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Abstract

This study explores the influence of gamified teaching on English learning motivation among upper
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primary school students under the “Double Reduction” policy. Two parallel Grade 5 classes in a pri-
mary school were selected as research subjects. The experimental class received gamified instruc-
tion based on the “Shopping” unit, while the control class received conventional teaching. Data were
collected through pre-test and post-test scores, classroom observation, and student interviews, and
analyzed using SPSS 27.0, including independent-samples t tests and a paired-samples t test. The
results revealed no significant difference between the two groups in the pre-test, while the experi-
mental class significantly outperformed the control class in the post-test and showed significant
improvement over time. Classroom observation and interview data further indicated that gamified
teaching enhanced students’ classroom participation, willingness to communicate, cooperative en-
gagement, and sense of achievement. Students demonstrated greater involvement in role-playing
and situational language use within the “Shopping” context. The findings suggest that gamified
teaching can effectively promote English learning motivation among upper primary school students
by integrating language learning with contextualized tasks, structured progression, timely feed-
back, and peer collaboration. However, its implementation should remain aligned with curriculum
objectives, avoiding excessive entertainment orientation, over-reliance on extrinsic rewards, and
dilution of instructional goals.
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Figure 1. Theoretical framework of gamified teaching
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Table 1. Key strategies for gamified English teaching in upper primary school grades
® 1 PNEEFREEIRUEFREES

X L 1] R St e FEFRITR BHiddEM KRR

M A 2 AIEAERES Mt B £S5 F HEME. e ST B A
FRIE R IR B RAESS ESHNIE N e S AR R F 5 B3
JR R 55 B RBHEY Br. B, Dk JHEARI o5 R I
AL HAEOHEES NEEE. AOHE VA R 8 G DA A R

4.1. fkE BT BRI NEXES

BB R UIEE 9O AE 55, REA RSB S ARG, NIREE G R IG5 5 H, 1k
AEAE TR RS T s JE St BIanfETRC SR R A, AT RO EL B BOX L W5 R
RN PR R B AN BRI G R, S B AR IR R R SR A W R R

4.2. Bl ENBERESSABHR

A BB SR F IE I Sk s S I AR, KA AN, R T RS
ML AR R SEbR s, kSR R B SEE S AE . BOTA RS2 AR . R B &
BEEMOPEFES O, FEREA R HINRES .

4.3. BRRELIFR T REIL AR R IRYLH]

AT+ SEGAR G AME S5 R AFH R TCE AT AR TR S S S, (EHAE A I R “ e A« 22
IR o BUBRSGEEAERIR S B AERI. 1ES MR DR, A2 B ali L MOk

4.4. FEHIEFERMHIAF, BREERERN

TR NRE G T B SRR T M 95 5€ 15 2] H bR PR P ARl XA 7 fRT 5 2, 3 SIS [
AR, VPO S SIS A SRR . 0T BETE S, AR SR AN PR B R P 0 B KU, O

DOI: 10.12677/ces.2026.149660 30 ClE e E= R


https://doi.org/10.12677/ces.2026.149660

it B NG EREE P A S5 OB LAY, A 2 B

“Shopping” LR A2 2 SE B AE

EIRIRZY BESA 52 E % 1E 5552 ik BV i e 45t Ja 5k
wiEmst | 7| MaketDay || wr-em | Y| mwmww  |¥| ssws Y| memwe
% 313hH Py i N A LT 3P e

BIHEE: HAFSW—~EREN —~ 2 E 00—~ 18 5 LB~ R — R Rt

Figure 2. Gamified teaching process of the “Shopping” unit
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