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Abstract

In the context of educational digital transformation, traditional English teaching models face chal-
lenges such as insufficient student motivation and contextual deficiencies. This study investigates
the impact of gamified learning on junior high school students’ English proficiency using the ARCS
Motivation Model through experimental methods. Sixty seventh and eighth-grade students from
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Huanggang City were selected and divided into an experimental group (gamified learning) and a
control group (traditional teaching). After 8 weeks of intervention, the experimental group showed
a 12.50% improvement in oral proficiency, a 9.8% increase in vocabulary, a 3.27% rise in overall
English scores, and a 42.6% surge in intrinsic motivation significantly outperforming the control
group. The research demonstrates that gamified learning. Through cognitive concretization and
motivational language internalization, it provides a new way for the reform of English teaching in
junior middle school.
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1. 5|8
1.1. fARE =R

FEHBFIAULHERE T, H3k L2 5] (Game-based Learning) & 15 AE ¥ F i rh, I B AWk BT &R
(WFsr B HEATES . AR5 PhAR . AT 58 AERIERILHI (= W BAsiE . #E38HE)), AR
SOIFINIESINL. BRSSP R S R Re iR R id f2 . Hal, KOS W8+
BORRNEA FEHE BN AFOEERT TR, WL 8 R 2 S B A . A
MR R, BEW A RBIBOR WA SIZIL1], X — R I G 20E WA B IR AR 20 B b 1 b
F8o B2 AN (Piaget) NI M BRSNS AL T BB 0 S04, Hami) L@ ik e s i A B2 |
LR B SCER[2], X I RS 4E R REE(Vygotsky) “Bli RIEIX” FLIRTE RIE R o

[ BR 2 AT U W AR 0 R BRI T 2 A T 20 4D 80 SEAE N H R IID4E . #2 (Bowman, 1982)
FEOIME bR AN 5] N BT, R T R BCE TR R AEZE 3], BT , 48 BLTRL /R (Driskell)
TR (Dwyer) FIA7 B Pl (Bracey) %6 %8, BRI RN 2 1 H NS 5 TR AR g
RS ER Z4Ergmn, HENZAUSE N SHIER U B, TEMLIIE], A BRECE B AR T R G5 S e
B,  (GFRAIHF) #E R (Minecraft Edu)if i A6 VD G 8 14 DL A AR AER B 1428 & STEM (BF:.
HAR TR HUA)ZE Y5 Scratch LURT AL w A2 S0 B vF B4R B 4035 9% . Gamestar Mechanic JUj %
TR E S BE FH W FERECTE &, J1R 55 )& — FR AR ST 15 20 G H ) 58 8 5]
.,

WEAESR, [ bR FUAE H AL S R A T TS T ) AR HE I, ] P AE DGR 5 22 5L 5 A ) S
BFRHIE. BUABEFIRE, B N IERIECE SUR IR R 2 S rh TSR E e TR R S5
B, TR G A R K AE AL REVER BRI EA R o #05r SSUERT T 48 H A% Gl sk b 2% ST
Wl AFAE “RET NI G, FrTRrEE30E R0 A L B 2805 i A T T S DR 4] -

Her AL RO A S0 IR NI AL T Wi e B . JE TR IIISZ(VR). SRS (AR) M A T8
RE(AD IR BB WAk, I 2SS L. B HE BT 15 AR AL 2 S RIS BR B A%, ZF Wik i
YEFEEAEME R[S RERTEIR S JI3008, Rk 5| FE R ryiR B R EME AR, CRIH MR
FEG B RESRER G . N RS R T ). B AR RGN AT SIEHLEE D EORIEEE, ZOE IR IEMN
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1.2. AREH

AWFFRBYI P IGEH:, BAERIER TR A SRR L EE M E. B )Z 1, 8 Sk
ST HRRIER TR 1R F S IR, SRR AL S BB AESE . SEERZE I, AT B R AL AT SR,
B BRI BEOR 1R A IR T IR SR G RE ), HEShECE SR ST 5 N A R IR

2. BREMSMSRE
2.1, B ERENT

A WIRBEN NI T HEARNZ LRI RS HE LA, S EN. B34 umel LM F &
TULLRI. HiZHBEMARSERE., BrR0EES . 2EATCREFBERE. B, SIES)RE LTI
LEHPEIR T, EEHEE Z s SRR 6] SN AL TSI R R R, EAEEE
MR BT R ARIREL, AR S Ot BEid sk BT G UMESER M hRe . HAZ OHFIE £ ZEAREL T3
TS BRI AYERE . ERCTALZ 0, RS BRI SO [ 7). 3T A SR Eh A i ek HERE % [8] A K
2RI R FERLG (9] 7R ELA T, TR % Br K # A B S2 it i B[ 10]. AP 3 S A RIS & ik
SE [11]PA KRN 5 B0 AT N (A R ) A8 FLAR R .

TEBE ML, #E WA A RN O R A, i i 2 B RSy % B e
SIEEME S 5 H N EENH6]. B, (puBZFFZE) (From Cells to Singularity)f& B v1b F
B S A i A R G AT AL, B % 5] 3 BB AR S A4 I A kil (Minecraft #A i) TEAL2E
SRR, GBS B YME S i AR S s, BRI B SRR ) S B UMERE ). (B %
AT (Rosetta Stone) il & 5 ST xk AR HE B AR AL 5 ST B 4%, SRBAN AL G & %20 .

W= E, AR TEZE SR AR 8, AU ILE I AR R By SR i 2 2 4458 4
B, BAETHXMEG S I E R S RIS T ARSI s 0 SR Bl 5 S A O S ) A ARSI
AR, AT NI RO, R e G R A T RS EL IR N, AR SR A R I AR R
TOB AT REE12].

2.2. FINMIBRERAEIPRINA

SHHLERR SR B, DMAAT IR AARUEAE T N ARG SR SR B LA HARIIIER[13]. M2 5 5
FAAEREFE FoK, JF HAIWTIE I IR AT 9 RE 0518 B R % /5 R B A, (&7 ARl B S AT 3Bl 70,
BETARR S S TN (35 sh 2, DASEIL A AR R 2 /5 SR [14]0 T xR 5% > 12 2 T Zh LR A% 0 Ji
H, WIS R T R B AR, AR AR I N S 3 T

B R R GE AT BRI AR R A i SE u R, AR BOE T I AR S TR B AR 6
o, PRSI PSR A S S, UM AR 3 S AT HEAT BEA L B R HE SRR 15]. Bk
bR 18] B 2250 BT RE 35 R T+ AR S5 B [ 16], BETT R 533 VS 12 RCR » X Aonr B Fn i i 8
RN E BRI S BITR AL E2], B5F158 A UESS, T BRI+ 2] B

BRI R A A LB AR, TR T AR SRR I R Z 0k, R A e i AR I K 2 2T 4R
B, dt—Hes TN EE 2 52218 ), AT HESI AL S S AEOR SR A R ST EL. R T IR
R HIIARARAE T -
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3. fREIT
3.1. ARMR

AR5 JZRE R, R HGE W T3 E GoRiwTh -G, EERF AN A R(N =60).
AIEPEAHE LA AR

RIEMBARE M BFELS A (=30 T/ NIRRT B, HOB SN 2 A T BBYERHE: ) \ER
4 (n = 30)E N SRR R B, R B SR G INARE

B G*¥Power 3.1 BAFREAT RN B AL (N & £ = 0.25, @ = 0.05, 1 — £ =0.8), HiEfi/MEARE =
52, SERRHRERT % 18 20% IR FE 2%, B4 E S 48 A(L. J\EL & 24 N). WAL 12 A(b. J\FER
%6 N), BEEapHwi ik .

Table 1. Study grouping design
= 1L ARSERT

S A TR AL BR HFRA P SRAEPE
G7Al 6 Influent W N = I
G7A2 6 PETER [ 3<15 & iC AN I
G7A3 6 Beat Talk mrs AN I
G7A4 6 WIERR iC N - )
G7B 6 e85 2] ALL

G8Al 6 Influent I N - )
G8A2 6 PETER [3EiE B & it AN I
G8A3 6 Beat Talk Mg N - A
G8A4 6 WIE R IC AN I
GSB 6 te4%: 2] ALL

(G7TA1 NLHER, G8AL N)\EH, A NHRA. B Ntkg2 ) H).

3.2. fIRAE

NRORSEIREE R AVERTRTSENE, FESCIRITRERT, X 25 LR KA AT 138l lCr iR
JEI e R g R IA L AR B R B S. TATEEI ElS E E AR A A I
T RS REEAT SR8 s HERIENERA 7 20 fvri 770, A E® . EFspeak. z K17
AN B VPR AR 54T 4y, BRI CHE P RSt SR ARG, XA S0t R UG
AT BB AT B, AT T AR R, DU ORESC T A AR B R D 2 3T rp (A RO AN S 1 /K7t
HEE.

3.2.1. SCOEt
KM 2 x 4 T8t
HAR R : HEH ROFRAMES) x Wik (4 Fi
HAR . BB ARG AR AR 2% S BIHL(ARCS E3)
AR ST AR, ICT &3%
SEEG R HAFESE 8 JH, W T Cook (2012)8 W R HIZL & T WA B K[ 17], & H T 30 7r%h, HFF
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3.22. MEBTH

ARCS FHLER: T Keller (2010)ZHLE AL, 7573 E (Attention). AKX (Relevance). 150
(Confidence). i#7=(Satisfaction) 4 PN4EE[19], k28 4N@Tii(Cronbach’s a = 0.89).

LA S ST EE SRR i), BE1AG0%). 1Hi%Q25%) FliE(25%). H
Q0% VY KB, £ H RIS ISMERZE b =033~1.21, X5 a=0.42~0.87).

3.2.3. ELHEERF

FELGPE: J8 e e S KR (RTINS Z ML R R TR A, B R E) R (OIS ¢ iR P >
0.05).

Oy AR FERTIN R SR % G AR R0y N (Top 30%) H(Middle 40%). ff(Bottom 30%)=">Z
W, BZEHENLECE SEIR A/ R,

TSt : ST SRR 4 Pl sk A 2 SIS0 DL 1), X REZHI FH PPP (Presentation-Practice-Produc-

tion) B AL

MR MRS K, BEIEWTE B[R SLI0 4 S A AR RS 8 S5 A JH N 2 ST RN .
3.2.4. BIESHT

AW 5K H Microsoft Excel 2018 HAF AT H5 Gt i+ AN AL BEFE ] SPSS 26.0 # A4 3E4T #H I 43 HT
3.25. (EESH

Cronbach’s a U 2 PEUT AR 2 HE 2 1 JLS vl 58, PR tbIiE 3R R SRV A 8. &b E, =4
2P Cronbach’s o RECH 0.85, FHZMALE R EAREFIEEGE 2).
Table 2. Data reliability analysis
=2 BIREES

Cronbach’s a &%} k4l Cronbach’s a 23 % FEAEL
0.807 0.862 3 60

4. IRER
4.1. BTGS2 BEER

TEARVKBEFE R, SR FTIIIT,  70% 0 JE15 £ s th T[75, 90]IX[H], JLiE ME AL K&y 2
EA AT, BB A9 72.7 F1 87,

wE 1 s, FHERRGUT T, SEIGH R IES2 A0, SMERFE 78.5, 4040 5/ # H & BN,
TR AT S 5 W RS B AR 7 A DEAKCT; SHRA DIE RS R R IES 2, (5
EAIRTT 2 73.5, R_RIFAUEHE.,

M 2 FTRLE RS R T SRS 20 B IERS/0A, BMEIEKE 89, A Anvu AR/ X A E
P2 85, /BN EINZ . B rl WL, ek il 22 SIRHRNE & 5 A — e (2 EH .

Kl 3 SR 2H 550 HEZE T L iR, SBR 4 75% 1) 9 T 28 i s S B TR AE[80, 95X ], B0k HEZH ATl 45 7%
BRI GHR T, T AL RS A AR A K, T 70%5E 0 T[75, 901X 8], XARIN 1 I Ak 2 ST0)
RTFHE LA RSN RRRR .
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Figure 1. Bar chart comparing the oral English scores of experimental group and
control group
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Figure 2. Bar chart comparing English vocabulary scores of experimental group
and control group
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Figure 3. Bar chart comparing the English written test scores of the experimental
group and the control group

& 3. SLIR4E 53 RERFEER RS LR E

DOI: 10.12677/ae.2025.1581472 542


https://doi.org/10.12677/ae.2025.1581472

LRI, AR

4.2. FEIF|HEL

wmE 4 s, A AREBRMESS SR ER LR T B 4. B 44, G8B 41(85%)H1 G7B 4(79%) A5 H|
TR 30 ENF SIS, T A A& /NS TE R, BRI 7 2] 07 SRR 2 I AT %5 e i BB
B

G7A4 HRIENR, TR RIL 252%, BWE B8R F I 75 2% 1 G8B 1 G7B 41
FERREAG, R AL G 7 SR B0 2 2 2 S BN AN 1 A AE 2% ) IR S5 o) . el b e, ek
S OTREMEOR 2 ) M, SR IR

Xof LG R, IR A 2 ) AL e ST [ AR 0 2 AR AT 55 SE R R R G . 35 25 5

TG RE, ST BTN 153.5%, BEm T IR, X &Ik = gk 7
MBS EE . FENSEESY MR RIEMS, X BRABNS 5 S AT
JUEmR G FRTTEZ

G &

252%

164%
150% 150%
128% 130% 4209, 132%
i i i i i i 79%  85%
G7B G8A2 G8B

G7A1 G7A2 G7A3 G7A4 G8A1 G8A3  G8A4

Figure 4. Average learning task completion rate of experimental group and control group
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Figure 5. Correlation analysis

5. XM
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1L Pearson AHRMEDHT(r AR RE, P OVRFEVEAKT), AT LT EZRIIA 5).

4.3.1. OEKE

FERSIET . S5 AE S PE R 2 2 (r=0.938, P=0.001), #HIFE L1152 > v 2g ST REsh M0t 8 K
PRI TCNEE, [, BRI BRI RO B35 . P KR N 5.28%, Hi G7A3 A(f#
F “Beat Talk” JER)H 5 R EHHE K 2 mk 12.50%, 23 T HABA ).
43.2. L&

FVCRRGRIGET . SRR S EREES( = 0.339, P = 0.339), RN AL 2 S AE R 2 31 b i R R ARG A
PR SIS R ST IEKFON 1.29%, T B TR s SHE K o —-1.14%, Rk > 7E
WV 2] J7 AR AL T 3G %

4.3.3. EiXpi%k
SEIGAH AR S5 DS RS B R IEA R (r=0.674, P=0.033), &AL 5 515 AR 1 e B S

I RIRTHER . SCIR 2 H R RT3 3.27%, et IR AL P28 K R AUA 0.07%, kb
STAEARTH B T RS T S B R AR 34
5. g

ABIFCIRAE T e A 27 ) W AR B A 5] BSOS R HEAE o B R, SRIR 48 FH “ Beat Talk” Ui
MG FHE RGHR T 12.50%, HALHITE TU0R S S ae A JoysiE St e /): J8id “Influent” F1 IR
B R SRk, S HRE R aih K 1.29% (WHIRZH-1.14%), EDUETS B0 AR 55 Wit 24 X fesh it
ERTHER: JOBLEG MG I, SRR K ERIE 3.27% (WIEZH 0.07%), UESLIF-A S T 78 AR
HHTB IR

BT EREI, HEBAI KGR . ERARNHZE, @8 E RS ) R4
BEXTRLGE B 3] FF K VR P s 5oeifift 55, el B R Wit AR RIS AR 4 R 50, Al IR H5EAY
AR 2% 2 AR RS 515 EORES, S THRAT 55 SE (BRI AR FE B 2 A ) S e PR e ), SEIAN AL
SRR B

SR, AT FE I SEB M AT TR RSB 2 4RI AE o 24T R PR AE T S 06 5 3A(8 ) AR g MK R R
HEARBARRTIALE WK J5oT @ 51 RSB 18 BRI = A pL], & o3
B BB E S X, RRELIRLIE I
6. it

AR FRETHE RS R BORP R 5, 8 R A L IR 50U S e ot gl Ak
POES ST RESN IR THE ] o SIR A5 IR, R AL 2 ST D 2 AL B A SR I 2 AR
IR (+12.50%) FIHA T 5 (+9.8%),  H 3450 I A 7E 3 2] BIHL(+42.6%) . FEARIREE M T RoR, FHENIZRS 1R
ST MR R E5r 9 0.938 AT 0.339, HEOR T ISR BN FH (RS AL 1. BAESRIGATEH Y 75 4y
B AR AL 2 ST R SEIAE 5% SR R 252%, ESEITIR G 1S 580 A SR ALE] A9 Rk .

BT 2024 FAEHBE RS K THELEIBOE TN, @GS0 E AN ES Al A BGEEY 2
Yy, WA R T SRR S B SO AS BRBE T B R IRV AR AESE . (RN L 2 Ui RR BT R SR AL
iEH 5G =PRI E MM KE.
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