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METHODOLOGY NEWSLETTER

Play to Learn
Games in Your English Classes

Get Ready for the Land of Awesome!

Getting students motivated can be a teacher’s biggest 
challenge. Students love to ask, “Why should I?”, “Do we 
have to?”, and “What’s the point?” Most of the time they’d 
rather be at home playing video games. And for generations 
we teachers have usually thought of games as the opposite of 
learning. They’re such a waste of time.

But a new methodology called “gamification”, using game 
techniques to teach and motivate students, is becoming more 
and more popular in schools. Over the past few years, our 
editorial team has been testing, practising, and refining this 
methodology for English language teaching, and the results 
have been inspiring. That’s why, starting this September, 
RR magazine is excited to offer you the chance to try our 
“gamified” lesson plans with your class.

A new part of the game will be published in the teacher’s file 
in each issue of RR - which is also full of ready-made tests, 
exercises, lessons, and activities for you and your students 
to enjoy. You can review old concepts, learn new words, and 
create a story together that will continue over the whole 
school year. Students will have so much fun playing the game 
that they won’t even notice how much they’re learning! 

Why should I use gamification  
in my classroom?
Games are one of the most motivational activities you can 
use with your students. You may have already noticed this 
if you have students who play video games at home: often 
they will already know surprisingly advanced English words 
and phrases which they have learnt through gaming. The 
combination of imagination, competition, points, and fun all 
motivate the students to learn and succeed.

Even if you’re not a gamer, you’ve probably already seen 
“gamification” in your life. Businesses use it all the time to 
keep their customers interested and loyal. Have you ever 
collected points at a supermarket, or competed with friends 
on a fitness website?

Gamification also focus on positive, rather than negative, 
reinforcement techniques. In a video game, failure is never  
a punishment. It’s a chance to try again, to get better and 
better until you succeed. The slow and steady progress that 
gamers see as they gradually master the skills they need 
motivates them to keep trying, and teaches them not to 
be afraid of making mistakes. This works equally well with 
students in a classroom, no matter what skills they are 
learning. 

Many teachers hesitate to try gamification because they often 
require a lot of time to create the materials. This is where 
RR steps in: we’ve done all the work in making a game that 
can be used in your classroom without any extra preparation 
on your part. Just grab the materials and start. Everything is 
carefully laid out to be clear and easy to use, even by teachers 
and students who have never played a video game.

How does it work?
“Gamification” uses psychology to motivate students to learn 
and succeed. For example:
•	 Positive reinforcement: We humans love to see 

numbers go up and hate to see them go down. Losing 
points for incorrect answers in school is demotivating 
and can lead to a fear of even trying. In gamification, 
points are collected for each success, and failure is only 
a signal to practise and try again.

•	 Goal-oriented tasks: Each section of the Land of 
Awesome game comes with a clear goal. Students 
aren’t reviewing and practising simply because the 
teacher says so - they’re doing it to accomplish 
something important to them.

•	 A story set in a fantasy world: In each section, 
students will meet and interact with colourful and 
interesting characters, many of whom need their help. 
Being a part of this fantasy world will take over the fact 
that they are using and practising grammar.

•	 Positive association: Almost all students these days 
play at least some type of video game in their free 
time. Most of the time, they are discouraged from 
using or even discussing these games while in school. 
Bringing their love of games into the classroom 
provides a great amount of motivation. The ideas of 
collecting points, using skills to complete tasks, and 
adventuring in a fantasy world helps to remove the line 
between fun and learning.

•	 Visual reinforcement: Students will each get  
a character, which they can design and colour as they 
like, and they can watch that character change over 
time as they complete tasks and collect items and 
rewards. At the end of the school year, they can look 
at this symbol of all they have learned, practised, and 
accomplished.

Are you excited yet? Then get ready for the first part of the 
Land of Awesome, published with your September issue of RR! 

More info on the next page.
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If you’re interested in learning more about gamification, have a look at these links:

http://yukaichou.com/gamification-examples/top-10-education-gamification-examples/ - ten real-life case studies proving 
how effective gamification is

https://www.youtube.com/watch?v=MuDLw1zIc94 - a video with ideas on gamification in schools and why it works so well

https://www.knewton.com/infographics/gamification-education/ - an infographic full of useful information

http://openbadges.org - a free online platform for awarding badges for accomplishments and skills which can be used with 
your students to further motivate them

http://www.classdojo.com - a free tool for teachers to easily keep track of their students, award points, and send detailed 
feedback to parents


