Academia Open

Vol. 10 No. 1 (2025): June
DOI: 10.21070/acopen.10.2025.11960

Academia Open

By Universitas Muhammadiyah Sidoarjo

ISSN 2714-7444 (online), https://acopen.umsida.ac.id, published by Universitas Muhammadiyah Sidoarjo
Copyright © Author(s). This is an open-access article distributed under the terms of the Creative Commons Attribution License (CC BY).
1/11



https://portal.issn.org/resource/ISSN/2714-7444
https://doi.org/10.21070/acopen
https://umsida.ac.id

Academia Open

Vol. 10 No. 1 (2025): June
DOI: 10.21070/acopen.10.2025.11960

Table Of Contents

Journal Cover .. ... ..
Author[s] Statement . ... .. ..
Editorial Team . .. ... . . e
Article Information .. ... ... .
Check this article update (crossmark) .. ... ... .. . . . . . e
Check this article impact . ... .. . . .
Cite this article .. .. . . . .
Title page . .. ..
Article Title . ..
Author information . ... . . .
AbStract . ..
Article content . ... ...

ISSN 2714-7444 (online), https://acopen.umsida.ac.id, published by Universitas Muhammadiyah Sidoarjo
Copyright © Author(s). This is an open-access article distributed under the terms of the Creative Commons Attribution License (CC BY).
2/11



https://portal.issn.org/resource/ISSN/2714-7444
https://doi.org/10.21070/acopen
https://umsida.ac.id

Academia Open

Vol. 10 No. 1 (2025): June
DOI: 10.21070/acopen.10.2025.11960

Originality Statement

The author[s] declare that this article is their own work and to the best of their
knowledge it contains no materials previously published or written by another person, or
substantial proportions of material which have been accepted for the published of any
other published materials, except where due acknowledgement is made in the article.
Any contribution made to the research by others, with whom author[s] have work, is
explicitly acknowledged in the article.

Conflict of Interest Statement

The author[s] declare that this article was conducted in the absence of any commercial
or financial relationships that could be construed as a potential conflict of interest.

Copyright Statement

Copyright © Author(s). This article is published under the Creative Commons Attribution
(CC BY 4.0) licence. Anyone may reproduce, distribute, translate and create derivative
works of this article (for both commercial and non-commercial purposes), subject to full
attribution to the original publication and authors. The full terms of this licence may be
seen at http://creativecommons.org/licences/by/4.0/legalcode

ISSN 2714-7444 (online), https://acopen.umsida.ac.id, published by Universitas Muhammadiyah Sidoarjo
Copyright © Author(s). This is an open-access article distributed under the terms of the Creative Commons Attribution License (CC BY).
3111



http://creativecommons.org/licences/by/4.0/legalcode
https://portal.issn.org/resource/ISSN/2714-7444
https://doi.org/10.21070/acopen
https://umsida.ac.id

Academia Open

Vol. 10 No. 1 (2025): June
DOI: 10.21070/acopen.10.2025.11960

EDITORIAL TEAM

Editor in Chief

Mochammad Tanzil Multazam, Universitas Muhammadiyah Sidoarjo, Indonesia
Managing Editor

Bobur Sobirov, Samarkand Institute of Economics and Service, Uzbekistan

Editors

Fika Megawati, Universitas Muhammadiyah Sidoarjo, Indonesia

Mahardika Darmawan Kusuma Wardana, Universitas Muhammadiyah Sidoarjo, Indonesia
Wiwit Wahyu Wijayanti, Universitas Muhammadiyah Sidoarjo, Indonesia

Farkhod Abdurakhmonov, Silk Road International Tourism University, Uzbekistan

Dr. Hindarto, Universitas Muhammadiyah Sidoarjo, Indonesia

Evi Rinata, Universitas Muhammadiyah Sidoarjo, Indonesia

M Faisal Amir, Universitas Muhammadiyah Sidoarjo, Indonesia

Dr. Hana Catur Wahyuni, Universitas Muhammadiyah Sidoarjo, Indonesia

Complete list of editorial team (link)
Complete list of indexing services for this journal (link)

How to submit to this journal (link)

ISSN 2714-7444 (online), https://acopen.umsida.ac.id, published by Universitas Muhammadiyah Sidoarjo
Copyright © Author(s). This is an open-access article distributed under the terms of the Creative Commons Attribution License (CC BY).
4/11



https://acopen.umsida.ac.id/index.php/acopen/about/editorialTeam
https://acopen.umsida.ac.id/index.php/acopen/indexingservices
https://acopen.umsida.ac.id/index.php/acopen/about/submissions
https://portal.issn.org/resource/ISSN/2714-7444
https://doi.org/10.21070/acopen
https://umsida.ac.id

Academia Open

Vol. 10 No. 1 (2025): June
DOI: 10.21070/acopen.10.2025.11960

Article information

Check this article update (crossmark)

Check for
updates

Check this article impact

(_k D|men8|ons LENS.ORG \‘\; Semantic Scholar

Solving The Problem Of Problem Solving ™

Schaolar

W/ wizdom.ai

Save this article to Mendeley

™ Time for indexing process is various, depends on indexing database platform

ISSN 2714-7444 (online), https://acopen.umsida.ac.id, published by Universitas Muhammadiyah Sidoarjo
Copyright © Author(s). This is an open-access article distributed under the terms of the Creative Commons Attribution License (CC BY).
5/11



https://crossmark.crossref.org/dialog/?doi=10.21070/acopen.10.2025.11960&domain=pdf&date_stamp=2025-06-19
https://www.lens.org/lens/search/scholar/list?q=citation_id:10.21070/acopen.10.2025.11960
https://app.dimensions.ai/discover/publication?search_text=10.21070/acopen.10.2025.11960
https://www.semanticscholar.org/search?q=Strategies Used by English Teachers through Gamification at Secondary School: Strategi yang Digunakan oleh Guru Bahasa Inggris melalui Gamifikasi di Sekolah Menengah
https://scholar.google.co.id/scholar?q=10.21070/acopen.10.2025.11960
https://scite.ai/search?q="10.21070/acopen.10.2025.11960"
https://www.scilit.net/articles/search?q=10.21070/acopen.10.2025.11960
https://www.wizdom.ai/publication/10.21070/acopen.10.2025.11960
https://www.mendeley.com/import/?doi=10.21070/acopen.10.2025.11960
https://portal.issn.org/resource/ISSN/2714-7444
https://doi.org/10.21070/acopen
https://umsida.ac.id

Academia Open

Vol. 10 No. 1 (2025): June
DOI: 10.21070/acopen.10.2025.11960

Strategies Used by English Teachersthrough Gamification at Secondary
School: Strategi yang Digunakan oleh Guru Bahasa Inggris melalui
Gamifikas di Sekolah M enengah

Ummu Habibah Noersyaviqgoh, habibahnoersyavigoh@gmail.com (*)
Universitas Muhammadiyah Sidoarjo, Indonesia

Fika Megawati, fikamegawati@umsida.ac.id
Universitas Muhammadiyah Sidoarjo, Indonesia

® Corresponding author

Abstract

This study explores the strategies employed by an English teacher in conducting speaking activities in
a secondary school setting. Using a qualitative research method, the research aims to understand the
teaching approaches and techniques used by the teacher to enhance students’ effective speaking
skills. Data was collected through classroom observations and in-depth interviews with the teacher,
focusing on the implementation of various speaking activities designed to enhance student
participation and communication. The research examines how teachers create an interactive and
engaging learning environment that encourages students to speak English. The research provides
insight into the practical application of speaking strategies in the classroom. It contributes to the
wider field of language teaching and the development of speaking skills in secondary education.
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Introduction

Strategies in teaching speaking skills are pivotal in fostering students' oral proficiency in English, particularly at the
secondary school level. Effective approaches ensure that students are not only able to communicate fluently but also
confidently in a variety of contexts. The main problem in teaching speaking skills to students is often related to the
effectiveness of the strategies teachers apply. Speaking skills are one of the critical aspects of language acquisition that
require students to have good communication skills, both in formal and informal contexts. Research shows that when
teaching speaking skills in secondary schools, teachers often face challenges such as low student motivation and a lack of
active student participation during the teaching-learning process [1]. In addition, underlined that appropriate strategies are
needed to overcome these obstacles and improve students' speaking skills, emphasising the importance of using student-
centred techniques, such as group discussions and role plays [2]. Also, it adds the perspective that in some cultural contexts,
such as in Saudi schools in Kuala Lumpur, teachers must overcome linguistic and cultural barriers to create a learning
environment that supports students' speaking skills [3].

Every teacher has their own learning strategies in teaching their students. The teacher wants students to succeed in their
studies. It is submitted that the more creative and interesting the activities, the more students will be interested in.
Therefore, it is recommended that effective teaching strategies for public speaking be employed in order to enhance
students’ ability to improve their public speaking skills [4]. Learning strategies are commonly defined as the operations or
processes which are consciously (or unconsciously) selected and employed by the learner to learn the target language or
facilitate a language task [5]. Then, it is encouraging to observe learners taking the initiative to speak, which suggests they
are enthusiastic about the subject matter and eager to contribute something unique to the discussion. Their motivation may
also stem from a desire to assist the group in achieving a work goal. In this study, researchers was only focused on learning
strategies, since research on strategies for teaching speaking skills [6]. Thus, it is our sincere hope that the result of this
study was prove useful as a reference point for further research into the use of language learning strategies.

The language used is commendable, demonstrating a grasp of grammatical correctness, relevance, and ease of
intercommunication. Learners’ utterances are generally appropriate in terms of these aspects. Students’ speaking skills can
be improved by providing interactive activities during teaching and process by giving them project-based assignments, so
they can collaborate with other students and share their ideas. As discussed in various studies, teaching strategies are key
to improving students' speaking skills in secondary schools. emphasised the use of podcasts as an effective tool in enhancing
students' speaking skills, mentioning that this medium helps students to listen to authentic conversations and practice
independently in a more relaxed environment [7]. This is relevant to the findings that using technology in learning can
provide a more interactive learning experience and stimulate student interest [1]. It is crucial for teachers to understand
and master higher-order thinking skills so that they can guide students to employ the knowledge and skills acquired to be
able to find new ways and means to solve their daily problems and make appropriate decisions [8].

Low fluency may affect effective communication between speakers, as it can cause the interlocutor to hesitate and the
message expressed to be unclear. Conversely, having good fluency and accuracy in speaking English can help the speaker or
interlocutor to produce spoken language. Additionally, it may cause the interlocutor to hesitate, potentially leading to a lack
of clarity in the message being conveyed. However, by having good fluency and accuracy in speaking English, the speaker or
interlocutor can produce spoken language [9]. The conclusion that can be drawn is that effective strategies in teaching
speaking skills require adaptive and innovative approaches to motivate students and increase their active participation.
Language is a means of communicating thoughts or information in a way that others can understand. Speaking lessons are
designed to help students communicate effectively because they involve more than just accuracy. This means more than just
accuracy; it also requires fluency. The most effective way to achieve communication goals is to give sufficient importance to
language use. This means focusing on language use, rather than just usage; fluency, rather than accuracy; authentic
language and context; and students’ eventual need to apply classroom knowledge to previously unrehearsed circumstances
in the real world.

The existing studies on teachers’ strategies in secondary school speaking activities mostly focus on general positive student
responses without evaluating their long-term impact or contribution to speaking development outside the classroom. This
indicates a need for a better understanding of the sustained effectiveness of these strategies. Additionally, the
understanding of the specific difficulties faced by students with high speaking anxiety or low language proficiency,
particularly at the junior high school level, is lacking. Therefore, there is an opportunity to explore more inclusive and
adaptive strategies that cater to the individual needs of these students. Filling this gap in research would provide a more
comprehensive view of the effectiveness of speaking teaching strategies, considering both immediate classroom responses
and their support for students’ overall development in and outside the formal learning environment. Overall, this research
aims to contribute to a more complete and in-depth understanding of these strategies and their outcomes [10]. Additionally,
previous research highlights the barriers to teaching speaking in secondary schools, such as limited learning time and
students’ vocabulary limitations. However, there is a lack of in-depth documentation on teachers' creative strategies to
overcome these obstacles. The existing literature primarily focuses on problem identification rather than exploring the
concrete solutions teachers employ. This gap in the literature hinders a comprehensive understanding of teachers' creativity
and limits the inspiration available to educational practitioners seeking more effective approaches to teaching speaking
skills [11].

The results of pre-observations made by researchers at a junior high school demonstrate that students perform better when
teachers apply strategies in English classes. Gamification is the integration of game elements into teaching and learning to
motivate students to achieve at higher levels and engage with the subject matter in more meaningful ways. In other words,
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gamification influences learning indirectly by changing behaviour and attitude. Serious games are designed for training,
stimulation, and education in virtual environments, and learning objectives have already been set out [12]. The teachers
were conducting a diagnostic assessment first to find out how far students understand and how far students can learn
English. After the results are available, the teacher will design a method that is suitable for these students so that they are
happy to learn English. Thus, the teacher uses the gamification method for students, and before entered the material, the
teacher makes students comfortable first by introducing the gamification method.

This research study presents a novel approach by conducting an in-depth qualitative study of students’ responses during
speaking activities in secondary school. The selection of the school was influenced by its positive reputation and consistent
performance in developing students’ speaking skills. Unlike previous studies that focused on general responses such as
students' motivation, confidence, and speaking level, this study focuses on teachers' strategies [13]. This research also
contributes to the field by going beyond quantitative-based results and general positive responses, and enabling the
development of adaptive and inclusive teaching strategies to cater to students with varying levels of speaking ability.
Overall, this research brings unique value and insights to the field of English language teaching [14].

To explore effective teaching strategies for speaking activities in English classrooms, this study was designed to answer the
following main question:

1. What kind of teachers are used in teaching English speaking at the secondary level?
2. How to the teacher's selection of strategies for teaching English speaking at the secondary level?

Method

This research employs a utilisation of the gamification method. The researcher conducted data collection at SMP
Bhayangkari 7 Porong and made observations across seven grades. The total students is 28. Participants selected a teacher
who has extensive teaching experience, especially in English language teaching at the secondary school level, and the
teacher has applied gamification methods in learning, which is relevant to the focus of this research.. The involvement of
these participants in professional training programs and their contribution to improving the quality of education. The reason
why the researcher chose the school is that it has a good track record in supporting students' skill development, particularly
in English language learning. Focusing on the perspectives of an English teacher who has used gamification techniques in
their classroom, this study intends to investigate how gamification affects speaking abilities among students in secondary
school learning English[15].

The following elements represent the research method: An English teacher from one of the junior high schools in Sidoarjo
with experience in gamification teaching methods participated in the study. The teacher was chosen based on their
demonstrated utilisation of gamified activities in language training and desire to participate. The gamification activity
conducted by the teacher is a descriptive-themed action game to train students' speaking skills. In this game, students are
given an image which can be a place, person or thing. Their task is to give a detailed description of the picture without
mentioning its real name. The classmates have to guess what is meant based on the description given. If students are
struggling, the teacher provides additional clues to help them complete the description more precisely.’

The framework of this study is supported by insights from [16], which emphasises the integration of structured techniques
and strategies in teaching speaking skills. These strategies include cognitive, metacognitive, and social approaches, which
align well with the principles of gamification. In this study, a semi-structured interview format was used to enable an in-
depth exploration of teachers ' experiences, perceptions and insight into the use of gamification to improve students’
speaking skills. In this research, the researcher used interviews and observation. The interview guide included questions
about preparation, implementation, and evaluation.

The implementation of these strategies has been demonstrated to enhance the efficacy and efficiency of the teaching and
learning process, thus facilitating the transformation and development of students’ knowledge, irrespective of their learning
styles. Furthermore, it can render the learning process engaging and conducive to the development of students’ abilities.
The indicators listed in this observation sheet aim to assess the extent to which gamification techniques used by teachers
can influence student engagement, speaking skill development, and overall teaching effectiveness. Each aspect, from the
use of point systems, leaderboards, and time challenges, to game-based activities. In addition, an assessment of the
teacher’s role in providing constructive and motivational feedback is also important to ensure that gamification not only
improves students’ speaking skills but also creates an enjoyable learning atmosphere that supports holistic language
development [17].

The researchers employed two data collection techniques, including classroom observation and interviews with the teacher,
as primary data sources. The transcribed interview was analysed using analysis to identify key themes and insights related
to the teacher’s experience of gamification and its impact on speaking skills. Interpreting the findings to understand the
impact of gamification on classroom practice and student outcomes. Informed consent was obtained from participating
teachers. All data was anonymised to protect the identity of the teacher. The qualitative nature of the study may introduce
subjectivity in the interpretation of teacher responses. The researcher strove to maintain objectivity through systematic
analysis. However, the findings provided valuable information about the use of gamification in developing speaking skills.

Result And Discussion
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A. Result

The interview revealed that English teachers at a school in Sidoarjo use gamification strategies when teaching speaking to
their students. The teacher who is the subject of this study is an experienced junior high school English teacher who has
implemented gamification in learning. In speaking learning activities, she combines conventional approaches with a touch of
gamification to make learning more interesting. The teacher shared that she designed the form of gamification herself to
meet the needs of the students and the technologically limited classroom situation. Classroom observations reveal that
teachers design and prepare learning materials in a structured and thorough manner, considering the appropriateness of
the content to the established learning outcomes. The strategies used by the teacher are as follows:

1. Board Games

This activity was conducted on February 10", 2025. The activity conducted by students is illustrated in Figure 1. Students
are divided into 4 groups. The atmosphere in the English classroom was filled with excitement and curiosity. The students
entered the room with cheerful faces, wondering what kind of activity they were going to do that day. The teacher greeted
the class warmly and started the lesson by reviewing the previous material briefly. Then, she explained that they would be
playing a board game related to the lesson they had learned from their module. The students were thrilled and began to
whisper among themselves in excitement. The teacher divided the class into four groups, ensuring a balance of abilities in
each. She handed each group a colourful board game and one die. The board games had been carefully designed by the
teacher, using materials taken directly from the students' learning module. Before starting, the teacher gave clear
instructions on how to play the game and what each space on the board meant. The students listened attentively and asked
questions to make sure they understood the rules. Then, the game began. Each group took turns rolling the dice. The
number they rolled determined how many spaces they moved on the board. When a player landed on a space, they had to
complete a task or answer a question written there. The questions varied; some asked for definitions, others required short
dialogues, and some asked questions about descriptions of people and the structure. Laughter and learning filled the room
as the students took turns. One student in each group acted as a recorder, writing the answers in the group’s notebook. The
teacher walked around the classroom, stopping at each group to observe their interactions, offer support, and make sure
they stayed on task. She praised their efforts, corrected mistakes gently, and encouraged shy students to participate
actively. The students looked enthusiastic and engaged. Some shouted joyfully when they got an easy question, while others
helped their friends when they struggled. There was a sense of healthy competition and teamwork in the air. After every
student had their turn, the teacher asked the groups to prepare a short presentation based on the answers they had
collected. Each group collaborated to organise their results, decide who would present, and rehearse their parts. One by
one, the groups presented their findings to the class. The audience listened respectfully and clapped after each presentation.
To close the lesson, the teacher gave positive feedback to each group, highlighting their strengths and suggesting ways they
could improve. She asked the students how they felt about the activity, and many replied that it was fun, helpful, and made
learning easier. One student said, “I hope we can do this kind of game again!” The teacher smiled and said she was proud of
their effort and teamwork. Finally, the class ended with a quick reflection session, where the students wrote down what they
learned and how they felt during the activity. The classroom, once buzzing with energy, settled into a calm and satisfied
mood. It had been a productive and enjoyable learning experience for everyone.
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Figure 1. The board games were played by students.
2. Guessing Vocabulary

This activity was conducted on February 12%, 2025. The activity conducted by students is illustrated in Figure 2. The
teacher divided the class into 6 groups, and the English class was filled with a sense of excitement and curiosity. The
students came in smiling, chatting with their friends, and guessing what kind of activity their teacher had prepared. The
desks were pushed aside, and the chairs were arranged along the walls. This unusual setup made the students even more
curious. The teacher greeted the students warmly and began the lesson by asking some simple review questions from the
previous topic. The students responded actively, and the teacher praised them with encouragement. Then, she announced
that they would be playing a relay game while listening to an English song titled APT. The students cheered and looked
enthusiastic, especially when they heard that music would be part of the activity. The teacher divided the class into six
groups and handed each group a sheet of paper with several questions related to the topic of personal information and
abilities. Some examples were “What do you like?”, “What can you do?”, and “What do you want to be?”. The teacher then
asked the students to form a large circle in the middle of the classroom. Before starting the game, the teacher clearly
explained the rules. As the song played, the students had to pass a piece of paper around the circle. When the music
stopped, the student holding the paper had to read and answer the question written on it. If their answer was correct, the
paper moved on. However, if the answer was wrong, the student had to pick one additional card with another question. If
they still could not answer, they would receive two more follow-up question cards related to previous lessons. The students
listened attentively and nodded in understanding. The teacher stood in the middle of the circle, monitoring the activity
closely and making sure every group was participating equally. She encouraged quieter students to speak up and made the
environment supportive and non-judgmental. The song began to play, and the paper started to move quickly from one
student to another. Laughter and excitement filled the room as the students passed the paper in rhythm with the music.
When the music stopped, a student named Riko held the paper. He read the question aloud: “What do you like?” and
answered confidently, “I like playing games.” His group clapped, and the game continued. Another student answered, “I can
cook,” in response to the question “What can you do?” There were a few students who struggled with the answers, but they
tried their best. The teacher helped guide them by giving hints and examples when needed. Some students had to answer
more than once due to mistakes, but they stayed motivated, especially with their friends cheering them on. The class was
lively, yet organised. Most students looked happy and engaged. They laughed when they made mistakes, but they also
showed determination to improve. The relay game successfully created a fun and educational environment where students
could practice speaking in English without fear. After the activity, the teacher gathered the students and gave them positive
feedback. She praised their effort, participation, and teamwork. Then, the teacher asked a few students to share how they
felt about the activity. One student said, “It was so fun! I want to play again next time.” Another student added, “I was
nervous, but now I feel more confident to speak.” To close the lesson, the teacher summarised the vocabulary and sentence
patterns used during the game. She then asked the students to write a short paragraph about themselves using the
expressions they had practised, like “I like...”, “I can...”, and “I want to be...”. The class ended with smiles and applause. The
students left the room still humming the tune of the song, feeling proud of what they had learned. It was a memorable and
meaningful learning experience for everyone
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Figure 2. Guessing vocabulary was played by students

By understanding the condition of the class and the character of the students, the teacher can design speaking activities that
are not only fun but also appropriate to their individual ability levels. The use of visual media, such as pictures, in
descriptive materials is a concrete example of how gamification can be integrated into the subject matter while improving
students' speaking skills. In this section, the author presents the answers to the researcher's questions about teachers'
perceptions of learning to speak using gamification.

No. Element
1. Gamification
implementation

Indicator Comment Answer
The aim is to understandWhat are your reasonsThe important thing is
the background andfor implementingthat we as teachers
motivation behind thegamification strategiesknow  the students'
implementation ofin speaking lessons? Inneeds, what the needs of
gamification strategies. what materials do youthe students are, then
often use gamification? whether this material
can be conveyed well or
not. So there is a
sequence that they end
up being proactive and
also very collaborative in
learning in class. In
terms of productive
skills, they are also
active in speaking. 2.
The descriptive material
will make them more
proactive and
preposition of place.
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