with
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varying levels of difficulty, learners could practice constantly, which facilitated progress in

both speaking and writing production, as noted in the following excerpts:

T-Do you think it is important to respect the differences of other people?

S#1- Is important because we respect the difference of other peoples.... porque uh we live
tog...ether juntos, uhhh we are happy, and we live peace.

S#2 is important because we have right to be uhhh we want and other people not .... have
to attack we.

[Recording #3. First cycle: September 11th, 2024. Lines 1-5]

S#1 I think is important to have good relations in the classroom because this is a second
home and we share time with ..nuestros .. our friends and classmates.

S#2 Tambien...also to live in harmony... we have to respect the classmates if we want that
they respect we, working together and collabo...rating in all the activities we not have a

reason to fight it is the importance of respecting we classmates in the classroom.

[Recording #5. Second cycle: April 9th, 2025. Lines 2-7]

(.....) It seemed that learners felt more comfortable when speaking, considering the first
classes when they had to talk, some of them appeared nervous and made a few grammar
mistakes. However, in today's class they demonstrated more confidence in expressing
themselves, even though they had some pronunciation mistakes, they were able to delve

deeper into their ideas.
[Fiel note #16. Second cycle: March 12th, 2025. Lines 12-16]

The first two samples correspond to recordings taken in an activity in which learners
were divided into different groups and the first to answer a question related to the topics of
the class could obtain a start. Then, on the board they had to choose a chart with a hidden
statement and provide a positive or negative opinion about it, students from the other groups
gave points from 1 to 5 to their answers and the group with the highest score won. The
teacher addressed these gamified activities to motivate learners to participate in the classes
with the aim of obtaining a reward while practicing their speaking. Data illustrated that pupils
were able to construct short sentences. However, they had some pronunciation mistakes, they
sometimes used words in Spanish and demonstrated insecurity when talking.

Moreover, the previous fragments reflected the advancement that students had in their
speaking, particularly comparing their performance from the first to the second cycle. Data

proved that learners were able to delve deeper into the ideas and perspectives they have about
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different topics instead of just giving a simple answer. Additionally, fostering these activities
they had the opportunity to talk about subjects associated with their contexts, for instance, the
importance of respecting their partners in the class and accepting other’s differences. As these
topics were closer to their realities, contexts, and experiences they expressed their ideas with
greater assurance.

Furthermore, the tasks proposed in each activity encouraged students to actively
engage in the classes, both by obtaining a reward and by assuming a more participative role.
As the class environment provided pupils with the space to express their opinions, most
learners felt more confident in stating their points and developing them. Additionally, they
had the opportunity to start speaking in little groups and then to the whole class. This helped
them to lose the fear of talking in front of many people. Likewise, they could be more fluent
and were able to construct more phrases, even though they keep some grammar and
pronunciation mistakes, there was progress in their performance when speaking as it could be

proved in the next fragment:

S#1 Family 1s important for we lives because parents give money, love and education. We
can share special moments, live together and we help, without parent we be alone and sad.
For that is important for children to have a family, we have to value and respect them.

S#2 S#2 Is important necessary because if we, if humans not have family they be alone and
they dont have love, parents give all of that for that they are important in humans lifes.

[Recording #8. Second cycle: March 26th, 2025. Lines 1-4]

The previous recording was collected in the last gamified activity of the second cycle
in which pupils were guessing who was the classmate of her group that was talking, they had
to provide their perspectives about the importance of the family in humans’ lives. As
evidenced in data collected, learners kept having problems following grammar rules but
comparing their performance during the first cycle, at this point they were able to speak with
greater clarity and fluency.

Regarding writing, data demonstrated an advancement not only in the amount of
information provided by learners but also the way they develop ideas and their English level,

as might be appreciated in the next pieces of evidence:
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[Artifact #3. First cycle. September 4th, 2024. Student#8.]

[Artifact #4. Second cycle. April 23th, 2025.
Group#3.]

[Artifact #6. Second cycle. May 21st, 2025.
Group#1.]

(...) During the activity, some students asked questions about vocabulary, but most of them
did not require support with grammar. After reviewing their texts, it is evident that they are
now able to structure sentences with specific ideas and connect them in a coherent way. This
demonstrates noticeable progress in their writing. Nevertheless, they still need to continue

practicing in order to strengthen these skills.

[Fiel note #18. Second cycle: May 21st, 2025. Lines 14-17]
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The preceding section exhibited some activities students developed while practicing
their writing. In the first sample, corresponding to an artifact taken in an activity from the
first cycle in which they had to complete a format to answer some questions related to the
facts about the avatar they designed in the class, most of them only wrote short sentences and
specific words without details and with grammar inaccuracies. For instance, “help people, is
so hero”. In the next assignment, pertaining to the second cycle, they had to propose some
rules for their imaginary schools in different phrases to win a start for the most creative idea.
In this activity, they were able to construct longer sentences following grammatical structures
properly. Finally, in the last section of the second cycle, the first group in connecting
different ideas and wrote a short paragraph exploring the topic of the importance of school in
society won coins. In this assignment, pupils demonstrated an improvement not only
structuring ideas but integrating them in a short paragraph.

Furthermore, these excerpts illustrated the advancements learners achieved in their
writing performance when completing tasks throughout gamified activities. Data revealed
that learners primarily constructed short sentences without following the proper structure of
simple present sentences. Nevertheless, they had continuous opportunities to practice and
engage in varying writing activities following gamification principles while addressing topics
where they could share interesting facts about themselves. Therefore, they were able to
formulate longer and more sentences, demonstrating consistent use of grammar and
vocabulary. Additionally, the teacher provided constant feedback, highlighting aspects that
required adjustment or correction, which contributed to the improvement of their written
production. Although pupils had some grammar inaccuracies, by the end of the second cycle
they could compose short and coherent paragraphs, exploring specific topics, following
correct structures, and effectively developing their ideas.

Ultimately, the information collected revealed that when implementing continuous
activities where learners practiced their writing and speaking constantly and in an attractive
way for them, they could be aware of significant progress in their learning processes. These

appreciations might be seen in the following part of the second survey:

8. ¢Cualcrees que fue la habilidad en la que mas mejoraste? ;Por qué?

%o\(x{‘mA Ol oxn i gugr % Quecho bl
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[Survey #2. Second cycle. May 28th, 2025. Student#12.]

8. ¢Cualcrees que fue la habilidad en la que mas mejoraste? ;Por qué?
\d "W ewy eon SO O SSerrEe aRe
E=l0) Cka(V % D(K‘)nmnr facrosn

[Survey #2. Second cycle. May 28th, 2025. Student#19.]

These excerpts showed students’ responses collected in the second survey addressed
to them with the objective of recognizing their perspectives and opinions about their own
progress in their writing and speaking when promoting gamified activities. Data proved that

most students felt they had significant advancement in these skills.

Understanding meaning by reading and listening. This subcategory presents data
collected concerning learners’ advancements in their reading and listening skills when
providing a set of gamified activities in the EFL class. Data showed that learning a foreign
language not only enables students to communicate but also allows them to interpret and
construct meaning behind what they are engaging with. In this respect, comprehension is
necessary for learning processes as it provides bases of construction, reconstruction and
changes of understanding (Zapata, 2024). Therefore, by practicing constant listening and
reading actively by the gamified activities, learners not only enhance their English skills but
also can acquire knowledge and delve into the topics they were exploring.

On the one hand, the next pieces of evidence displayed some examples of the progress
learners had in their reading comprehension through the implementation of the cycles of

intervention:
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What Make® Us Unique?

magine 3 workd where everyone looked, thought, and acted the same. i would be
pretty baring, right? Thankfuly, we all have diferent qualities that make 1= special
and unique! But what exaclly makes each of us diferent? Lefs explore!

1. Our Locks

One of the first things people natice abaut us i how we g 1 _ﬁ ‘—_

Iock. Some of us are tal. some short. We all have

S—— 2282
different skin tones, hair colors, and eye shapes. These
o=, , and eye shape:

difierences make us speciall Even our fingerprints are

unique—no one else in the workd has the same ﬁ ’ z ﬁ
———

fngerprints as you.

2. Qur Parsonality

Same of us are talkafive and lave being

‘ ‘? T st il koo v
time &2 Brink and rale. Sorme pecpls e very
adventurous, ahways lookng for new tings o
iry, while aihers fke sticking 1o what= farmiiar.

Our personalities—whether we are shy, funny,
serious, or energetic—make us one of a kind.

3. Our Talents and Interests.

Each of us has different talents. Maybe you're
great f sparts, drawing, playing an instrument,
ar soling puzzes. We also have diferert
hokibies that make us hapey. Whether its
reading. dancing, coaking, or gaming, what we
lave: f0 do helps shape who we are.

[Artifact #8. First cycle. October 23rd, 2024. Student #8.]

(...) On the other hand, during the writing activity, students were asked to express the main

the passage instead of formulating the idea in their own words. This shows that they still

struggle to identify and clearly state the central point of a text.

idea of the text they had read. However, some of them simply copied sentences directly from

[Fiel note #11. First cycle: October 23rd, 2024. Lines 8-12]
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[Artifact #5. Second cycle. May 7th. Student#3.]

The first data sample corresponds to an artifact derived from an activity in which
students had to read a short text and write the main idea of it in short pieces of paper that
were given to their classmates to obtain a start. Nevertheless, as stated in the field note, they
only copied the titles of the main sections and combined them in a sentence without
indicating the main idea by themselves. This showed that in the first cycle, pupils could not
determine the sense of a text and consequently its meaning. In addition, in the second sample
corresponding to an artifact obtained during a reading activity developed in the second cycle,
data proved that pupils could state that the lesson of the story they read was that when people
work in a group it is more effective than individually. This demonstrates their capacity to
answer comprehension questions, developing their ideas according to the information
provided and understanding the content they were reading.

Moreover, the next evidence illustrated pupils’ reading progress in an activity where

they had to present their opinions based on a text:

ne importance of 2ohoci in 2oolety

S#1 Humm schools is important for lives

Learning and Growth

Bullding & Community

<

Ny sy

[Artifact #7. Second cycle. May 21st, 2025.
Group#3.]

because we can share with our friends, learn
about many things of life uhhh and explore

many things of science and things in general.

S#2 1... we consider that schools is important
in... building aaa community because we
study with others girls in the same class and

we learn to ... to respect others.

[Recording #8. Second cycle: March 26th,
2025. Lines 1-4]

These pieces of data revealed the capacity of students giving an opinion based on the

information provided by a text. In this sample, corresponding to an artifact produced as part
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of an activity in which learners read about the importance of school in society, some of them
expressed their agreement about the fact that school brings benefits for their education.
Moreover, they highlighted that it contributes to their social lives and permits them to learn
about different things of life in general. Consequently, they demonstrated the ability to
understand the content of the text and take a position about it. Ultimately, it is relevant to
state that this evidence proved the advancement learners had in their reading, considering
their performance from the first to the second cycle. As well, data revealed that gamified
activities motivated learners to give better and longer answers with the objective of
advancing to the next level.

On the other hand, considering the listening comprehension, data revealed a
significant advancement in learners' ability to understand different recordings and watching

videos as can be seen below:

(...) During the development of this activity, learners show to have adequate listening
comprehension. They proved to be able to understand most of the recording, however they
experienced difficulties following connecting speech and recognizing certain vocabulary due
to its pronunciation.

[Fiel note #12. First cycle: May 8th, 2024. Lines 11-14]

':doh&‘o)aﬂukjl\encc i
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[Artifact #9. May 21st, 2025. First cycle. Student #11]

This artifact is the result of an exercise in which students listened to a recording about
the description of different professions. They were provided with several images of each job,

and they had to organize them in the order they were presented. In addition, they had to write
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each description on a piece of paper according to the information given. Data revealed that
most learners were able to provide a brief description of each profession based on the audio
and organize the images in the corresponding order. Here below are some excerpts that

showed learners’ progress in this skill:

[Artifact #8. Second cycle. May 7th, 2025. Group | [Artifact #9. Second cycle. May 21st, 2025.
#4] Group # 3]

The first sample is an artifact collected in a session in which pupils watched a video
about the importance of teamwork. The challenge was to understand it without subtitles, and
they had to complete some comprehension questions. Data demonstrated that learners could
understand the idea of the video and provide answers according to the information given. For
instance, they expressed that one of the benefits of teamwork is that it makes difficult tasks
easier and people can achieve specific goals if they work together. Additionally, in the second
sample, data showed that students could recognize most of the words that they listened to
from an audio, writing them properly and using them in context.

In accordance with that, it is possible to state that learners had an advancement in
their listening during the development of this proposal. According to data, in the first cycle
pupils could understand most of the content of a recording and provide more information

about it. As the gamified activities of those assignments were designed for learners to expand
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their ideas more and advance to the next level, most of them were motivated to achieve this
objective. Additionally, in the activities of the second cycle, they could answer
comprehension questions and take a position based on the topic. This demonstrated their
capacity not only to listen to information but comprehend and explore its content.

Finally, as students were immersed in a gamified environment, they were encouraged
to enhance their language skills. This claim could be supported by the next fragments that

displayed students' responses related to their own progress in both reading and listening:

i - N .
8. (Cudly i joraste? ;Por qué?
g B, Wsmqfuelahab:lldadenlaquemésmejoraste  ¢Por qu
B Escocnav, entendey  ¢oandp Noblan |

Kk P
Y

-

[Survey #2. Second cycle. May 28th, 2025. Student#12.]

8. ¢Cual crees que fue la habilidaa en la que mas mejorastg? ¢Por qué?
La {e(-_LumL,, Seviiaue pode entender mgs
C0SaS .

[Survey #2. Second cycle. May 28th, 2025. Student#12.]

These fragments above belonged to learners’ answers collected in the second survey
where some of them expressed that their listening or reading was the English skill which they
improved the most. In the same way, they highlighted the fact of understanding more content

at the end of this proposal.

Category# 2: The assisting role of gamified activities to construct self-awareness.

This category presents the assisting role of gamified activities to construct self-
awareness in the EFL class. This, regarding all the assignments and tasks learners completed,
data showed that gamified activities permitted pupils to recognize the value of themselves as
human beings and the relevance of belonging to a community. Moreover, during the
implementation of this proposal students had the opportunity to explore different aspects of
their own lives, personalities and realities while developing English skills in an attractive
way. Additionally, providing gamified activities with deep content during the whole sessions
encouraged learners to be engaged and actively participate, giving the opportunity for every

student to share their experiences, perspectives and opinions related to the topic of the class.
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According to Kim and Takeuchi (2020), “the development of self-awareness is an

important issue in any society, because it is relevant to individuals’ subjective well-being. A

lack of self-awareness, which is caused by various factors, often results in a reduced quality

of life” (p. 6). In agreement with this idea, data proved that the importance of exploring self-

awareness in the English class is valuable because it enables learners to reflect about their

own lives, appreciate their identity and recognize what surrounds them. In addition, this

permits them to use English as a vehicle for personal growth rather than an academic subject

to obtain a grade.

Thus, to display the data analysis considering the assisting role of gamified activities

to construct self-awareness, the following subcategories emerged: Establishing self-

understanding of my value as a human being and Cultivating a sense of belonging to a

community.

Establishing self-understanding of my value as a human being. This subcategory

presents the findings related to the reflection students made regarding their own personalities,

likes, dislikes and attitudes that construct their identities. This to acknowledge the importance

and the value they have as human beings. Therefore, when learners are aware of their own

identities, behaviors and contexts it is possible to promote the ability of recognizing and

respecting those of others (Zacharias, 2010). Considering this, when pupils understand their

own value as humans it is possible to foster a sense of mutual respect within their social

environment, particularly, with their classmates. Eventually, the information gathered

revealed students engaged in self-reflection, as evidenced in the following excerpts:
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[Artifact #3. First cycle. September 4th, 2024.
Student #7]

[Artifact #4. First cycle. September 4th, 2024.
Student #18]

is poor

S#1 My avatar has the power of be invisible hummm and he can travel to all the places
that he want hummm also, he are... he is fast an can visit many places. He help people that

[Recording #1. First cycle. September 4th, 2024. Student #1]

These pieces of evidence correspond to artifacts that derived from the first gamified

activity of this proposal in which students designed an avatar that represented them in the

development of some assignments during the first sessions. The idea was that pupils provided

them with some qualities such as powers, strengths, weaknesses, likes and dislikes that

constructed their personalities. In addition, they were completely free to create their

characters as they wanted. Thereafter, in the last part of the activity, they had the opportunity

to introduce them to their classmates and ask some questions about them. Subsequently,

pupils further explored the features and interesting information of their avatars with the aim

of reflecting on themselves, as can be seen here below:

I AP e S e
b ¢ %’ Facts about my avatar & fP,,,aa_uw
[ Does your avatar have f‘"“'y? Who are N’l"“ 1 “’“", L(LL\UJC he doeon't i bse
ﬂ\cy? 1o hve {o\?‘“ur
®
Where does your avatar live? Me lve v Yhe adorn, maes gud
@ wice Loy
What can your avatar do with its Use yovr poses b onquer the
> @ vn et
Does your avatar have an enemy? Why? (%7 ¢y 15 Conny~2907 Since e
@ pee veats we frow cmquering fhe
Ui Ve
[Artifact #5. First cycle. September 4th, 2024.
Student #7]

[Artifact #7. First cycle. September 11th, 2024.

he o't k’m»ow \o A\a\maura\\ b P“‘?\
well

He » o afye Vo ad T am a‘@:‘w\
Lot o) s ”,,(.‘d pccesion™

Student #7]

(...) During the development of this activity where students share the similarities and
differences between them and their avatars, they could recognize the features that distinguish
them from others and acknowledge the importance of valuing their own identities.
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[Fiel note #14. First cycle: September 11th, 2024. Lines 7-9]

The previous samples correspond to artifacts collected in some activities conducted
after pupils designed their avatars. In the first one, students provided personal information
and interesting facts about their characters. In the second one, they determined similarities
and differences between them and their avatars, focusing on aspects such as personalities,
abilities, preferences and behaviors. In view of that, these activities enabled learners to
engage in self-exploration and the main features that represent them while fostering a sense
of uniqueness. Hence, designing an avatar was an opportunity for them to reflect on the traits
that characterize them and makes them feel different from others. In addition, some of the
more reserved learners were able to use the avatar as a medium to express their real selves
without exposing their identities or feeling embarrassed about that.

Additionally, students could recognize the diversity of personalities, attitudes and
behaviors among people, and the importance of accepting and respecting such differences as
a fundamental component of being human. The previous statement can be seen in the next

fragments:

[Artifact #10. Second cycle. May 7th, 2025. Student #7]

S#1 I have some behaviours and uhhhh attitudes but ... I... I respect them and I want that
other peoples respect my attitudes .. to live good an in peace.

[Recording #4. First cycle. September 18th, 2024. Student #7]

[Artifact #12. Second cycle. May 14th, 2025. Student #11]
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The first and second samples showed artifacts obtained from different exercises in
which students expressed their opinions about the importance of respecting others. During
some activities, they had to share their perspectives about this topic to provide points to their
groups. Data suggested that learners perceived mutual respect as essential given that we live
in a diverse world where people possess distinct identities that must be acknowledged and
respected to foster harmony. Moreover, in the third sample, pupils read a short story about
discrimination at school, they had to state the lesson of the text. In addition, data illustrated
that students recognized the idea that, as human beings, we are not perfect and, consequently,
we should not judge other people. Furthermore, they emphasized that everybody has a
purpose in life and a significant value.

Ultimately, these excerpts demonstrated that when learners acknowledged their worth
as humans regarding the construction of their own identity, they simultaneously developed an
awareness of others’ value and the importance of respecting them. Additionally, when
learners explored their own qualities, flaws, and different elements that contribute to the
construction of their identities, they were encouraged to reflect on themselves and the value
they have.

Cultivating a sense of belonging to a community. This subcategory displays
findings about the reflection pupils made considering the significance of being part of a
community. This, to acknowledge the importance of living in society and building
relationships with those that surround them. Additionally, when fostering a sense of
collectiveness, learners appreciate being part of a group while they acknowledge community
benefits for human growth and progress (Trofymenko, 2000). In this sense, when learners
reflect on the importance of living in society, they might become aware that other people
contribute to the construction of their own identities. Likewise, the data collected
demonstrated that students explored the relevance of belonging to social environments that
are closer to them, particularly their school and friendship groups. These insights are

1llustrated below:
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[Artifact #14. Second cycle. May 14th, 2025. [Artifact #15. Second cycle. May 21st, 2025.
Student #9] Student #14]

These fragments derived from artifacts obtained during two activities in which
students reflected about the role of school in their lives. In the first sample, learners wrote a
short paragraph where they had to provide their opinions about the importance of school for
them, they had to defend their ideas to not lose a star. During the development of this
exercise, most students were not completely sure about how to formulate their answers.
Hence, they asked the teacher to give them some suggestions for guiding him. Consequently,
they started to articulate their ideas and share some experiences they had in their school and
how it has had an influence on their lives. For instance, they expressed that teachers help
them to learn different things while they build friendship, enjoy time with their classmates,
and explore different values.

In the second sample, pupils participated in a funny competition for the best poem
dedicated to their school. Most of them expressed admiration and gratitude for everything
they have learnt and lived with their classmates. Then, they read it in front of the whole class
with a poetic and romantic tone, this generated an attractive and funny environment for them
while expressing their feelings towards their school. Furthermore, the next pieces of evidence
illustrated learners’ responses regarding the importance of school not only for their lives but

for society in general and how it constructs a sense of community:
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[Artifact #10. First cycle. May 25th, 2024. Student #18]

S#1 uhh schools is important for lives because we can share with our friends, learn about
many things of life uhhh and explore many things of science and ...things in general.
S#2 1... we consider that schools is important in.. building aaa community because we
study with others girls in the aaa misma-same class and we learn to ... to respect others.

[Recording #9. Second cycle. May 21st, 2025. Student #12]

In the first sample, corresponding to an artifact collected in an activity in which pupils
had to write a sentence describing what school represents for them, some learners used
adjectives such as incredible, great and funny to describe it. In the second sample belonged to
a recording obtained in an activity where learners expressed their opinions about the
relevance of the school for them. The data gathered demonstrated that students acknowledged
the importance of school for building a community given that it permits them to interact with
other people and learn to live in society. Considering that, it is important to mention that data
collected showed the process through which students reflected on the significance school has
held in their lives. In addition, throughout the gamified activities, they felt encouraged to
complete the tasks assigned to the sessions.

Thus, students could write a text providing their opinions about their school and its
relevance for their lives. Additionally, they could acknowledge its role not only for their
academic progress but also for their personal growth. As well, they recognized the relevance
of sharing the classroom with contemporaries and developed some values such as
responsibility and respect among people. Eventually, the activity of the poem permitted them
to appreciate special moments, learnings obtained, and relationships they have settled in the
classroom. All in all, learners recognized the relevance of being part of a school,
understanding its influence on their personal and social lives.

Moreover, during the gamified activities students explored the relevance of teamwork
for cultivating a sense of belonging to a community. This concept was addressed to
understand the necessity of learning to interact with other people while living in society. This

assertion is illustrated in the next excerpts:
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S#1 We say together that teamwork is an exclusive for the team Doreen. And teamwork
team is essential for staying in connection.

S#2 Maybe when there is a group, in that case all of the people have to participate because
it's a grade, it's a grade all of the group.

S#3 Because I better work with others together, when I am in a group.

[Recording #10. Second cycle. May 7th, 2025. Student #21]

[Artifact #16. Second cycle. May 7th, 2025. Student #13]

[Artifact #17. Second cycle. May 7th, 2025. Student #17]

The samples above correspond to artifacts collected in activities in which pupils were
provided with different stories and scenarios about bad teamwork and how this affected all
the members of the group. Then, they reflected on these situations and shared their
perspectives on how to handle situations where it is necessary to manage collaboration and
set aside differences to obtain a common goal. Additionally, they expressed that teamwork is
more beneficial than working individually, since building positive relationships helps people
to achieve specific goals. Moreover, they underlined the need for clear communication and
mutual respect in a successful work group.

These pieces of evidence demonstrated that learners acknowledged the importance of
teamwork. Through different gamified activities in which students had to work together to
complete a task, they had to reinforce different skills such as cooperation, communication
and connection with their peers to achieve their objectives. Ultimately, they were asked to

apply these principles of teamwork for all the activities where they had to work in groups.
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Category #3. Influential factors in the implementation of gamified activities in the EFL
classroom.

This category examines the key factors that affected the implementation of gamified
activities in the EFL classroom. The data collected showed students’ responses and
receptions when developing such activities throughout the foreign language learning process.
Additionally, providing a gamified environment in non-game educational contexts generates
successful communication between learners while also increasing their participation and
motivation to learn (Redjeki, 2021). Accordingly, applying gamification principles together
with the incorporation of diverse and engaging components in classroom activities
encourages learners to take an active and participative role in the sessions. Ultimately, two
subcategories emerged from these assumptions: Gamified activities: an enriching experience
to promote self-awareness in an EFL classroom and Class arrangement advantages and
drawbacks.

Gamified activities: an enriching experience to promote in the language process
of a foreign language. This subcategory explores the students' responses concerning their
experiences along with the implementation of the proposal. Therefore, it is essential to
acknowledge the reception of learners regarding the structure of these activities themselves
and the way they supported their academic progress. In addition, it is possible to recognize
the significance of such practices within the process of foreign language acquisition. The next

fragments illustrated learners’ responses about their performance all along the proposal:

[Survey #2. Second cycle. May 28th, 2025. Student#4.]

[Survey #2. Second cycle. May 28th, 2025. Student#21.]
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[Survey #2. Second cycle. May 28th, 2025. Student#24.]

These excerpts obtained from learners’ responses gathered in the second survey
presented their reflections upon their own processes throughout the implementation of the
pedagogical proposal. As data showed, most students felt they were improving their English
while they were participating in the gamified activities. This proved its effectiveness when
enhancing learners’ language skills as integrated. In addition, they mentioned that during the
sessions they felt more confident when speaking, expanding their vocabulary, and
understanding content. Finally, pupils recognized that the more they engaged in the sessions
the more they were able to learn and progress.

Likewise, the next fragments illustrated pupils’ perception considering the activities

themselves:

[Survey #2. Second cycle. May 28th, 2025. Student#7.]

[Survey #2. Second cycle. May 28th, 2025. Student#12.]
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[Survey #2. Second cycle. May 28th, 2025. Student#19.]

These pieces of evidence collected from the second survey displayed learners’
responses regarding the assignments that some of them liked the most. Moreover, data proved
that learners preferred dynamic and interactive activities where they had fun while they were
learning. For instance, student #7 expressed that in her favorite activity some students made
the description of an object using the foreign language and her classmates competed to guess
it. Hence, in this task they could practice their speaking and listening while using enough
vocabulary and appropriate grammatical structures for their classmates to understand them.
Ultimately, the activities learners found most engaging followed gamification principles such
as competitions, challenges and rewards. As a result, students were more engaged in the
classes while learning English in a dynamic and entertaining way. This claim can be

supported in the next pieces of evidence:

(...) At the end of the activity some students expressed that they were enjoying the gamified
activities and that they would like to have more classes with such dynamics for their learning
process in an entertaining way.

[Fiel note #14. First cycle: September 4th, 2024. Lines 9-12]

S#1: I like the classes because they were fun and I ....was learn..learning with many
activities. Me rei mucho en algunas clases y a la vez aprendi.

[Recording #11. Second cycle. May 28th, 2025. Student #1]

These fragments were taken from recordings that illustrated learners' perceptions
regarding the structure of the sessions implemented throughout this pedagogical proposal.
The data revealed that when students were participating in these activities they were learning

as they enjoyed the classes and felt engaged.
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Class arrangement advantages and drawbacks. This subcategory explores the main
advantages and disadvantages of providing gamified activities in the EFL class. Thereby, data
revealed the benefits of these activities in the learning process of a foreign language
according to students’ performances. Furthermore, the information collected permits to assess
the influence of different components that contributed to the effectiveness of this project
including materials, activities and organization. Finally, data showed some limits and
drawbacks throughout the proposal.

The next excerpts showed students’ feedback on their own process during the

implementation of this proposal and their progress in the classes:
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[Artifact #17. Second cycle. May 28th, 2025. [Artifact #18. Second cycle. May 28th, 2025.
Student #18] Student #24]

These pieces of evidence taken from an artifact exhibited the self-evaluation format
students had from the first day of the proposal to the last one. At the end of every class, they
had to provide themselves with a grade for their participation during the activities and write a
short reflection about their strengths and features to improve throughout the class. Data
revealed that some students could reflect briefly about their own performances during the
sessions. For instance, some of them expressed that they must pay more attention to the class
and participate frequently. However, there were certain learners that only determined a grade
to themselves without giving a specific reason for it.

The activity of the self-evaluation format was relevant in terms of providing learners
with the opportunity to reflect about their own development in the class and evaluate

themselves. As they had to complete this format at the end of each class, they could
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acknowledge the elements to change or improve when participating in the activities.
Therefore, the fact that they provide the grade to themselves follows a gamification principle
in which individuals receive feedback on their own progress, in this case, of themselves. This
fosters autonomy and permits pupils to be aware of their own learning process.

The next samples demonstrated learners’ feedback regarding the methodology applied

in the activities:

[Survey #2. Second cycle. May 28th, 2025. Student#14.]

[Survey #2. Second cycle. May 28th, 2025. Student#27.]

[Survey #2. Second cycle. May 28th, 2025. Student#7.]

These statements belonged to learners’ responses gathered in the last survey
addressed at end of the second cycle of intervention. In these fragments, learners shared their
views on the methodology of the proposal and the components they would have changed. On
the one hand, data reveal that most pupils would not have modified any aspect of the classes,
as they found them enjoyable and dynamic. On the other hand, some students suggested
adjusting specific elements of the class structure, particularly the organization of groups in

different assignments, since not all members collaborated to complete the activities.
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The next pieces of evidence illustrated learners’ opinions regarding the materials
implemented in the proposal, particularly the use of rewards such as stars, coins and bills

during the activities of the classes:

[Survey #2. Second cycle. May 28th, 2025. Student#13.]

[Survey #2. Second cycle. May 28th, 2025. Student#16.]

These fragments taken from the second survey displayed learners’ opinions regarding
the use of rewards during the activities. Over the course of this proposal, when students
completed a specific task they received coins, bills or starts according to the activity.
Additionally, the progress of each pupil and group was registered in a table position that was
adjusted according to the performance of each participant. Data revealed that students
considered these components as appropriate for the proposal as they motivated them to

achieve a goal and accomplish the activities in an attractive and engaging way.
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In this chapter, the analysis of the data and the findings collected in the
implementation process of this proposal were defined. The main categories referred to
Gamified activities as a pedagogical strategy to foster language skills as integrated, the
assisting role of gamified activities to construct self-awareness and influential factors in the
implementation of gamified activities in the EFL classroom. These categories were explained
and supported with fragments and pieces of evidence taken from the data collected through
the instruments applied during the intervention process of this proposal. This demonstrates
the effectiveness of providing gamified activities in the EFL class with content related to self-

awareness to enhance learners’ language skills.

CHAPTER VI
CONCLUSIONS AND IMPLICATIONS

This chapter presents first, the conclusions of the current study that emerged from the
data analysis procedures conducted; second, the implications for the school, the English
teachers, the participants, and the pre-service teacher and novice teacher who led this project,
that arose from the implementation of the proposal. Finally, limitations, and the components

to consider for further research will be presented.

Conclusions

The current pedagogical proposal was a qualitative study whose main objective was to
analyze the impact of using gamified activities with content related to self-awareness
construction to approach EFL skills as integrated in seventh grade. Thus, this study was
guided by the following research question: What is the impact of using a set of gamified
activities with content related to self-awareness construction to approach EFL skills as
integrated in seventh grade?

Considering the general objective and the research question established, two specific
objectives were stated. The first one was to identify the role of a set of gamified activities
with content related to self-awareness construction to approach EFL skills as integrated. The
second one was to describe students’ responses towards the use of a set of gamified activities
with content related to self-awareness construction to approach EFL skills as integrated.

As a respond to the first specific objective, data revealed that gamified activities with
content related to self-awareness construction was a pedagogical strategy to foster English

language skills as integrated in an EFL class. The information collected revealed that
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providing the EFL class with gamified activities enhanced learners’ language competences.
Thus, each activity was designed for students to complete a specific task using language
skills as combined rather than in a separate way applied in real-life scenarios. In addition,
they could explore a variety of topics related to their contexts and realities. This enabled them
to be confident and better express themselves when writing, talking with others, and sharing
their perspectives about a topic, aspect which was evidenced throughout pupils’ artifacts and
recordings.

Moreover, data revealed that learners felt encouraged to actively participate during the
classes, recognizing the importance of learning English not only to obtain a grade but to use it
in different communicative situations throughout their lives. In connection with this, most
students were able to achieve the goals proposed in each activity, progressively practicing
and improving their language proficiency to obtain significant advancement. This
demonstrated the relevance of addressing these kinds of activities in English teaching while
promoting the interconnected development of linguistic skills, fostering its application in
authentic and meaningful contexts.

Additionally, data suggested that the use of gamified activities promoted in students a
deeper sense of self-awareness as individuals, as part of a community, and as members of a
society. The information gathered showed that learners had the opportunity to reflect about
their purpose in life and the features that made them different from others. Thus, they
acknowledged their strengths and weaknesses, which encouraged them to reflect about what
they can change to become a better person. Moreover, data showed that as they developed all
the activities in the same groups throughout the sessions, they could recognize the importance
of working together with other people to achieve a specific objective. This experience
showed them the value of living in a society where people become stronger when they
collaborate with each other. Lastly, students learned the significance of being part of a society
that shares different traditions, behaviors and attitudes that represent them and construct their
identity.

In response to the second specific objective, the information collected demonstrated
that students’ responses towards the use of a set of gamified activities with content related to
self-awareness to foster language skills were both positive and negative. Considering the
positive perspectives, data showed that learners perceived these activities very useful,
dynamic, engaging and necessary for their learning process. Hence, following gamification
principles while addressing topics related to self-awareness was relevant since it permitted

them to acquire meaningful learning not only of the target language but of themselves. In
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addition, they were encouraged to use English in different situations to complete the tasks
proposed in the classes. Regarding the negative perspectives, some learners disagreed with
the fact of working most of the time in groups since not all students collaborated in the
development of the classes. However, they appreciated the organization of points using coins,
bills and stars because data proved that learners enjoyed this approach and encouraged them
to participate.

Finally, this pedagogical proposal not only aimed to enhance students' skills as
integrated through the implementation of gamified activities in the EFL class; it also
promoted learners to recognize different features that contribute to the construction and
recognition of themselves. Furthermore, following gamification principles, it was possible to
apply a different pedagogical strategy in the teaching process of a foreign language. This
allowed pupils to take an active role in the classes and in their own educational advancement.
Considering the main language skills, students had the opportunity to practice them
throughout the activities in a contextualized and unified way. Furthermore, during the
pedagogical intervention learners demonstrated to have progress in their learning process, as
classes continued, they became more confident to speak and active to participate. This proved
the effectiveness of providing gamified activities in the EFL class to enhance learners’

language skills while learning in a dynamic and attractive way.

Implications

During the implementation and development of the current project research there
were several implications that emerged in the process. First, for the institution where the
proposal was applied. Second, for the participants who were part of the project. Finally, for
me as a researcher and pre-service teacher who implemented this proposal.

Firstly, it is necessary to describe the implications for the school where this project
took place. To start, it is important to highlight that the use of a set of gamified activities as a
strategy to develop integrated skills with a construction of self-awareness in an EFL class
entails having technological instruments to use in different classes. Therefore, the use of
certain devices such as a computer, a sound player, a tv and a video projector were necessary
to carry out some of these activities. However, the school did not provide all these resources
during several classes as they were used by other teachers. Consequently, the school needs to
ensure complete provision of technological resources in an EFL class environment to

effectively supply students’ learning processes.
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Another significant implication that emerged during the implementation of this
project was the scheduling of class hours and lesson planning. Throughout the intervention
period of this proposal, the school organized different activities for special events that
required students' attention and participation which included Language week and English
day, among others. Consequently, in many classes students were distracted as they were
focused on preparing tasks for those celebrations. In addition, as a pre-service teacher, I had
to re-structure the topics to be covered and the time of the classes correctly since learners
required additional class time to plan and complete their activities for those events.
Therefore, class time and the appropriate organization of schedule during important school
events need to be taken into consideration.

Moreover, it is relevant to describe the implications related to head teachers at the
school because during the observation process it was evident their preference for traditional
teaching methods focused on grammar, most of them relied on gap-filling exercises and
mechanical learning. This finding suggests the need for continuous reflection in three key
aspects: first, about the incorporation of alternative pedagogical approaches in the process of
foreign language acquisition that fosters interaction and active participation of learners;
second, the recognition that English class environment could be used not only to learn the
language itself but to promote cultural and self-awareness construction; and third, the
considerations of alternative strategies that enable learners to take an active role in their
learning process.

Furthermore, there are some implications for the participants in this project which
should be examined. First, it is essential for students to recognize that learning a foreign
language requires constant practice and self-discipline. Since they are not immersed in an
environment where English is used, it becomes crucial for them to engage regularly with the
language to enhance their communicative skills. In addition, they should be familiar with the
wide range of technological tools available to support language learning in a dynamic and
engaging way, such as watching videos, series, listening to music, and using interactive
platforms that simulate real-life situations, among others. Furthermore, they need to
understand that the learning process cannot be achieved only by the teacher, it entails
individual commitment, responsibility for completing tasks, and active participation during
the classes.

In addition, the development and implementation of this project carried several
implications for me both as a researcher and as a pre-service teacher. First, integrating

gamification principles within the classes to generate an attractive environment for learners
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required maintaining the academy training of the subject matter. Thus, all the activities and
games had to be designed not merely for entertainment, but to guide learners to accomplish
specific tasks using English. Moreover, the structure of the classes needed to promote active
participation, providing opportunities for students to express their ideas, share opinions with
peers, and allow them to take ownership of their learning processes. Therefore, every
assignment was developed considering the large number of students in the classroom and the
limited time available in each session.

Furthermore, a key implication for me was becoming actively involved in monitoring
the progress of each student. As there were more than 30 pupils, I had to plan the activities,
design the materials and organize sessions with the aim of creating diverse opportunities to
observe, provide feedback, and support each learner’s instructional process. This entailed
appropriate organization of the classes as well as the classroom environment. Moreover, |
arranged the class into different groups for every class to acknowledge the individual
progress of each student, considering their progress into the groups.

All in all, for the success of a proposal as the current one, it is necessary that all the

people immersed in the context be open and eager to improve EFL learning processes.

Limitations

Throughout the implementation of the different cycles of this proposal, several
limitations emerged in this process. The first limitation was that the development of many
activities took more time than was expected, this required a reorganization of the lesson plans
and a redistribution of the instructional hours of the different topics to be explored. As a
result, it was not possible to accomplish the hole last cycle of the project. However, I adapted
certain lessons by integrating multiple activities within a single session to ensure the
complete implementation of the cycles.

The second limitation was related to head teacher at the school because at the
beginning of the proposal she expressed notable disagreement with the implementation of
gamified activities applied in the EFL class. Moreover, she highlighted the importance of
demanding learners to be responsible and do not distract during the development of the
assignments. As the activities provided interactive dynamics where students participated in
different games and the sessions were not grammar center, the teacher expressed her
indifference. However, as the proposal was addressed, the head teacher acknowledged the
approach followed by the pre-service teacher to enhance learners’ language skills while

applying gamified activities.
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The third limitation was the attitude of some students during the sessions. As the class
environment was reduced in terms of learners’ positions, some of them started to talk with
their classmates while the teacher was explaining the activity or the topic. Consequently, I
had to make several calls for attention and manage the environment of the class when they
were not paying attention to the sessions’ topics. In addition, during the period pupils were
working in groups, some of them did not collaborate with their classmates to complete the
assignment. This generated a little inconformity in some students as the grade obtained was
determined to be the same for the whole group.

Ultimately, there was a lack of support from the school in assisting me with the
preparation of class materials. I supplied physical resources for the sessions such as flash
cards, worksheets, letters soup, crosswords, and other activities. Therefore, I had to cover the
costs of these materials, which was a little bit difficult for me as there were many students,
and I did not have enough economic resources to provide all of them. Nonetheless, these
challenges reinforced my adaptability and problem-solving skills. In addition, I had to learn
how to manage limited resources creatively and prioritize the most relevant elements for each

session.

Further research

This project research aimed to accomplish a general objective which was to analyze
the impact of using gamified activities as a strategy to develop integrated skills with a
construction of self-awareness in an EFL class. This aim was assumed to enhance learner’s
integrated skills with self-recognition, following gamification principles during each class.
Furthermore, along this research project, I seek to minimize technological tools throughout
the gamified activities such as apps and interactive platforms. Therefore, it would be
interesting to expand this proposal by using technological tools for creating the gamified
environment of the class. Additionally, exploring different topics related to cultural
awareness would be an attractive project to implement while looking to enhance learners’

integrated skills.
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APPENDICES

APPENDIX A: Students’ survey







APPENDIX B: Teacher’s interview

UNIVERSIDAD PEDAGOGICA
NACIONAL

Proyecto De Investigacién
Entrevista docente

1) ¢ Cuanto tiempo lleva ensefiando inglés ?

2) ¢ Cuanto tiempo lleva trabjando en la institucion?

3) ¢Queé tipo de actividades lleva trabajando en la institucion?

4) ¢ Queé materiales utiliza en sus clases de inglés?

9) ¢ Como considera que es la relacion entre las estudiantes? ; Positiva/negativa?
i Porque?

6) ¢ Cuales considera que son las fortalezas de las estudiantes en el area de inglés?
T) ¢ Cuales considera que son las debilidades de |las estudiantes en el area de
inglés?

8) ¢ Como trabajan mejor las estudiantes: en grupo o de forma individual ?

9) ¢ Cual considera que es el mayor reto de las estudiantes en este curso?
10)¢,Existe algun poyecto que se maneje en el area de inglés? ¢En qué|consiste y
como fue su proceso?
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APPENDIX B: Teacher’s interview sample

Teacher’s interview
Teacher’s name: Adriana Chacon
Date: May 27th, 2024

Questions

Teacher’s answer

Llevo alrededor de 25 anos ensefiando inglés. En mi formacion hice un pregrado en
licenciatura en inglés y una maestria en la ensefianza de la lengua extranjera en la
universidad distrital.

Llevo alrededor de un ano trabajando en esta institucion, sin embargo al inicio de este afo
tuve un accidente del cual recibi una incapacidad de 3 meses en los cuales me desconecte
del proceso de las ninas, el ano pasado estuve en el area de espanol y este ano estoy en
Inglés.

En las clases de inglés suelo implementar actividades de Listening, Reading donde les doy
a las ninas textos informativos y narrativos. Siempre he tratado de desarrollar las 4
habilidades durante la mayoria de las clases.

El material principal que utilizo en la clase son textos de guias de los cuales obtengo la
mayoria de las actividades de lectura y escritura. Los temas de los libros suelen estar
relacionados con temas como el cuidado del medio ambiente o la importancia del trabajo en
equipo.

Considero que la relacion entre las estudiantes es positiva, la mayoria de ellas se tratan con
cordialidad aunque eso si es algo que varia de cada grupo, cada una se junta con las suyas
y en sus propios grupos se relacionan de diferentes maneras.

Considero que la lectura es el punto mas fuerte, es la habilidad en que las chicas
demuestran tener mejor nivel no solo en términos de la lengua sino también de confianza,
algo que se ha evidenciado mucho en las actividades que les dejo en la clase.

La habilidad en que las chicas presentan mas dificultades es en la comprension oral,
cuando les pongo algunos audios de conversaciones las chicas demuestran no tener el
nivel adecuado para comprender oraciones y frases por lo que considero es importante
trabajar mas en esta habilidad.

Considero que las estudiantes trabajan mejor en grupo ya que aquellas que presentan mas
dificultades reciben el apoyo de las que tienen mejor desempefno, incluso he evidenciado
que varias alumnas entienden mejor un tema cuando se los explica alguna companera.

Creo que el principal reto que presenta este curso es desarrollar adecuadamente las 4
habilidades del inglés, es de gran importancia poner mas en practica el desarrollo del inglés,
por ello es de gran importancia implementar mas actividades ludicas en vez de que las
estudiantes solamente copien frases de textos y guias.

10

En esta institucion los profesores de inglés planearon una actividad llamada “Spelling B"
que consiste en hacer concursos de pronunciacion de ciertas palabras donde chicas de
varios cursos compiten por obtener un premio.
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APPENDIX C: Field notes sample

Field note: #16 Time: 2 hours. 11:40 am- 2:00
Date: 26/03/25 pm

Resources: Use of the board / format to answer questions.

General objective: To recognize the importance of being part of a community

Description: The teacher started the class by asking the students the following questions:
Do you think it is important that a human goes to school? Why? What do you think is the
relation between education and school? The teacher asked students to organize the
teamworks and he will provide them with a text titled “The importance of school in society”.
They had 10 minutes to read it. Then, the teacher asked students the following questions
in different rounds: what are the 3 reasons why school is important presented in the

text? Why is school important for learning and growth? Why is school important for
building a community? Why is school important for preparing for the future? It seemed that
learners felt more comfortable when speaking, considering the first classes when they had
to talk, some of them appeared nervous and made a few grammar mistakes. However, in
today's class they demonstrated more confidence in expressing themselves, even though
they had some pronunciation mistakes, they were able to delve deeper into their ideas.
Finally, the teacher provided students with a format, and he made a brief explanation of
the use of modal verbs. Then he asked students to create a list of rules that they would
implement if they were teachers in a school and then they had to explain to their
classmates why they chose them. They used one modal verb in each sentence.

Commentary / interpretation: During this class, it was possible to state that students
had shown to have had progress in their speaking and reading skills. In the section where
they had to answer some questions, they felt more comfortable, sure and motivated to
participate. This proves that when there is a topic that permits students to reflect about
something that is close to them, such as their lives and relations at school, it motivates
them to participate and take an active role in the whole session.
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APPENDIX D: Consent form
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APPENDIX E: Diagnostic test










APPENDIX F: Lesson plan.

Lesson plan 2: Who am I? I want to know what makes me different from others.

Institucion: IED Lorencita Villegas De Santos.
Level: Seventh grade

Number of students: 30

Number of sessions: 2

Duration: 120 minutes each session

Objectives
- To provide information about my avatar.
- To recognize the elements that make me different from others.
- To determine what makes me special and unique.

Language content
- Present simple.
- Vocabulary of adjectives.
- Use of comparatives and superlatives.

Integrated skills
- Writing
- Speaking
- Listening
- Reading

Session 1

Procedure Time

The teacher will start the class by giving a format to students (See annex 1) in order | 15m
to gather some information related to the avatars. The students will write sentences
in which they need to answer the following questions: Does your avatar have a
family? Who are they? Where does your avatar live? What can your avatar do with
its powers? Does your avatar have an enemy? Why?

The teacher will check the answers of students while all of them finish. If they do 10m
not have grammar mistakes, they will receive 2 coins.

The teacher will organize students in different groups in order that they can share 25m
the information they wrote about the avatars. The other students could ask
questions if they want with the objective of clarifying the information.

Challenge time: In the same groups students will complete a word search about 10m
adjectives in order that they can improve their vocabulary (See annex 2). The first
group that completes it, each member will obtain 2 coins.

The teacher will make a brief review about the use of comparatives and 15m
superlatives; he will provide the students with some examples in the class in order
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they could remember this topic. (See annex 3).

The teacher will present a video about the use of comparatives and superlatives
with the aim students could practice with other adjectives. (See annex 4)

10 m

Challenge time: The teacher will divide the class into two groups. By turns, one
integrant will receive a flashcard of an animal or food (See annex 5). The idea is
that this student will make a description using comparatives and superlatives in
order that her classmates guess which object or animal is, they have 3 minutes and
2 opportunities to answer. If the group answers correctly they will receive one star.
The group with more stars, each of its members, will receive 2 coins.

25m

Students will have the opportunity to count their coins and if they have enough,
they can exchange them for bills and ask the teacher to buy some benefits for future
sessions.

10m

Session 2

The teacher will start the class by asking students the next questions: Do you think
your avatar is special? Do you think it is important to feel special and unique?
Why? Why is it important to respect the differences of others?

10m

The teacher will organize students in different groups, and they will read one text
titled “What makes us unique? (See annex 6).

15m

Challenge time: In the same groups students have to answer the following
questions according to the text:

What are the six things that make us different?

What makes us different in our looks, personality, talents and interests,
background, thoughts and ideas, and our experiences?

If one student knows the answer she will raise her hand, if the answer is correct the
group will obtain 1 star. At the end, the group with the most stars all the members
will obtain 2 coins.

20m

The teacher will organize the class in groups of 3 students, and they will make
comparisons between their own avatar and that of their classmates. They need to
write 6 sentences using comparatives and superlatives.

20m

The teacher will ask students to share the sentences they wrote using comparatives
and superlatives between their avatars, if they do not have grammar mistakes, they
will receive 2 coins.

25m

The teacher will provide students with a format (See annex 7) in which they need
to write the similarities and differences between their avatars and themselves in
relation to the main characteristics that define them as human beings. They need to
consider behaviors, attitudes, likes and dislikes.

15m

Some students will have the opportunity to share their answers to the rest of the
class.

10m
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Students will have the opportunity to count their coins and if they have enough, Sm
they can exchange them for bills and ask the teacher to buy some benefits for future
sessions.

Session 1

Annex 1

Facts about my avatar &

Name:

Does your avatar have family?
Who are they? &

Where does your avatar live?
&)

What can your avatar do with
its powers? {ﬂ’

Does your avatar have an
enemy? Why?

Annex 2 Annex 3
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Annex 4

Youtube video: https://www.youtube.com/watch?v=i9D71Wyc6RU
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Annex 5 Annex 6
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Annex 7

Session 2
Annex 1

pilo‘l nurse deﬂﬁsf tour guide

Annex 2 Annex 3

Transcript A Complete the following PROFESSIONS crossword.
! a

LI [T T 1]
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& 7. The word for ACTRESS in 4. A person whose profession
Spanish is. is cooking
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Annex 4

Annex 5

https://www.youtube.com/watch?v=uqsRzHMIF2o

Annex 6

police officer

Description:

Travel agent: This person helps tourists to plan their trips

Doctor: This person saves the life of the others

Tour Guide: This persons guides the tourists in a place

Scientist: This person knows about science and uses it for good reasons.
Nurse: This person take care of others that are sick

Journalist: This person tells to the others news and interesting facts
Waiter: This person bring food to the table in a restaurant

Librarian: This person organizes a borrows books in a library

Writer: This person writes books, novels and other kind of texts

Pilot: This persons drives a plane

Vet: This person take care of animal’s health

Businesswoman: This person does business and makes money
Security guard: This person controls the entry and exit of people in a place
Designer: This person designs objects, images and other elements
Farmer: This person works in a farm, raises food and feeds animals.
Flight attendant: This person attends the passengers in an airplane.
Receptionist: This person manages the font of a desk of an organization
Driver: This person drives a car or a bus

Mechanic: This person inspects and repairs vehicles

Photographer: This person takes pictures of people, objects or places
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APPENDIX G: Second student’s interview







APPENDIX H: Recordings

Date: April 9th, 2025
Grade: 702
Recording# 3

Teacher: Do you think is it important to have good relationships in the classroom? Why?

Student#1 I think is important to have goods relations in the classroom because this is a
second home and we share time with ..nuestros .. our friends and classmates, if we
have good relation we can be here in a nice way.

Student#2 Tambien...also to live in harmony we have to respect the classmates if we
wanted that they respect we, working together and collabo...rating in all the activities we
not have a reason to fight it is the importance of respecting we classmates in the classroom.

Comments:

Student #1: The student used different words in Spanish. However, she was able to
recognize this and remember how to say the corresponding statement in English. In
addition, she made some grammar errors, particularly related to the use of singular and
plural forms.

Student#2: The students demonstrated to formulate different sentences and speak fluently.
However, she made some errors related to the use of personal pronouns and the present
simple.
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