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ABSTRACT

The objectives of this research were to compare the students’ pronunciation
ability of English consonant clusters before and after learning through the integration of
gamification, and to investigate the students’ opinions on the integration of gamification in
teaching pronunciation. The study was a quasi—experimental research with a one—-group
pretest—posttest design. The population of the study was composed of 105 Thai
second-year students of the International College at Chiang Mai Rajabhat University.
The sample group was composed of 40 students selected by applying the purposive
sampling method. The study was conducted in the second semester of the 2019 academic
year. Three research instruments; English consonant clusters pronunciation lessons,
a pronunciation pretest and posttest, and a questionnaire were employed in the study.
The data were statistically analyzed for mean, standard deviation, and t-test dependent.

The results revealed that the posttest mean was higher than the pretest mean with
the mean scores of 19.65 and 43.05 respectively. The t-test indicates that there is
a statistically significant difference between the pretest and posttest means at the .05 level.
It could be concluded that integrating the gamification approach could significantly
enhance the students’ English consonant cluster pronunciation ability. Furthermore,
the students expressed a positive opinion with the highest level of 4.53 on the integration

of gamification in their learning process.

Keywords : Classcraft Application, Gamification, English Marked Consonant Clusters
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CHAPTER 1

INTRODUCTION

Background and Rationale

As English is regarded as ‘an international language’, it plays a crucial role
in various domains of communication all over the world. In the past, English was used
as an additional language for intercultural communication in Thailand. However, within
decades of change, it has become a pivotal part of people’s daily life nowadays.
The business, science, social and economic changes, and technological advancement,
particularly in the adoption and exploitation of the internet, have resulted in a major
transition of Thai society and traditional ways of Thai people. Consequently, English
language skills are in a very high demand in today’s social and professional situations.

Among the four skills in English language learning, pronunciation is a major
concern in learning English (Ketkumbonk, 2015). According to Gilakjani (2016),
not only will knowing grammar and vocabulary enable learners to construct the
sentences but also the correct pronunciation will enhance them to become more
effective communicators. Learners with good English pronunciation are likely to be
understood even if they make errors in other areas, whereas learners with bad
pronunciation will not be understood, even if their grammar is perfect. Moreover,
Gilakjani (2016) stated that if the speakers have unacceptable pronunciation,
their utterances will not be comprehensible to listeners and as a result, they will not be
successful in their communication.

Regarding a second language (L2) pronunciation teaching, it is believed that
whenever L2 sounds are similar to those in a first language (L1), they could be easy to
acquire. In contrast, if L2 sounds are quite different from those in L1 sounds,
the speakers will probably have difficulty to acquire them (Strange & Shafter, 2008;
Major, 2008; Zampini, 2008). This principle can apply to the consonant cluster
acquisition in the sense that the consonant structures of the target language are more

complicated than those of native language. Similarly, Thai learners encounter a number



of difficulties in producing English consonant clusters because the Thai language
does not allow to have complex consonants in the initial and final consonant cluster
positions. This aspect has received a large amount of attention. As a result, a number
of Thai scholars have conducted studies on English consonant cluster in Thai context.
Boonjumnong (2010) studied the problems of English initial and final consonant
clusters pronunciation by Thai students, focusing on /sk/, /sp/ and /st/ at the initial and
final positions. The results revealed that the participants had more problems in
consonant cluster sounds of /sk/, /sp/-and /st/ in the final position than
in the initial position. The study also showed that the factors affecting consonant cluster
pronunciation problems included their mother tongue, Thai and students’ confidence to
perform correct and clear English pronunciation, as well as, the teachers who lacked
confidence to perform correct and clear English pronunciation. Moreover, Mano—im
(1999) analyzed the pronunciation of double final consonants in English by Thai
students. The results showed that there were five types of variation: 1) correct
pronunciation of both sounds, 2) deletion of one of the two sounds, 3) replacement of
one or both sounds, 4) deletion of one sound and replacement of the other, and
5) insertion of an extra sound. Based on the research conducted by Rungruang (2017),
Thai students could pronounce consonant clusters slightly better in the initial position
than in the final position.

Furthermore, even though several prior studies have attempted to study the
factors affecting the consonant cluster pronunciation problem, as well as implement
appropriate materials and different approaches to meet the suitable solutions for solving
this problem, consonant cluster sounds are still a problematic aspect in learning English
in Thailand and is regarded as a chronic problem and a major constraint on development
in learning English. To find sensible approach to fulfill this kind of gap, technology
need to be required to perform functions as a driven key in Thai educational system.

Regarding technological advancement, gamification has been implemented in
an educational setting. Still, it could play a major role in second language classroom.
The gamification concept aims to create student’s engagement, active learning, and
motivation by learning experience in the real situation, e.g., language classroom.
(Borges, Reis, Durelli & Isotani, 2014). Gamification is the teaching method that creates

student’ s engagement and motivation. It is an innovative approach using game mechanics



in a non—-game setting. Using game mechanics improves motivation and learning in formal
and informal conditions (Dichev & Dicheva, 2017). Not only, gamification can be found
in business fields successfully, it is now being implemented in many educational programs
as well. In the educational setting, the gamification has been integrated or gamified in
a language learning via an application in order to enhance collaboration, motivation,
engagement and joy both in class and out—of-class. Flores (2015) stated that using
gamification in L2 classroom benefits both an instructor and a learner, especially in
pronunciation courses. Gamification allows the instructors to persuade learners about
the new teaching method. Besides, Valencia (2015) revealed that one gamification
application, called ‘ Tip Top Talk!’, helps users with a low level of competence to
improve L2 in both pronunciation and phoneme discrimination. Moreover,
gamification techniques are used in higher education settings to enhance not only
learners’ learning behaviors but also critical thinking and teamwork skills. Srisomboon
(2018 developed a learning system in three aspects: learner’s teamwork skill, learner’s
engagement, and learner’s enjoyment with a framework for virtual team gamification
model via cloud technology. His findings revealed that these three aspects were high
after the experiment. Moreover, Jaroenphol (2015) developed an interactive video
streaming system based on gamification concept with mastery learning to enhance
self-regulation ability in undergraduate students. Her findings indicated that
undergraduate students in the experiment group had significantly higher self-regulation
ability and post-self—assessment mean scores than their self-regulation ability and
pre—self—assessment mean scores at the .05 level.

For teaching pronunciation at Chiang Mai Rajabhat University (CMRU),
it is found that the students have been struggling with English pronunciation problem.
According to Arunsirot (2017), the students have encountered endless difficulties in
their attempt to develop their pronunciation skills as a key to gaining full communicative
competence because most of them are from rural schools where academic issues are not
much a concern and English is considered as a third language alongside their mother
tongues. It was also noted that pronunciation teaching strategies are not correspondent
to students’ needs, as technology has played a major role in their daily lives nowadays.
The new generations are generally known as the digital natives (Prensky, 2001).

As a result, it has a big impact to the students even in their learning process. Likewise,



the students in CMRU become addicted to the internet which leads to distraction in
their studies. Consequently, they do not pay adequate attention in class which result in
the failure of their study (Rafatjou, 2019). Furthermore, the researcher has found that
the students seem to have a difficulty in pronouncing English consonant clusters,
which can lead to a barrier for their communication.

Therefore, to turn a crisis into an opportunity, this study aims to improve
the students’ English pronunciation ability which focuses on marked consonant
clusters. The gamification approach is integrated into the teaching process in
pronunciation as an additional tool in order to improve the students’ pronunciation

ability as well as their motivation and engagement in English classroom.

Research Objectives

1. To compare students’ English consonant clusters pronunciation ability
before and after learning through the integration of gamification.

2. Toinvestigate students’ opinions toward the integration of gamification in

teaching pronunciation.

Expected Results
1. Students are able to pronounce English consonant clusters correctly.
2. English teachers are able to integrate the gamification approach in their

classes for improving students’ pronunciation ability.

Research Hypothesis
The English consonant clusters pronunciation ability of the students after

learning through the integration of gamification was higher than that of before learning.

Research Scope

Population and Sample Group

The population of this study consisted 105 Thai second- year students
who enrolled in ENGL 1102 English Phonetics course in the first semester of 2019

academic year, and studying in the International Communication program of the



International College at Chiang Mai Rajabhat University. The sample group was
composed of 40 students purposively selected to participate in the study.
Variables
Independent Variable
Teaching pronunciation by integrating gamification
Dependent Variable
1. English consonant cluster pronunciation ability
2. Students’ opinions on the integration of gamification
Scope of Content
This study focuses on English consonant clusters, and the two categories of
these clusters are marked and unmarked clusters. English has consonant clusters with
2 (CC-) to 3 (CCC-) for onset clusters, and 2 (—CC) to 4 (—CCCC) for coda clusters.
CC-is the easiest cluster and it is considered to be unmarked cluster such as /pl-/ as in
‘plan’ whereas —CCCC is the most difficult and problematic cluster (marked cluster)

such as /—nd0s/ as in ‘thousandths’. English marked consonant clusters comprised three

consonant sounds for either the initial or final consonant positions. The three-initial
consonant clusters consist of 9 phonemes: /spl-/, /spr—/, /spj—/, /str—/, /stj—/, /skl-/,
/skr—/, /skw—/, and /skj—/. Meanwhile, three—final consonant clusters consist of
16 phonemes: /—pOs/, /—pts/, /—pst/, /-t0s/, /—kts/, /—kst/, /—-mps/, /-mfs/, /-nts/, /-ndz/,

/—nst/, /-6s/, /-fts/, /-sts/, /-Ipt/, and /—Ips/, with a total of 25 phonemes.

Scope of Time

The study was conducted in the second semester of the 2019 academic year
from January 2020 — March 2020. The treatment period took eight weeks with three
hours per week, with a total of 24 hours excluding two weeks of orientation, pretest and

posttest.

Definitions of Terms

English Marked Consonant Clusters

English marked consonant clusters referred to the combination of three—letter
consonants that occur either in the initial or final positions of the English syllable
structure. Three—letter initial consonant clusters consist of 9 phonemes: /spl-/, /spr—/,



/spj—/, /str—/, /stj—/, /skl—/, /skr—/, /skw—/, and /skj—/. Otherwise, three—letter final
consonant clusters consist of 16 phonemes: /—p0s/, /—pts/, /—pst/, /—t0s/, /-kts/, /—kst/,

/—mps/, /-mfs/, /-nts/, /ndz/, /-qst/, /—t0s/, /-fts/, /-sts/, /-Ipt/, and /—Ips/, with a total

of 25 phonemes.

Teaching Pronunciation by Integrating Gamification

Teaching pronunciation by integrating gamification referred to the teaching
method adapted from the notion of Celce— Murcia, Brinton & Goodwin (1996)
integrated with the gamification approach. Teaching pronunciation by integrating
gamification via using Classcraft application was divided into four steps: content
presentation, pronunciation practice, pronunciation production, and pronunciation
evaluation. In the content presentation, the teacher presented each letter sound
corresponding to the targeted consonant clusters with integrating of two types of game
mechanisms known as points and a progress bar. Next, the pronunciation practice
focused on improving the students’ pronunciation competence with the integration of
points, and a progress bar in gamification approach. After that, the students must
complete the tasks given from easy to more difficult tasks with the integration of
gamification in terms of points, rewards, and levels in the pronunciation production.
Finally, the students were evaluated in the form of competition, and rewards in
gamification approach for their pronunciation competence in the pronunciation
evaluation.

Gamification

Gamification is the use of game mechanics in educational settings.
In this study, Classcraft application, an online platform, is used to gamify the
pronunciation class in order to motivate and engage the students in their learning.
The integration of game mechanisms including points, progress bar, levels, rewards
and competition is incorporated into the pronunciation teaching method adapted from
Celce—Murcia, Brinton & Goodwin (1996) inan attempt to boost the students’ effort
to achieve their learning objectives in the pronunciation class in this study.

English Consonant Cluster Pronunciation Ability

English Consonant Clusters Pronunciation Ability referred to the students’
pronunciation competence of English consonant clusters tested by using a constructed



English consonant cluster pronunciation oral test to evaluate the students’
pronunciation ability. The tests consisted of 50-English consonant cluster words.
It was administered before and after the intervention of the integration of gamification
in the class. Each word contains the following sounds /spl—/, /spr—/, /spj—/, /str—/, /stj—
/,/skl-/, /skr—/, /skw—/, and /skj—/in the initial positions and /—p®s/, /—pts/, /—pst/,

/-t0s/, /—-kts/, /-kst/, /-mps/, /=mfs/, /-nts/, /-ndz/, /-yst/, /—f0s/, /—fts/, /-sts/, /-Ipt/,

and /~lps/ in the final positions.

Student’s Opinion

Student’ s opinion refers to the students’ feedbacks in the aspects of the
learning system by integrating gamification approach including the advantages of
integrating gamification approach in the pronunciation teaching, the students’
accomplishments, the appropriateness of this approach in teaching pronunciation, and

the effects of gamification approach on the students’ learning skills and experiences.

Conceptual Framework

Teaching Lesson plans for 1. Students’ consonant
pronunciation teaching pronunciation clusters pronunciation
by integrating by integrating ability
gamification 2. Students’ opinions on

gamification : :
the integration of

gamification

Figure 1.1 The Conceptual Framework



CHAPTER 2

LITERATURE REVIEW

This chapter reviews English consonant clusters pronunciation problems of
Thai students, teaching English pronunciation, gamification approach, and previous
studies relevant to this study in order to provide the overview of the main concepts and
a brief description of the prior research studies. The chapter is presented in four sections
as follows:

1. English consonant clusters pronunciation problems of Thai students

2. Teaching English pronunciation
3. Gamification
4

Related research studies

English Consonant Clusters Pronunciation Problems of Thai Students

Pronunciation is one of the English skills that plays a crucial role in learning
English language. To improve the pronunciation competence of non—speaking English
countries, the section will provide information about pronunciation problems of
Thai students in the following topics.

The Importance of Pronunciation

Pronunciation is much important and pervasive feature of communication
than is generally recognized. It is the crucial starting point for all spoken language,
since thoughts must be articulated in sound in order to be heard and to become
a message that can be communicated with one another (Pennington & Rogerson—
Revell, 2019). Pronunciation is required not merely for talking, but for communicating
and making sense to another person, that is, for making meaning in both an audible and
an understandable form.

Moreover, intelligible pronunciation helps people understand others’ English,
and the pronunciation errors account for reduced intelligibility (Basson, 1986).



Unintelligible pronunciation is definitely a barrier for native speakers to understand.
Thus, removal of that barrier necessitates intelligible pronunciation (Wei & Zhou, 2002).
Even though intelligibility of English pronunciation is crucial factor for non—native
speakers, there is the fact that many of them find it difficult to listen certain phonetic
features. As a result, they produced a particular English sound in the incorrect way.

The Comparison of Consonant Clusters in English and Thai Sound Systems

The consonant clusters are the combination of consonant sounds occurring
together and has no intervening vowels (Wilkins, 1976). According to Oxford Advanced
Learner’s Dictionary (2015, p.275), the consonant clusters is “a group of consonants
which come together in a word or phrase”, e.g., /str—/ at the beginning of the word
‘stress’, and /—kst/ at the final position of the word ‘next’. In conclusion, the consonant
clusters are a group or sequence of consonants that appear together in a syllable without
intervening vowels.

English has consonant clusters with 2 (CC-) to three 3 (CCC-) for the initial
positions (onset clusters), and 2 (—CC) to 4 (—CCCC) for the final positions (coda clusters).
CC-is the easiest cluster and it is considered to be unmarked cluster such as /pl-/ as in
‘plan’ whereas - CCCC is the most difficult and problematic cluster (marked cluster)

such as /—nd0s/ as in ‘thousandths’. Comparing the differences between Thai and

English sound systems, Thai syllable structure consists of a syllable with 2 (CC-)for
the initial positions (onset clusters) and no clusters in the final positions (coda clusters).
As a consequence, the consonant clusters cause problems for Thai students whose
Thai language does not allow to have many consonants together in the onset and
coda positions.

According to Narksompong (2007), there are two common problems of
Thai people when they pronounced English initial clusters. The first is that they tend to
add a short vowel in between the first and the second consonants, e.g., /str—/ as in
‘strike’, it is pronounced as ‘sa—trike’. Second mistake is that they drop the second or
third consonant of the clusters, e.g., /skr/ as in /scrabble/, it is pronounced like ‘scabble’,

which is the incorrect sound.
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The Problems of Consonant Clusters found in Thailand

In addition, Boonjumnong (2010) studied the problems of English initial and
final consonant clusters pronunciation by Thai students. Only /sk/, /sp/ and /st/ at the
initial and final positions were investigated. The result revealed that the participants
have high problems in consonant cluster sounds of /sk/, /sp/ and /st/ in the final position
more than the initial one. The study, also, showed that the factors affecting consonant
cluster pronunciation problems included their mother tongue, Thai and students’
confidence to perform correct and clear English pronunciation, as well as, the teachers
who lack confidence to perform correct and clear English pronunciation.

Sahatsathasana (2017) mentioned that the fricative sounds are difficult for

Thai students to pronounce such as /—t0s/ as in ‘eighths’ and /—p0s/ as in ‘depths’,

because they do not occur in Thai. Additionally, Wei & Zhou (2002) stated that
Thai students encountered pronunciation problem with English consonant clusters,
because Thai final consonants are always unaspirated and unvoiced. Thus, it is difficult
for Thai students to pronounce aspirated /p/ and /k/ or voiced /m/ and /n/ in English
words. Based on Kalackal’s study (Kalackal, 1985), one of the ways of countering
the mother tongue interference in the pronunciation of foreign language is to provide
students with articulatory descriptions of the mother tongue and the target language,
so that they may realize what they are doing and how they can rectify it.

Moreover, Mano—im (1999) analyzed the pronunciation of double final
consonants in English by Thai students. The results showed that there were five types
of variation: 1) correct pronunciation of both sounds, 2) deletion of one of the two
sounds, 3) replacement of one or both sounds, 4) deletion of one sound and replacement
of the other, and 5) insertion of an extra sound. According to Rungruang (2017),
Thai students could pronounce consonant clusters slightly better in the initial position
than in the final position.

Furthermore, Chainara (2010) conducted the research by using task—based
learning with focus on group interaction to improve students’ pronunciation of English
words with initial consonant clusters. Based on her investigation, the use of task—based
learning with focus on group interaction is an effective solution to improve students’

pronunciation of English words with initial consonant clusters.
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In conclusion, English consonant cluster pronunciation is concerned as one of
problems for Thai people in learning English pronunciation, because of the differences
between Thai and English Phonetics systems. Therefore, to become like an English
native speaker or an effective communicator in English, Thai learners should be taught
to pronounce English sounds as naturally as possible with the effective and appropriate

processes in teaching pronunciation.

Teaching English Pronunciation

Teaching English pronunciation is the significant process that English as a
Foreign Language (EFL) and English as a Second Language (ESL) teachers should not
neglect, because English is pronounced differently from other languages including
Thai. In accordance with Gilakjani (2016), teachers should believe in the importance
of intelligible pronunciation. However, teaching English for communication is a
complicated task for all teachers (Chainara, 2010). Learners as well, they need to improve
their pronunciation skill frequently as much as possible in order to speak naturally as an
English native speaker.

Techniques Used in Teaching Pronunciation

To solve English pronunciation problems of those Thai students, a number of
educators have suggested some new  directions in teaching pronunciation, e.g.,
Celce—Murcia, Brinton & Goodwin (1996). They have presented two techniques for
teaching pronunciation. The first is the time-tested classroom technique (Traditional
classroom). This technique includes the use of a phonetic alphabet, transcription
practice, and diagnostic passages, detailed description of the articulatory system,
recognition/ discrimination tasks, approximation drills, focused production tasks
(e.g., minimal pair drills, contextualized sentence practice, reading of short passages
or dialogues), and other techniques such as tongue twisters and games
(e.g., “Pronunciation Bingo”). Time-tested or traditional classroom technique is
a process that uses listening, imitating, reading and pronouncing skills consisting of
articulatory descriptions, articulatory diagrams, phonetic alphabet, minimal pairs,
visual aids—sound—color charts, pictures, mirrors, tongue twisters, developmental
approximation drills, practice of vowel shifts and stress shifts related by affixation,

reading aloud/recitation and recordings of learners’ production.
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Another is a newer technique with resources available to teachers for second
language pronunciation. These techniques include visual reinforcement, auditory
reinforcement, memory peg, tactile reinforcement; mirroring, tracking, shadowing,
sociodrama, kinesthetic reinforcement, jazz chant, guided imagery activity,
neurolinguistic programming, simulation, oral dialogue journal and speech
spectrographic devices. The newer technique is a process that uses instruments such as
charts, diagrams, sketches, videos and mirrors, connects with natural sounds, touches
pronunciation positions. The process also uses hand signals and body movements, uses
rhythm, and recalls knowledge. It consists of visual reinforcement, auditory
reinforcement, memory peg, tactile reinforcement, mirroring, tracking, shadowing,
sociodrama, kinesthetic reinforcement, jazz chants, guided imagery activities,
neurolinguistic - programming, simulation, oral dialogue journal and speech
spectrographic.

Approaches Used in Teaching Pronunciation

In the 1980s, Communicative Language Teaching Approach (CLT) came into
attention. This approach strongly emphasizes on oral communication as a primary use
of language and, as a result, should be central in language instruction. Celce—Murcia,
Brinton, and Goodwin (1996) stated that in order for EFL and ESL learners to have
meaningful communication, it is important to consider pronunciation like other
elements of language such as grammar and syntax (Nikbakht, 2011). “The very act of
pronouncing, not just the words we transmit, is an essential part of what we
communicate about ourselves as people” (Beebe, 1978, p. 3).

The ultimate goal of CLT is communication. Teaching is urgent and
intelligible pronunciation is seen as necessary in oral communication. The techniques
used to teach pronunciation are listening, imitating, phonetic training, minimal pair
drills, contextualized minimal pairs, visual aids, tongue twister, developmental
approximation drills, practice of vowel shifts and stress shifts related by affixation,
reading aloud, and recording learner’s production/sound/utterance (Nikbakht, 2011).
These teaching methods/activities are similar to Celce—-Murcia, Brinton, and

Goodwin’s (1996) pronunciation instruction framework.
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Celce-Murcia, Brinton, and Goodwin (1996) presented a framework for the
sequencing of activities within instruction. Their five teaching stages include
description and analysis, listening discrimination, controlled practice, guided practice,
and communicative practice. These stages are similar to a presentation, practice, and
production sequence. Keeping such a framework in mind helps English teachers to plan
lessons that move the students forward in a principled way, Building the foundation for
more intelligible spontaneous production is as follow:

1. Description and Analysis Initially

The teacher presents a feature showing when and how it occurs.
The teacher might use charts (consonant, vowel, or organs of speech) or he/she might
present the rules for occurrence either inductively or deductively. For example, the
teacher can either present the rules for —ed endings or provide multiple examples and
ask the learners to figure out the rules themselves. (Celce—Murcia, Brinton, and
Goodwin, 1996).

2. Listening Discrimination

Listening activities include contextualized minimal pair discrimination
exercises such as the following from Gilbert (1993, p. 20). The speaker (who may be
the teacher or another student) pronounces either sentence a or b. The listener responds
with the appropriate rejoinder. Listening a transcript with a short listening passage,
learners can mark the pauses and/or circle the prominent elements they hear. In general,
the listener’s task should be clearly defined and focused on only one or two features at
a time. At this stage, the teachers need to focus learners’ attention directly on a feature
that they might not be recognizing yet. The three final stages, which involve practice
and production, actually progress on a continuum. It is less important to define an
exercise as strictly controlled, guided, or communicative. Rather, it is important to
sequence our oral production activities so that they move forward systematically
(Celce—Murcia, Brinton, and Goodwin, 1996).

3. Controlled Practice

At the beginning, in more controlled activities, the learner’s attention
should be focused almost completely on form. Any kind of choral reading can work if
the learner’s attention is clearly focused on the target feature. Poems, rhymes.

dialogues, and dramatic monologues; all of these can be used if the content and level
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engage a learner’s interest. When performed with student partners, contextualized
minimal pair activities as mentioned above are a combination of controlled practice for
the speaker and listening discrimination for his or her partner. (Celce—Murcia, Brinton,
and Goodwin, 1996).
4. Guided Practice

In guided activities, the learner’s attention is no longer entirely on form.
The learner now begins to focus on meaning, grammar, and communicative intent as
well as pronunciation. Teachers need to develop a continuum of bridging activities,
which shift attention gradually to a new cognitive task while the learner attempts to
maintain control of the pronunciation target. As an example, Hewings and Goldstein

(1998. p. 127) make use of a memory activity while practicing, e.g., /—p8s/, /—t0s/,

/—mps/ endings. Students are instructed to study a picture containing a number of
common objects for one minute. With the picture hidden, they then try to recite the
correct number of each item, while concentrating on pronouncing those sounds
correctly. (Celce—Murcia, Brinton, and Goodwin, 1996).

5. Communicative Practice

In this stage, activities strike a balance between form and meaning.
Examples include role plays, debates, interviews, simulations, and drama scenes.
As the activities become gradually more communicative, the learner’s attention should
still Ire focused on one or two features at a time. It is overwhelming to suddenly monitor
all pronunciation features at once. Set an objective, which can be different for different
learners, and let students know it in advance. (Celce-Murcia, Brinton, and Goodwin, 1996).

Both the Communicative framework for teaching pronunciation and
the Communicative Language Teaching Approach (CLT) can be adapted to be the four
steps for teaching pronunciation process by integrating the gamification in this study,
e.g., content presentation, pronunciation practice, pronunciation production and
pronunciation evaluation.

This teaching process can help learners to improve their English
pronunciation. However, adapting the techniques to be parts of classroom activities
with communicative purpose is another teacher’s work. The gamification approach is
the additional tool for this study which can be applied in the learning activities of

pronunciation teaching. As there are various ways of teaching pronunciation, it is up to
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the teachers to choose the techniques for their teaching, because the most important
thing in teaching languages that cannot be neglected is communicative purpose. Any

activities created for classroom teaching has to deal with this goal.

Gamification Approach

Gamification is the teaching method that create student’s engagement and
motivation, it is an innovative approach using game mechanics in a non—game setting.
As Kapp (2012, p. 99) defined gamification as “using game—based mechanics,
aesthetics and game thinking to engage people, motivate action, promote learning,
and solve problems,”. It 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 (Dichev & Dicheva, 2017). Unless, gamification was found
in business field successfully, it is now being implemented in many educational programs
as well. One reason that gamification has become more interest in the recent years is
its effects on the increase of motivation and engagement towards learning process.

Gamification is an integration of game elements and game thinking in
activities that are not games. Games have some distinctive features which play a key
role in gamification, e.g., game master are teachers/instructors who control the learning
process, players are students; challenges/tasks are players perform and progress
towards defined objectives; points and rewards are accumulated as a result of executing
tasks, class—related behaviors, and students’ performance; levels in which players pass
depending on the points; progress bar for monitoring one’s advancement through levels
of gamification.; badges serve as rewards for completing actions,; and leaderboard
reports their achievements which encourages competition between learners and
motivate them to be more active participants in the learning process.

According to Anderson, Reynolds & Powers (2017), gamification provides
the motivation for learners to solve problems, do activities and apply to the real —world.
Learners will get the learning motivation by getting points, rewards, levels, badges and
leaderboard (achievements) as mentioned above. In other words, the learners are
encouraged to concentrate on their studies and enhance their motivations through using

the gamification, the process of game in the education context.
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Concept and Framework

Gamification in education is the use of game mechanics and elements in
educational environment. Teachers try to use new techniques and approaches to
provoke students’ activity and motivate them to participate in training. One possible
solution is to reward the efforts and achieved results by awards, which leads to
increased motivation for participation and activity. That decision is based on the use of
game elements in the learning process.

Users’ actions in games are aimed at achieving a specific goal (or win) in the
presence of obstacles. In education, there is a learning objective, which has to be
achieved by performing specific learning activities or interaction with educational
content. Tracking the players’ progress in games is an important element, because next
steps and moves are based on their results. Tracking the students’ progress is essential
to achieve the learning objectives. Students’ learning path is determined by the achieved
levels of knowledge and skills (Glover, 2013).

Three components which are the keys to successful gamification are
mechanics, dynamics and emotions. Firstly, mechanics consist of the designed aspects
of the gamified system, including goals, rules, contexts, boundaries, and types of
interactions. Additionally, three types of mechanics are proposed in the Mechanics
Dynamics and Emotions Framework (MDE framework). Setup mechanics refer to the
context of the experience. Rule mechanics refers to the goals, allowable actions and
constraints, and progression mechanics refer to the rewards and reinforcements that are
used to influence player behavior. Secondly, dynamics relate to the actions of the player
which may approach a game with different strategies, and may react to game mechanics
in different ways. Finally, emotions are regarded as the most important component,
highlighting the emotional experiences in motivating the players’ behavior.

Robson et al. (2015) proposed the framework of gamification design which is

illustrated as follows:
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Figure 2.1 MDE Gamification Framework Design
Source: Adapted from Robson et al., 2015

Benefits of Gamification

Although gamification is getting a great deal of intention from educators and
instructors, there is little study shown the use of gamification in second language
classroom. Here are some studies in which the use of gamification affects to language
classroom.

In particular, many educators and instructors introduce the gamification in a
second language classroom, some of them believed that it can motivate and enhance
their students to learn a target language. As the benefits, gamification itself combined
with constructivism, social constructivism, behaviorism, cognitivism, experience —
based (situated) learning and also self-paced learning theory, and these theoretical
backgrounds would develop the language learners in a communicative competence in
which setting, participant, purpose, channel and topic are mainly focused.

According to Flores (2015), the use of gamification reveals the benefits for
leaners in term of motivation and enhancement. Learners are reduced their shyness
automatically and more focus on their pace. Gamifying the L2 classroom enhances the
learning of writing, reading, and speaking and motivates collaboration and interaction,
because they learn experience based on the information presented as the game elements.
Extrinsic motivation through the use of reward systems can interfere with the main

objectives of learning languages.
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Moreover, using gamification in second language classroom can create
learner’ s mentality and critical thinking that related to Piaget’ s constructivism theory.
By focusing on the process’s students will participate in, student behaviors and attitudes
can be influenced, which can have positive influences on learning and motivation. This
can be of great benefit in second language acquisition, as motivation is one aspect of
research that is always of interest. If gamification of learning can also be applied to
second language acquisition, then it is clear that it is necessary to determine what
aspects of gamification can be most beneficial for language learning.

Motivation is a major concern in the gamification. It is considered goal
directed and defined as “the combination of effort plus desire to achieve the goal of
learning the language plus favorable attitudes toward learning the language” (Gardner,
1985). Motivation is also a significant contributor to language achievement in terms of
linguistic outcomes, which traditionally embrace the knowledge structure of the
language, e.g., vocabulary, grammar and pronunciation and the four basic skills of the
language, including listening, understanding, reading and writing. In second and
foreign language learnings. Learnings may be affected differently by different types of
motivation.

The discussion about the intrinsic and extrinsic motivation is a popular topic
within the gamification research. Chou (2015) claims that the Self-Determination
Theory and Daniel Pink’s (2009) work is accurate, yet he states that his terminology
somewhat differs. Chou (2015) argues that Pink’s (2009) definition of Mastery as an
intrinsic motivation is really an extrinsic motivation. According to Pink’s (ibid) theory,
a person that wants to accomplish something, e.g., be a fluent native speaker, is driven
by an intrinsic motivation.

However, Chou (2015) claims that Mastery is an extrinsic motivation, because
the task itself is not rewarding. He states that a simple way to determine whether the
task is driven by extrinsic or intrinsic motivation, is to remove the goal and check if the
person is still motivated to continue doing the task or not. Chou (2015) brings up the
issue about extrinsic traps, as he calls them. These traps typically happen when a person
is exposed to extrinsic motivation in a task that was originally inspired intrinsically.
This makes us more goal oriented and more likely to not pay attention to the task
at hand.
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Classcraft Application

Classcraft Application is a role—playing game designed for teachers and
students to play together in the classroom. Each student takes on the role of a character
and works to unlock special abilities. As the teacher, he/she will assume the role of
Game Master (GM) and manage the gameplay experience in his/her classroom.
Classcraft transforms how students experience class in everyday. It can be considered
to metaphorize the functioning of a classroom as a battlefield combining collaboration
and competition. Classcraft is not related to a specific school subject, and the duration
of the game depends on the teacher’s expectations. The students play the game during
school hours and outside of class (Classcraft, 2019).

Before playing, students will get to be a warrior, a healer, or a mage, each
with special powers that can be used in real life and will let you do things like get extra
time on an exam or listen to music in class. These powers can be unlocked by
participating in class. The Hero Pact represents the commitment to playing Classcraft
until the end of your class, be it the semester or the school year. Players can’t play
Classcraft unless you sign the pact, and they can’t stop playing once the pact is signed.

In signing the Hero Pact, teachers recognize the authority of the Game Master (GM)

and students can’t contest his/her decisions at any point in the game.

Figure 2.2 Classcraft Application
Source: Classcraft, 2019
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Game rules are quite simple. A student by demonstrating positive behavior in
class can earn:

1. Health Points (HP), every player has HP. When students lose all of their
HP, you will fall in battle and will then be subject to potentially negative consequences.
They lose HP when they behave negatively in class, for example, incomplete an
assignment; inappropriate language; not following instructions; arriving late to class; and
forgetting class materials.

2. Experience Points (XP), students also have XP. XP allows them to level
up in the game and unlock powers. To earn XP, they must behave in a positive way in
class. Here’s a list of some behaviors that can earn the XP: complete tasks before a class
finish; complete assignments before a class start; concentrate to study in class; have a
good relation and work well with others; and have a self-confidence when pronounce
aword in front of class.

3. Action Points (AP), in addition to HP and XP, students also gain AP. AP
enables them to use the powers they have earned. For example, if a healer wants to use
the ‘Heal’ for 1 power, it will cost them 15 AP. When they don’t have enough AP, they
can’t use any powers.

4. Power Points (PP), at the beginning of the game, every player starts at
Level 1. To level up, students must earn 1,000 XP. Every time they do, they will earn
a PP. It’s with PP that they can buy powers. Powers can cost between 1 and 3 PP
depending on how strong they are.

5. Gold Pieces (GP), special currency (money) used in Classcraft. Earned by

players or given by parents or teachers.
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Source: Classcraft, 2019

Coins are used to buy gear that students can equip to customize their character
and make it look awesome. There are four ways they can get coins: they can earn every
time you level up; they can train your pets; If their class is playing the Premium version,
teachers can reward students with coins if they do well in class; or If their class is
playing the Freemium version, they can buy coins in iTunes or in the game (Classcraft,
2019).

Quests lays a teacher’s existing lesson plan over a fantasy world that students
traverse by completing assignments, or quests. Completing each task, which may be an
assignment, discussion, in class activity or something else, unlocks the next. Each
journey across the map is personalized by how students perform on each task and
progress through the lessons. Quests also offers classroom management tools, such as
the ability to award points based on participation in discussion or early submission of
an assignment, Bolkan (2017). These quests include:

1. Random Picker (The Wheel of Destiny), choose a random student or team

to answer questions, pick students for group activities, and more.
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2. Random Events (The Riders of Vay), add some surprise to the day by

starting class with a fun event or condition.
3. Timer (The White Mountains), a timer to pace classwork, tests/quizzes, or

other class events.
4. Stopwatch (The Forest Run), a stopwatch that can be used with any

classroom activity.
5. Boss Battles (Adventures in the Wild), review for formative assessments

or do an in—class pop quiz with short answer or multiple—choice questions.

6. Volume Meter (The Makus Valley), measure a classroom volume and

encourage students to quiet down.
7. Grade Converter (Treasures of Tavuros), reward points to students for

scores on assignments or exams.

Class Tools

Use these tools to gamify your lessons. Find out more

Figure 2.4 Quests in Classcraft Application
Source: Classcraft, 2019
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In Classcraft, students are placed in teams of eight to ten members and play
as, Warriors, Mages, or Healers. Each group has unique properties and powers and
is designed for different types of students. Each team has at least one Warrior, one
Mage, and one Healer so they can help each other succeed in class tasks. The teacher
played the game with his students in the school computer lab. Teacher used the video
projector in order for the students to watch the game during the whole teaching hour.
At the beginning of the teaching hour, the teacher used the game class announcement
tool to send messages to students, to reward or punish them for their performance, e.g.,
arriving in class late. Also, during the teaching hour, the students were rewarded, or
punished, for good or bad behavior of for their contribution in class, accordingly
(Papadakis & Kalogiannakis, 2017).

In this study, Classcraft was incorporated into the teaching process in
pronunciation as an additional tool in order to improve the students’ pronunciation
ability as well as their motivation and engagement in English classroom. The reason
why the Classcraft application was selected was that it makes an English pronunciation
class more meaningful for students by creating playful and collaborative learning

experiences. By leveraging technology, games, and storytelling, Classcraft helps
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students to be more active, motivated, and engaged in the class. Besides, teacher can
create a learning environment that is culturally relevant to today’s youths. Also game
elements/mechanics in the Classcraft can make students improve their English
pronunciation ability better.

Moreover, using the Classcraft, students learn how to better work together and
accomplish more in the pronunciation class while having fun. The emphasis on
collaboration within the game rules helps foster non — cognitive, social and emotional
skills such as empathy, leadership, and communication. These skills are critical in

today’s job market but are rarely taught in traditional curriculum.

Related Research Studies

Pronunciation is essential for effective communication. If a speaker
mispronounces words, the listeners will misunderstand exactly what the speaker intends
to convey. Therefore, it is important that words are pronounced correctly and clearly.
Nevertheless, a large number of EFL/ESL learners are still unable to pronounce English
words correctly. As a consequence, they still encounter problems of English
pronunciation, which are due to several factors. There are many factors underlying
students’ mispronunciation of English words, including the phonetic difference
between English and their mother tongue, teachers teaching styles, students’ learning
habits, the process of teaching and learning, as well as the classroom environment.

Many studies focused on teaching pronunciation by using/integrating
the gamification, and the gamification principle was adapted into the applications that
users can download or use via the internet/online in order to practice and improve their
English pronunciation ability. Here are some studies related to pronunciation teaching
and language studies with the integration of the gamification.

To begin with Gilbert (1984) observed the interdependency of listening
comprehension and pronunciationand therefore stated that students cannot hear English
well, they are cut off from the language. If they cannot be understood easily, they are
cut off from conversation with native speakers” (p. 57).

Celce—Murcia, Marianne, Briton, Donna M. & Goodwin, Janet M. (1996),
presented two techniques for teaching pronunciation. The first is the time—tested or

traditional classroom technique. This technique includes the use of a phonetic alphabet,
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transcription practice, and diagnostic passages, detailed description of the articulatory
system, recognition/discrimination tasks, approximation drills, focused production
tasks (e.g. minimal pair drills, contextualized sentence practice, reading of short
passages or dialogues), and other techniques such as tongue twisters and games. The
other is a newer technique with resources available to teachers for second language
pronunciation. These techniques include visual reinforcement, auditory reinforcement,
memory peg, tactile reinforcement; mirroring, tracking, shadowing, sociodrama,
kinesthetic reinforcement, jazz chant, guided imagery activity, neurolinguistic
programming, simulation, oral dialogue journal, and speech spectrographic devices.

Hismanoglu (2006) mentioned some researchers have offered various
pronunciation teaching techniques and activities related to each intelligence type, which
included within the theory of Multiple Intelligences by Howard Gardner’s (1983), for
example, students with visual/spatial intelligence. They can make the best use of
techniques such as using a mirror, wall charts, card games, etc., while techniques like
tossing a ball, using a rubber band, knee bending / body language, balloon squealing,
etc. can be best for those with bodily / kinesthetic intelligence (Thompson, Taylor, &
Gray, 2001).

Landers & Landers (2014) conducted the framework in online games for
university courses by using leaderboards, one of the game elements in the gamification
approach. Leaderboards are a method of ranking students that presents learners with a
challenge, clearly defined rules and goals, as well as a means of assessment. In the
course, an online Wiki was used, on which students were required to create a page. As
a result, they stated that gamification could increase time on task, and learning
motivation.

Munday (2016) implemented ¢ Duolingo’ applications to develop Spanish
pronunciation ability. This study explored the idea of using an already existing language
learning app in order to complement traditional college level Spanish as second
language courses. These types of apps used adaptive learning technologies, which were
able to tailor the tasks to the level of each student. In this study, Duolingo was used as
part of the program of studies in two Spanish university courses, one a beginner’s
Spanish course (level Al) and the other an advanced intermediate course ( B2).

The students used the app online, either in its mobile version or in their web browser.
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Preliminary results suggested that Duolingo is an easy—to—use app that is useful and
has potential, although its main lessons were not based on communicative competence.
It is usually enjoyed by students because of several elements, such as the accessibility
on a mobile device, its gamification aspect, and the variety of tasks.

According to Papp (2017), this study reported the effects of gamification
elements on primary and college students’ motivation and learning. Business
communication classes and mathematics classes experienced gamification by introducing
game elements and frameworks in the classrooms while maintaining the integrity of the
learning outcomes. The result revealed that students expressed increased motivation and
engagement at both the primary and college level as well as improved learning.

Papadakis & Kalogiannakis (2017) implemented gamification for supporting an
introductory programming course: the case of Classcraft in a secondary education
classroom. They mentioned that the gamification technology had a great advantage
to solve the problems as it could improve learning motivation of students. Various studies
have shown that gamification under appropriate conditions may create an environment that
can lead to learning and large increases in students’ interest in programming.
Classcraft is a game that can be used in the classroom to help students to have fun, promote
teamwork, and become better learners.

Jongmuenwai, et al. (2018) studied ‘Gamification for learning’. The educational
gamification to learn is a study type and concept of gamification. The result revealed
that gamification could be adaptive to learning in the digital age, which is driven by
information technology and communication by game mechanics. Therefore, the learner
is engaged in active learning during study, and gamification can be applied to teaching
all levels and disciplines.

It is concluded that gamification is a path connected between education and
technology. It is considered as an effective instructional tool which can be integrated
into the language classroom by using technology as a mechanism driving the students
to have positive attitudes in learning, to reduce disruptive behavior, to improve

students’ thinking processes, and to have better skills in language learning.



CHAPTER 3

RESEARCH METHODOLOGY

This chapter presents the research methodology, and the population and
sample group of this study. A brief detail of the developed lesson plans integrated with
the gamification approach, pre— and post- tests, and the questionnaire are described in
the following sections. Moreover, the data collection processes and the data analysis
are shown in the last section. The topics are presented as follows:

1. Research Design

2. Population and Sample Group

3. Research Instruments

4. Data Collection

5. Data Analysis

Research Design

This study was a quasi—experimental research with a one—group pre—test
post-test design (Fitz-Gibbon & Morris, 1987, p. 113) in order to compare the students’
consonant clusters pronunciation ability before and after teaching pronunciation
by integrating the gamification approach. Figure 3.1 illustrates the research design used
in this study.

o1 , X , 02

»

Pretest Treatment Posttest

Figure 3.1: The research design used in the present study
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Given:
O1 represents Pretest
X represents Teaching pronunciation by integrating the gamification
approach (Treatment or intervention)
O2 represents The students’ consonant clusters pronunciation ability

and their opinions (Posttest)

Population and Sample Group

Population

The population of this study consisted of 105 Thai second-year students in
the International Communication program, the International College, Chiang Mai
Rajabhat University, who enrolled in ENGL 1102 English Phonetics course in the first
semester of the academic year 2019.

Sample Group

The sample group was composed of 40 Thai second-year students in the
International Communication program, the International College, Chiang Mai Rajabhat
University in the first semester of the 2019 academic year. The purposive sampling
method was used to select the sample group with the students who had scores below

60 percent in the preliminary test.

Research Instruments

Three research instruments were employed in this study, and they were
divided up into two types. The instrument for treatment was eight lesson plans with the
integration of gamification approach. The data collection instruments were composed
of the pre— and post-tests, and the questionnaire.

Lesson plans

There were eight lesson plans designed for teaching consonant cluster
pronunciation with the integration of gamification approach. Each lesson plan included
four steps of teaching pronunciation, e.g. content presentation, pronunciation practice,
pronunciation production, and pronunciation evaluation. Each lesson plan lasted for

3 hours. Table 3.1 presents the consonant cluster sounds taught in this study.
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Table 3.1  The consonant cluster sounds taught in this study

Week Lesson Plan Consonant cluster sounds
1 1 [str—/, Istj—/, Ispl-/
2 2 Ispr—/, Ispj—/, Iskl-/
3 3 Iskr—/, Iskw—/, Iskj—/
4 4 [—lpt/, [-lps/, I-mps/
5 5
6 6

[—mfs/, [-nts/, /-ndz/, [-qst/
I—p0s/, [—pts/, [—pst/
7 [—0s/, [-fts/, /-sts/
8 8 1-0s/, I-kts/, I-kst/

In teaching pronunciation, the model used in this study was divided into four
steps: content presentation, pronunciation practice, pronunciation production, and
pronunciation evaluation as mentioned above. The integration of gamification through
the Classcraft application in pronunciation lessons is as follows:

Step 1: Content Presentation

In the first step, the students were exposed to consonant cluster sounds in each
week. After that, the teacher presented each letter sound corresponding to the targeted
consonant clusters by using the flashcards, phonetic charts, and articulatory diagrams.
Additionally, the visual aids such as video clips, YouTube and the animations were
shown to the students in order to describe how to produce each sound correctly and to
hear the correct sounds from a native speaker. After knowing individual letter sounds,
the students were required to produce the consonant cluster sounds correctly and
spontaneously. Teacher or game master could give an extra point for students’
participation, engagement, and behavior in a class, if they pronounce individual cluster
sounds correctly. If not, they could lose the points. The points would be given to the
students via Classcraft. The progress bar in Classcraft could be shown to the students

to display their progression in English pronunciation in order to boost their motivation.
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Step 2: Pronunciation Practice

In the second step, the teacher blended three—letter sounds to teach
pronunciation and provided the students a list of consonant cluster words. The minimal
pair drills were used to help the students to differentiate both the similar and different
sounds in English consonant clusters, which could lead to developing their production
in pronunciation. In addition, the listen and repeat technique was incorporated into the
students’ learning activities, which would improve both the oral production and
auditory perception of the students. Teacher or game master could give an extra point
for students’ participation, engagement, and behavior in the class if they pronounce
English consonant cluster words correctly. If not, they could lose the points. The points
would be given to the students via Classcraft. The progress bar in Classcraft can be
shown to the students to display their progression in English pronunciation.

Step 3: Pronunciation Production

In this step, the students were asked to complete the exercises from easy to
more difficult tasks to see their progress in pronunciation. The teacher created an
assignment/a task and the different class tools in Classcraft to gamify the tasks to
become more fun, motivating and engaging. Each team competed with one another via
using the class tool selected from the teacher. Finally, the teacher gave the points to the
teams. The best team could win and earned more powers to level up. The points could
be given to each team through Classcraft.

Step 4: Pronunciation Evaluation

When the boss battle began in the Classcraft, the fastest team would get a
chance to pronounce the word loudly. If the students as a team pronounced the word
correctly, they would deal damage to the boss. If they pronounced incorrectly, the boss
could attack them and did critical damage to the team. Finally, the team who could kill
the boss would be the winner to whom the teacher could give the rewards for their
teamwork, collaboration, and effort.

As gamification approach is a fun and enjoyable method to support learning
English and a gap-filling tool between students’ learning and education practices,
its concept was integrated into the four steps of pronunciation teaching method

mentioned earlier.
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Input
Teaching English Gamification in

Consonant Cluster Pronunciation Classcraft Application
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Content Pronunciation
Points O Presentation » Practice
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Pronunciation Pronunciation
Rewards o Evaluation ‘ Production
Hm0 U
Comnetition (58 i (R NS - E
Students’ Pronunciation Ability Students’ Opinions toward
of English Consonant Clusters the Integration of Gamification
Output
Figure 3.2 The learning system in pronunciation teaching method with

the integration of gamification approach

From Figure 3.2, before the intervention took place, the overview of Classcraft

application, and the step-by-step instruction for using Classcraft were introduced to the

students. Next, each student was required to sign up as a ‘player’ to join the class
through Classcraft application, an online platform used to gamify the pronunciation
teaching in the classroom. After that, the oral test was administered in order to measure
the students’ s pronunciation ability of the consonant clusters. Finally, the teacher as a
‘game master’, assigned the students to form their teams, and to choose their own
characters or avatars. Each avatar has different powers related to what avatar the

students had chosen. Afterwards, the game rules which represented the actual classroom



32

rules were introduced to organize the students’ behavior both in—class and out—of—class

learning. Figure 3.3 presents the avatars with their powers in Classcraft application.

o
' The Shallow
Darrick Buteau v

HP 18
AP 30

L1 o
' The Shallow Horses
Mirella Arocha v

HP 10
AP 30

Royal Bradford v

VIEW AS STUDENT

HP 22
AP 35

Figure 3.3 The avatars with their powers in Classcraft application

During an intervention, game mechanics, the basic principles of gamification
approach, were used as additional tools in the development of the consonant cluster
pronunciation. Points and progress bars were used in both the content preparation and
pronunciation practice steps to score the powers of student’ s avatars and to show their
progress both in consonant clusters pronunciation ability and behavior. To get more
powers, the students had to earn their experience points (XP) by behaving in a positive
way that made them to become better learners, e.g., completing the task, answering
the questions in class, working together or finishing the exercises on time. However,
the students would lose their health points (HP) for behaving in a negative way, e.g.,
being late in class, late submission of assignments/homework, or chatting in class. Also,
the teacher as the game master could set up the behavior criteria or game rules to
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increase or reduce any powers of the students’ avatars. Figure 4 illustrates the behavior
or game rules and criteria set by the teacher.

Behaviors
Choose Behaviars to Encourage
XP (Experience Points) GP (Gold Pieces)
Being present and readly to work Transitioning between classes respectfully
Helping each other out during a team or group exercise
Demonstrating mastery of a new skill
Using devices appropriately
Turning in homework a day early
Asking an insightful question
Behaviors
Choase Behaviars to Encourage
@ HP (Health Points)
HP DESCRIPTION
-15 Bullying a classmate
-20 Being insubordinate
-20 Putting yourself or others in harm's way
Figure 3.4 The behavior or game rules and criteria set by the teacher

For the pronunciation production, levels and competitions were used to make
the classroom atmosphere to become game—like environment. The teacher could choose
the different class tools to gamify any activities in the class to generate more fun and
engagement. Figure 3.5 illustrates the class tools in Classcraft.
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Figure 3.5 The class tools in Classcraft application

With different class tools, the students as a separate team were competing with
one another. For example, the white mountain is a timer to pace classroom,
tests/ quizzes, or other class events. The teacher would set the time for the students to
finish the assigned tasks or quizzes. The faster team would win and earn more powers
to level up. Finally, in the pronunciation evaluation, the boss battles were used to review
the formative assessments. Every team was randomly selected to participate in the
competitions. The winner earned the powers and the teachers could give the rewards to
any teams for their teamwork, collaboration, and effort.

For the teachers as the game master, he/she plays not only as an instructor but
also as a facilitator, a monitor, and a coach. Firstly, the teacher set what students should
be able to do after completing the course. Therefore, the learning objective in this study
was that students should be able to pronounce words within consonant clusters words
correctly. Next, he/she needed to establish the game rules in Classcraft for the
classroom management to show how scores would be given to the students. After that,
the teacher designed the storyline to create the quests which turnd the lesson plans into
a game. According to the lesson plans designed for this study, there were eight quests.
To design the quests, the teacher needed to crate his/her own fantasy storyline to
connect between one quest/lesson plan to the others. The quests used in this study are
illustrated in Figure 3.6.
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Figure 3.6 An example of the quests used in this study.

After that, the teacher created Fantasy stories about the very characters that
students played in the Classcraft application. The warriors, mages, healer, so on were
chosen in order to build up the student’s enjoyment and attention in their class, set up
the scores, and assign the tasks for the students to complete. Nevertheless, the content
in pronunciation was taught directly by the teacher. In this phase, the students can
interact with their teacher through the discussion section. Also, setting up the game
rules could allow the teacher to manipulate the students and to keep them on track in
the classroom management. With the features in Classcraft application, the teacher
could monitor the students’ progress, manage their scores easily, as well as, assess their
achievements.

English Consonant Clusters Pronunciation Test

English Consonant Clusters Pronunciation Tests were the pre—and post— oral
test with a list of 50-marked consonant clusters designed to evaluate the students’
pronunciation ability of English consonant clusters. They consisted of 9 phonemes of
the three—initial consonant clusters, and 16 phonemes of the three—final consonant
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clusters. The words are detailed in Table 3.2. The pre—oral test was administered in the
first week and the post—oral test was administered in last week so as to determine
whether there had been any improvement in the student’s levels of pronunciation.
To avoid subjectivity, an English native speaker and the Speech Analyzer Software
were involved and implemented to assess the students’ pronunciation ability of English
consonant clusters. The students who could pronounce the word correctly got one point
whereas those who pronounce the word incorrectly got no point. In the tests,
the consonant clusters token was checked by two phonetics instructors with the 10C

scores of 1.0.

Table 3.2 List of 50 English Three — Consonant Clusters

List of 50 English Three — Consonant Clusters

Straight Spurious Squad Bootcamps Prompts
Strangulation Sputum Squarish Absents Bankrupts
Strategic Sclera Squeeze Accounts Transcripts
Stratum Sclerosis Squirrel Movements Twelfth
Stressful Scramble Skua Gents Warcrafts
Studious Scratchy Sculpt Defends Swifts
Splash Scream Helps Reminds Gymnasts
Splendid Scrotum Sculps Thousands Neutralists
Spreader Screener Thumps Amongst Context
Sprout Scrambler Shrimps Depths Ciphertext

Questionnaire

A questionnaire was developed by the researcher in order to evaluate the
students’ opinions on the integration of gamification. This questionnaire is a
close—ended question type with a 5—level rating scale. It is divided into two parts.
The first part was concerned with the background information of the respondents.
The second part explore the levels of students” opinions in the aspects of the learning
system including the advantages of integrating gamification approach in the
pronunciation teaching, the students’ accomplishments, the appropriateness of this

approach in teaching pronunciation, and the effects of gamification approach on the
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students’ learning skills and experiences. To verify the questionnaire, three specialists

were requested to verify the validity and reliability with the 10C scores of 0.85.

Data Collection
The data were collected in the second semester of the 2019 academic year from
January 2020 to March 2020. The data collection was divided into three steps as
follows.
1. Orientation
The first week was dedicated to the Classcraft orientation and the pre—test
administration. The orientation session took three hours to provide instructions
regarding the use of Classcraft dashboard, Classcraft and gaming terms, character roles
and powers, and game features. Then the students were assigned to sign up as ‘players’
in the Classcraft Application. In order to promote social skill, and teamwork, the
students were asked to form into groups of ten. Each group member was assigned
responsibilities in the team. The warriors are the game’s protectors, mages are the
game’s suppliers, and healers perform healing functions in the game. At the end of the
orientation, the pretest was administered.
2. During the intervention
The pronunciation teaching model with the integration of gamification
approach included content presentation, pronunciation practice, pronunciation
production, and pronunciation evaluation were implemented during the experiment
for three hours a week, with a total of 24 hours.
3. After the intervention
At the end of the course, the post-test was administered to evaluate the
students’ progress in English consonant cluster pronunciation for three hours.
Moreover, in order to investigate the students’ opinions, the questionnaire was
distributed to the students immediately after the class in order to capture the intense and
immediate responses of the students towards the integration of gamification approach

in pronunciation teaching.
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Data Analysis

The descriptive statistics used in this study were mean (X), standard deviations
(SD.), and t-—test for comparing the pre— and post—test scores of teaching pronunciation
by integrating gamification approach. In terms of questionnaire, mean and standard
deviation were analyzed according to the questionnaires’ responses. Based on Best
(1981, cited in Sereerat et.al., 1998), the opinions were interpreted as follows:

Scales Levels
4.51-5.00 Highest
3.51-450 High
2.51-3.50 Moderate
1.51-2.50 Low

1.00-1.50 Lowest



CHAPTER 4

RESULTS AND DATA ANALYSIS

This chapter presents results and data analysis of the study, entitled “The Use
of Gamification to Improve English Consonant Cluster Pronunciation Ability of
Students at Chiang Mai Rajabhat University”. The findings aim at covering these two
research objectives; 1) to compare the students’ pronunciation ability of English
consonant clusters before and after learning through the integration of gamification,
and 2) to investigate the students’ opinions on the integration of the gamification.

As a consequence, the results and data analysis are divided into two parts as follows.

Part1 Students’ pronunciation ability of English consonant clusters before and
after learning through the integration of the gamification.

To answer the first research objective, this part shows the comparison of
the students’ pronunciation ability of English consonant clusters before and after
learning through the integration of the gamification. English consonant clusters
pronunciation tests were used as the research instruments to evaluate their
pronunciation ability of English consonant clusters. The pretest and posttest consisted
of 50-words, comprising words with three—initial (onset) and three—final (coda)

positions of English consonant clusters.

Table 4.1 The difference between the pretest and posttest mean scores before and

after learning through the integration of gamification

Test type Mean SD. t Sig.
Pre—test 19.65 7.308
—24.582 .000*
Post—test 43.05 3.993
Pretest & posttest comparison 23.40

*p <.05
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Table 4.1 illustrates an overall mean score of the pretest and posttest of
the students’ pronunciation ability with the integrations of the gamification in their
English pronunciation course. The results revealed that the pretest and posttest mean
scores were 19.65 and 43.05 respectively. Obviously, the posttest mean was
dramatically higher than the pretest with the difference of 23.40. In addition, the
standard deviations (SD.) of the pretest and posttest were 7.31 and 3.99, respectively.
The t-test indicated that there was a statistically significant difference between the
pretest and posttest means at the .05 level (t = —24.582). The results indicated that the
integration of gamification in the study could improve the students’ pronunciation
ability of English consonant cluster.

To consider the quantitative findings in details, the pretest and posttest mean
scores of the 25-three onset clusters and the 25-three coda clusters are presented

as follows.

Table 4.2 Pretest and posttest mean scores of the consonant cluster pronunciation

Mean of
Pretest & Posttest Correct % Correct t Sig.
(N =25)
/CCC-/ Onset Cluster
Pretest 15.08 60.30 %
-10.203 .001
Posttest 21.60 86.40 %
/-CCC/ Coda Cluster
Pretest 457 18.30 %
-19.720 .248
Posttest 21.45 85.80 %
*p <.05

Table 4.2 shows the pretest and posttest mean scores of three—onset and three—
coda clusters. The data revealed that there was a substantial difference between
the pretest and posttest mean scores of the onset clusters, which were 15.08 (60.30 %)
and 21.60 (86.40 %) respectively. Similarly, the pretest and posttest mean scores of the
coda clusters were 4.58 (18.30 %) and 21.45 (85.80 %) respectively. It could be
concluded that there was a dramatical difference between the pretest and posttest

mean scores of the onset clusters.
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Part2 Students’ opinions on the integration of the gamification.

To evaluate the students’ opinions on the integration of the gamification,
a questionnaire was constructed based on a 5-point rating Likert scale.
The questionnaire was a close—ended question type which was divided into two parts.
The first part dealt with the background information of the respondents. The second
part explored the levels of students” opinions in the aspects of the learning system by
integrating gamification approach. The results of the students’ opinions on the use of
gamification are presented in Table 4.4

Table 4.3 Students’ opinions on the integration of the gamification

(N =40)
Levels of
Items Mean |
opinion
1 Pronunciation teaching method in this study is suitable
and the procedures could be followed the instructions 4.53 Highest
step—by-step.
2 English consonant cluster pronunciation lessons
provide the appropriate use of multimedia such as 4.38 High
sound, image and video clip.
3 The integration of gamification provides the
appropriate use of game mechanics, sound clips 4.55 Highest
and video clips
4  The integration of gamification approach could
enhance the student’s motivation, active learning, and 4.90 Highest
engagement in the class.
5  Classcraft applicationis easy to use and it could be )
) 4.38 High
used in the language classroom.
6  Gamification increases the learner’s affective domain ]
) 4.48 High
such as teamwork, engagement, and enjoyment.
7 Gamification facilitates students to be more ]
4.35 High

self — regulated and self — paced.
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Table 4.3 (Cont.)

(N =40)
Levels of
Items Mean o
opinion
8  Gamification technology in the classroom is more )
) ) - 4.50 High
interesting than a traditional one.
9 My English pronunciation ability has improved a
lot after | have been taught by the teaching 4.48 High
methods.
10  When I use the gamification for learning English
pronunciation, | feel more competitive and 4.38 High
challenged.
11 Teaching pronunciation by integrating the
N g-p _ N\ _ g _ 4.63 Highest
gamification improves my pronunciation skill.
12 | am able to pronounce English consonant clusters
correctly after I have been taught by integrating 4.53 Highest
gamification in class.
13 Il appreciate the use of gamification while I am y
_ _ J 4.43 High
studying English consonant clusters pronunciation.
14 | get more motivated after I have learned by )
) _ N/ 4.53 Highest
integrating gamification.
15 If I were an English teacher, | would apply the ]
\ U _ o 493 Highest
gamification in my English pronunciation course.
Overall 4.53 Highest

Table 4.3 illustrates the students’ opinions on the integration of gamification
in the English pronunciation lessons. An overall score was at the highest level (4.53).
It can be concluded that the students expressed positive feedback on the integration of
the gamification approach in their learning process. As the benefits of gamification are
versatile, implementation of the gamification approach in the future career as an English

teacher plays a prominent role in this study with the highest mean scores at 4.93,
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followed by the integration of gamification which is considered as a tool for enhancing
the student’s motivation, active learning, and engagement with the mean score of 4.90.

Surprisingly, the students expressed the lowest level of their opinions on the
integration of the gamification which supported students to be more self-regulated
and self—paced with the mean of 4.35. Likewise, 2—item questions of English consonant
cluster pronunciation lessons provided the appropriate use of multimedia such as sound,
image and video clip, and the gamification was easy to use, and it could be used in the
language classroom were rated with the mean scores of 4.38.

In addition, most of the students expressed positive comments after they
had learned English consonant cluster pronunciation lessons with the integration of the
gamification in the aspects of the gamification approach and the pronunciation ability.
Their comments are summarized as follows:

Firstly, the students” opinions on the gamification approach revealed that this
gamification approach was very useful and interesting, and it motivated them to be
more active in the class. Also, the gamification might be useful for a future class.
The gamification was a good tool to motivate their learning and it was a practical game
that could motivate their interest.

Moreover, some of them mentioned that the Classcraft game could be one of
the good methods for teaching students because it was easy to control their behaviors
and responsibility in the class. The game could improve their pronunciation ability to
be better and the Classcraft application could enhance their learning motivation in
learning English pronunciation course. It could be used as an additional tool for English
teachers to create a fun and relaxing atmosphere while they were using the Classcraft
for learning English pronunciation. Additionally, they loved to play the game;
therefore, they were happy after they had got more scores and level ups. They also
mentioned that teachers at their institution should apply this approach in an English
class.

Secondly, the students’ opinions on the pronunciation ability revealed that
their English pronunciation was better after they had learned through the integration of
gamification. The lessons helped them to improve their English pronunciation ability
as well as increase their motivation during studying. Besides, the pronunciation lessons

were one of the best ways to practice their pronunciation. It was also found that this
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teaching style was more interesting than the traditional one because the teacher allowed
them to play the gamification freely with the results of learning motivation and
pronunciation skill improvement.

Finally, the overall opinions were that the class was very interesting, because
this teaching was useful for professional look in order to promote the levels of career
opportunities. The gamification class might be applied in other classes, and
it was suitable for everybody. This approach could improve English skills and, it was
one of the best applications for motivating students’ learning. Teaching with the
gamification was good for the students and the gamification could truly benefit English
major students.

Nevertheless, some of them provided additional suggestions about the
implementation of gamification in an English classroom. It was found that this kind of
teaching was not so interesting for students at the university level, because students at
this level might be more concerned with scores or real grades. It would be very good if
an XP score in the game was a part of the real scores in some subjects. Furthermore,
more time in each competition should be allocated, and teachers could add more
alternative choices in the game. For instance, participants could fight with their friends
to get more points or scores by means of the competitions in other skills.

In summary, the findings in this chapter are congruent with the research
hypothesis in that the pronunciation ability of the English consonant clusters of the
students after learning through the use of gamification was higher than before the
intervention. Moreover, the overall student feedback on the integration of gamification
in their learning was expressed in a positive attitude in terms of three different aspects
of gamification approach, pronunciation ability, and pronunciation lessons.



CHAPTER S

CONCLUSION, DISCUSSIONS,
LIMITATIONS AND RECOMMENDATIONS

This chapter presents the conclusion of the study, discussions of the findings,

limitations and some recommendations derived from the research study.

Conclusion

1. As seen from the comparison of the English consonant cluster
pronunciation pretest and posttest mean scores, the posttest mean was higher than that
of the pretest. The statistically significant difference between the pretest and posttest
mean was at the .05 level. It could be concluded that students’ pronunciation ability of
the English consonant clusters after learning through the integration of gamification
was higher than before learning. This finding indicated that the approach was able to
improve their pronunciation ability of English consonant clusters

2. The investigation of the students’ opinions on the integration of
gamification could be concluded that the students expressed positive attitudes toward
the integration of gamification approach in their learning process with the mean scores
of 4.53.

Discussions

The discussion part focuses on the significant improvement of the students’
pronunciation ability of English consonant clusters after integrating the gamification
and
the students’ positive attitudes toward the integration of gamification in their learning
process.

Finding 1: The students’ pronunciation ability significantly improved after the

integration of gamification
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According to the findings, the integration of gamification in the students’
learning process significantly improved their pronunciation ability of English
consonant clusters. In class, the participants showed outstanding performance in their
pronunciation as evidenced by the dramatic difference of their mean scores in both
pretest and posttest which obviously different (19.65 and 43.05, respectively). This is
consistent with Huang & Soman (2013) and Papadakis & Kalogiannakis (2017), who
stated that gamification could affect the students’ knowledge and skills after their
motivation and engagement were raised and after the learners were more engaged in
their study with gamification (Jongmuenwai, et al., 2018). Moreover, gamification is
the combination of social constructivism, behaviorism, cognitivism, experience—based
learning and self—paced learning theories, and it has an impact on the student’s
knowledge (Glover, 2013). Additionally, the integration of gamification brought about
the benefits in terms of collaboration and interaction of the students, which led to the
enhancement of students’ learning system (Srisomboon, 2018). Furthermore, students’
engagement in a gamified learning activity could result in a better learning outcome
(Barata, Gama, Fonseca, & Gongcalves, 2013; Eleftheria, Charikleia, lason, Athanasios,
& Dimitrios, 2013; Kuo & Chuang, 2016). It could be said that points, progress bars,
levels, rewards, and competition as the game elements in gamification were used to
bring gaming into the classroom with an intent to maximize the students’ enjoyment
and engagement through capturing their interest and inspiring them to improve their
knowledge and skills in English consonant cluster pronunciation in this study.

2. The integration of the gamification in the English consonant cluster
pronunciation lessons contributed positively to the growth of students’ interest and
attitudes in their learning process. In this study, Classcraft application, the tool for the
integration of gamification approach, helped the students to become more enjoyable
and, engaged more in the class to enhance their motivation, and to encourage their
participation. According to these advantages, the students could implement the
gamification approach in their future careers. The result is in line with the previous
studies (Aiksoy, 2017; Davis, Sridharan, Koepke, Singh, & Boiko, 2018), revealing that
applying gamification techniques in curriculum could help provide a more inclusive
activity through its effect on students’ sense of competition, interaction, and motivation.

Still, many previous studies have shown that gamification offered another best option
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to the students. Farber (2013) mentioned that the critical thinking skill could be
activated in an education context due to gamification approach. Additionally, it is able
to enhance the collaborative, cooperative learning, learning motivation of the students
when they need to earn more XP and AP, and needing to level up in the game
competition. Being on top of the leaderboard and the game challenge is another feature
that could motivate students to be more active both-in class and in a role—play game.
Therefore, these game mechanics, the dynamics along with the students’ emotions
towards the gamification, were considered as the most important components or the
keys of successful gamification in the students’ learning system (Robson & et al., 2015).
Accordingly, Zickermann (2010) reiterated that the feeling of fun created in the players
through the gamification approach could gain more on the motivation, engagement and
effort. Similarly, Hamari, Koivisto & Sarsa (2014) stated that gamification was mainly
focused on motivational affordances resulting in behavioral changes as an outcome of
the study. Hence, it could be concluded that gamification is an effective approach as an
initiator of a gameful and playful environment within the educational settings in the

digital transformation in revolutionizing educational industry nowadays.

Limitations

1. Due to the freemium version of Classcraft application used in this study,
there is limited access to certain features. This provides only three features: a gamified
classroom management, customizable characters, and parent features. There are no
features of student analytics, school dashboard, school climate index, enhanced
security, phone support and custom Professional Development Training (PD Training)
support which provide teachers as the whole the deeper analytics of their students to
get a better overview of what’s happening in their class. These features may also include
heightened security, teacher and student rostering, and group settings. PD training and
personalized support enable teachers to manage more powerful strategies for their
classrooms and pursue the students with an effective analytical tool to keep track of

student learning for their success.
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2. The intervention is not a part of the students’ course requirement.
Some students were concerned that to participate in this study might have some
negative effects on their studies e.g. lots of exercises, insufficient time for their own
studies. As a result, some students sometimes missed the class.

3. Due to the impact of Covid-19 pandemic, some parts of the contents were
taught online which required more time than on—campus class. Moreover, without
the teacher closely monitoring the students to stay on task, the students have more
freedom which is sometimes difficult to handle.

Recommendations

Recommendations from this present research

The data from this study could be useful for teachers to acquire the tools with
the combination of technology and gameful activities in students’ learning system and
provide the teaching pronunciation method integrated by the gamification approach to
improve students’ English consonant cluster pronunciation. The results of this study
are recommended to the teachers as follow:

1. The teachers should know about the terminologies used in the game and
various kinds of power used for each avatar in order to manage the classroom
effectively.

2. The teachers should orient the students with the tips on how to use
Classcraft to strengthen the students’ learning process to be more successful.

3. The teachers should study the gamification principles in details in order to
design appropriate kinds of games that offer mechanics that can be mined for the
teachers’ gamified purposes.

4. As the gamification focuses on encouraging the teamwork skill, the
teachers should evaluate the students’ achievement as a team, not as individual players.

Recommendations for further research

Based on the results of this study, some recommendations for further study
are proposed as follows:

1. A further research should be investigated on an integration of the
gamification approach in other English learning skills, for example, writing and reading
skills.
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2. A sample group should be divided into two groups: experimental and
control groups, in order to find out the differences of the mean scores and learning
achievements between these two groups.

3. The gamification approach should be integrated in the teaching methods

in classes for the different levels, e.g., high school, undergraduate or graduate levels.
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Appendix A

List of Research Instrument Specialists

1. List of Research Instrument Specialists
2. An example of Invitation Letters for Verifying the Instruments and

Collecting Data

Lecturer Jarunee Pattharawongthana
Department of Information Technology, Faculty of Science and Technology,

Far Eastern University

. Assistant Professor Dr. Chalermchai Chaichomphoo
Department of Western Language, Faculty of Humanities and Social Sciences,

Chiang Mai Rajabhat University

. Assistant Professor Dr. Dusadee Rangseechatchawan
Department of Western Language, Faculty of Humanities and Social Sciences,

Chiang Mai Rajabhat University

Lecturer Poonrat Sangnoom
Department of Western Language, Faculty of Humanities and Social Sciences,

Chiang Mai Rajabhat University

. Assistant Professor Dr.Rachod Nusen

Department of Western Language, Faculty of Humanities and Social Sciences,

Chiang Mai Rajabhat University

Dr. Tiwawan Takran
Department of Computer Science, Faculty of Science and Technology,

Chiang Mai Rajabhat University



58

An example of Invitation Letters for Verifying the Instruments
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An example of Invitation Letters for Collecting Data
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Appendix B

Research Instruments
1. English Consonant Cluster Pronunciation Lessons
2. Pronunciation Pretest and posttest

3. Questionnaire

Table B-1: English Consonant Cluster Pronunciation Lessons

Lesson Topics Time Activities Media
1 - Three initial 3 hrs. | Step 1: content Classcraft
clusters presentation application
Istr—, Istj—/, Ispl~/ 1. The teacher shows

English phonetic chart
and articulatory
diagram to the
students.

2. The teacher points to
the /s/, It/ Irl, Ijl, Ipl,
and /I/ phonemes in the
phonetic chart and
pronounces each sound
slowly.

3. The teacher explains
how to pronounce the
sound by using the
visual aids such as
video clips, YouTube
and the animations.

4. The teacher asks the
students to repeat after
the teacher and lets
them to read again by
themselves.

5. The teacher gives the
extra points for their
participation,
engagement, and
behavior in the class by
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Lesson

Topics

Time

Activities

Media

using Classcraft
application.

6. After knowing
individual letter
sounds, the teacher
starts the game by
showing each flashcard
and asks the students
as a team to pronounce
the sound. If they
pronounce the sound
correctly, they will get
the points to unlock
new powers. If not,
they will lose the
points. The points will
be given to the students
via Classcraft
application.

7. The progress bar, a
feature in Classcraft
application, will be
shown to the students
in the class to display
their progression in
English pronunciation
in order to boost their
motivation.

Step 2: pronunciation
practice

1. The teacher blends
each sound into three-
letter sounds.

2. The teacher gives the
students a list of
consonant cluster
words with the three
initial /str/, /stj—/,
/spl—/ clusters.

3. The teacher reads each
word out loud and asks
the students to repeat
it.

4. The minimal pair will
be shown to the
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Lesson

Topics

Time

Activities

Media

=~

9.

students in order to
train the students to
discriminate those
sounds.

. The teacher uses the

text to speech software
for converting text to
spoken audio and asks
the student to listen
and repeat.

. The teacher gives the

extra points for their
participation,
engagement, and
behavior in the class by
using Classcraft
Application.

After knowing each
consonant cluster, the
teacher starts the game
by showing each word
and asks the students
as a team to pronounce
the word. If they
pronounce the word
correctly, they will get
the points. If not, they
will lose the points.
The points will be
given to the students
via Classcraft
application.

The progress bar, a
feature in Classcraft
application, will be
shown to the students
in the class to display
their progression in
pronouncing English
consonant clusters in
order to boost their
motivation.
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Lesson

Topics

Time

Activities

Media

Step 3: pronunciation
production

1. The teacher gives the
exercises from easy to
more difficult tasks to
the students.

2. The teacher chooses
the different class tools
in Classcraft
Application to gamify
the tasks to become
more fun, motivated
and engaged. The class
tools used in this
period include the
Wheel of Destiny, the
Riders of Vay, the
Makus Valley, the
White Mountain, the
Forest Run, and
Treasures of Tavuos.

3. Each team competes
with one another via
using the class tool
selected from the
teacher.

4. The teacher gives the
points to the teams.
The best team will win
and earn more powers
to level up. The points
will be given to each
team through
Classcraft application.

Step 4: pronunciation
evaluation

1. The teacher creates a
boss battle by selecting
a creature the students
will need to defeat and
set the boss’s HP via
Classcraft Application.

2. The teacher sets the
total number of HP
value of each
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Lesson

Topics

Time

Activities

Media

consonant cluster
word.

3. The teacher starts a
boss battle by selecting
the boss battle in the
list.

4. When the boss battle
begins, the fastest team
will get a chance to
pronounce the word.

5. The teacher shows the
cluster word and asks
them to pronounce it
loudly

6. If the students as a
team pronounce the
word correctly, they
will deal damage to the
boss. If they pronounce
incorrectly, the boss
will attack and do
critical damage to the
team.

7. The team who can kill
the boss will be the
winner.

8. The teacher can give

the rewards for any
teams for their
teamwork,
collaboration, and
effort.

— Three initial
clusters
Ispr/, Ispj—/, Iskl-/

3 hrs.

Step 1: content
presentation

1. The teacher shows
English phonetic chart
and articulatory
diagram to the
students.

2. The teacher points to
the /s/, Ipl, Itl, 1jl, IKI,
and /l/ phonemes in the
phonetic chart and

Classcraft
application
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Lesson

Topics

Time

Activities

Media

pronounces each sound
slowly.

. The teacher explains

how to pronounce the
sound by using the
visual aids such as
video clips, YouTube
and the animations.

. The teacher asks the

students to repeat after
the teacher and lets
them to read again by
themselves.

. The teacher gives the

extra points for their
participation,
engagement, and
behavior in the class by
using Classcraft
application.

. After knowing

individual letter
sounds, the teacher
starts the game by
showing each flashcard
and asks the students
as a team to pronounce
the sound. If they
pronounce the sound
correctly, they will get
the points to unlock
new powers. If not,
they will lose the
points. The points will
be given to the students
via Classcraft
application.

. The progress bar, a

feature in Classcraft
application, will be
shown to the students
in the class to display
their progression in
English pronunciation
in order to boost their
motivation.
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Lesson

Topics

Time

Activities

Media

Step 2: pronunciation
practice

1. The teacher blends
each sound into three-
letter sounds.

2. The teacher gives the
students a list of
consonant cluster
words with the three
initial /spr—/, /spj-/,
I/skl-/ clusters.

3. The teacher reads each
word out loud and asks
the students to repeat it.

4. The minimal pair will
be shown to the
students in order to
train the students to
discriminate those
sounds.

6. The teacher uses the
text to speech software
for converting text to
spoken audio and asks
the student to listen
and repeat.

7. The teacher gives the
extra points for their
participation,
engagement, and
behavior in the class by
using Classcraft
Application.

8. After knowing each
consonant cluster, the
teacher starts the game
by showing each word
and asks the students
as a team to pronounce
the word. If they
pronounce the word
correctly, they will get
the points. If not, they
will lose the points.
The points will be
given to the students
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Lesson

Topics

Time

Activities

Media

via Classcraft
application.

9. The progress bar, a
feature in Classcraft
application, will be
shown to the students
in the class to display
their progression in
pronouncing English
consonant clusters in
order to boost their
motivation.

Step 3: pronunciation
production

1. The teacher gives the
exercises from easy to
more difficult tasks to
the students.

2. The teacher chooses
the different class tools
in Classcraft
Application to gamify
the tasks to become
more fun, motivated
and engaged. The class
tools used in this
period include the
Wheel of Destiny, the
Riders of Vay, the
Makus Valley, the
White Mountain, the
Forest Run, and
Treasures of Tavuos.

3. Each team competes
with-one another via
using the class tool
selected from the
teacher.

4. The teacher gives the
points to the teams.
The best team will win
and earn more powers
to level up. The points

will be given to each
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Lesson

Topics

Time

Activities

Media

1.

team through
Classcraft application.

Step 4: pronunciation

evaluation

The teacher creates a
boss battle by selecting
a creature the students
will need to defeat and
set the boss’s HP via
Classcraft Application.

. The teacher sets the

total number of HP
value of each
consonant cluster
word.

. The teacher starts a

boss battle by selecting
the boss battle in the
list.

.~When the boss battle

begins, the fastest team
will get a chance to
pronounce the word.

. The teacher shows the

cluster word and asks
them to pronounce it
loudly

I the students as a

team pronounce the
word correctly, they
will deal damage to the
boss. If they pronounce
incorrectly, the boss
will attack and do
critical damage to the
team.

. The team who can kill

the boss will be the
winner.

8. The teacher can give

the rewards for any
teams for their
teamwork,
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Lesson Topics Time Activities Media
collaboration, and
effort.
3 — Three initial 3 hrs. | Step 1: content Classcraft
clusters presentation application

Iskr—/, Iskw—/, Iskj—/

1.

6.

The teacher shows
English phonetic chart
and articulatory
diagram to the
students.

. The teacher points to

the /s/, /K, Itl, Iw/, and
[j/ phonemes in the
phonetic chart and
pronounces each sound
slowly.

. The teacher explains

how to pronounce the
sound by using the
visual aids such as
video clips, YouTube
and the animations.

. The teacher asks the

students to repeat after
the teacher and lets
them to read again by
themselves.

. The teacher gives the

extra points for their
participation,
engagement, and
behavior in the class
by using Classcraft
application.

After knowing
individual letter
sounds, the teacher
starts the game by
showing each flashcard
and asks the students
as a team to pronounce
the sound. If they
pronounce the sound
correctly, they will get
the points to unlock
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Lesson

Topics

Time

Activities

Media

7.

new powers. If not,
they will lose the
points. The points will
be given to the students
via Classcraft
application.

The progress bar, a
feature in Classcraft
application, will be
shown to the students
in the class to display
their progression in
English pronunciation
in order to boost their
motivation.

Step 2: pronunciation

1.

practice

The teacher blends
each sound into three-
letter sounds.

. The teacher gives the

students a list of
consonant cluster
words with the three
initial /skr—/, /skw—/,
/skj—/ clusters.

. The teacher reads each

word out loud and asks
the students to repeat it.

. The minimal pair will

be shown to the
students in order to
train the students to
discriminate those
sounds.

. The teacher uses the

text to speech software
for converting text to
spoken audio and asks
the student to listen
and repeat.

. The teacher gives the

extra points for their
participation,
engagement, and
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Lesson

Topics

Time

Activities

Media

behavior in the class
by using Classcraft
Application.

8. After knowing each
consonant cluster, the
teacher starts the game
by showing each word
and asks the students
as a team to pronounce
the word. If they
pronounce the word
correctly, they will get
the points. If not, they
will lose the points.
The points will be
given to the students
via Classcraft
application.

9. The progress bar,

a feature in Classcraft
application, will be
shown to the students
in the class to display
their progression in
pronouncing English
consonant clusters in
order to boost their
motivation.

Step 3: pronunciation
production

1. The teacher gives the
exercises from easy to
more difficult tasks to
the students.

2. The teacher chooses
the different class tools
in Classcraft
Application to gamify
the tasks to become
more fun, motivated
and engaged. The class
tools used in this
period include the
Wheel of Destiny,
the Riders of Vay,
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Lesson

Topics

Time

Activities

Media

the Makus Valley,
the White Mountain,
the Forest Run, and
Treasures of Tavuos.

3. Each team competes
with one another via
using the class tool
selected from the
teacher.

4. The teacher gives the
points to the teams.
The best team will win
and earn more powers
to level up. The points
will be given to each
team through
Classcraft application.

Step 4: pronunciation
evaluation

1. The teacher creates a
boss battle by selecting
a creature the students
will need to defeat and
set the boss’s HP via
Classcraft Application.

2. The teacher sets the
total number of HP
value of each
consonant cluster
word.

3. The teacher starts a
boss battle by selecting
the boss battle in the
list.

4. When the boss battle
begins, the fastest team
will get a chance to
pronounce the word.

5. The teacher shows the
cluster word and asks
them to pronounce it
loudly

6. If the students as a
team pronounce the
word correctly, they
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Lesson

Topics

Time

Activities

Media

will deal damage to the
boss. If they pronounce
incorrectly, the boss
will attack and do
critical damage to the
team.

7. The team who can kill
the boss will be the
winner.

8. The teacher can give

the rewards for any
teams for their
teamwork,
collaboration, and
effort.

— Three coda clusters
I—lpt/, I-ps/, I-mps/

3 hrs.

Step 1: content
presentation

1. The teacher shows
English phonetic chart
and articulatory
diagram to the
students.

2. The teacher points to
the /l/, Ip/, 1/, Is/, and
/m/ phonemes in the
phonetic chart and
pronounces each sound
slowly.

3. The teacher explains
how to pronounce the
sound by using the
visual aids such as
video clips, YouTube
and the animations.

4. The teacher asks the
students to repeat after
the teacher and lets
them to read again by
themselves.

5. The teacher gives the
extra points for their
participation,
engagement, and

behavior in the class by

Classcrft
application
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Lesson

Topics

Time

Activities

Media

using Classcraft
application.

6. After knowing
individual letter
sounds, the teacher
starts the game by

showing each flashcard

and asks the students

as a team to pronounce

the sound.

If they pronounce the
sound correctly, they
will get the points to
unlock new powers.
If not, they will lose
the points. The points
will be given to the

students via Classcraft

application.
7. The progress bar,

a feature in Classcraft
application, will be
shown to the students
in the class to display
their progression in
English pronunciation
in order to boost their
motivation.

Step 2: pronunciation
practice

1. The teacher blends
each sound into three-
letter sounds.

2. The teacher gives the

students a list of

consonant cluster words

with the three initials
I-lpt/, I-lps/, I-mps/
clusters.

3. The teacher reads each
word out loud and asks
the students to repeat it.

4. The minimal pair will
be shown to the
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Lesson

Topics

Time

Activities

Media

=~

9.

students in order to
train the students to
discriminate those
sounds.

. The teacher uses the

text to speech software
for converting text to
spoken audio and asks
the student to listen
and repeat.

. The teacher gives the

extra points for their
participation,
engagement, and
behavior in the class
by using Classcraft
Application.

After knowing each
consonant cluster, the
teacher starts the game
by showing each word
and asks the students
as a team to pronounce
the word. If they
pronounce the word
correctly, they will get
the points. If not, they
will lose the points.
The points will be
given to the students
via Classcraft
application.

The progress bar, a
feature in Classcraft
application, will be
shown to the students
in the class to display
their progression in
pronouncing English
consonant clusters in
order to boost their
motivation.
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Lesson

Topics

Time

Activities

Media

2.

1.

2.

Step 3: pronunciation

production

1. The teacher gives the

exercises from easy to
more difficult tasks to
the students.

The teacher chooses
the different class tools
in Classcraft
Application to gamify
the tasks to become
more fun, motivated
and engaged. The class
tools used in this
period include

the Wheel of Destiny,
the Riders of Vay,

the Makus Valley,

the White Mountain,
the Forest Run, and
Treasures of Tavuos.

. Each team competes

with one another via
using the class tool
selected from the
teacher.

. The teacher gives

the points to the teams.
The best team will win
and earn more powers
to level up. The points
will be given to each
team through
Classcraft application.

Step 4: pronunciation

evaluation

The teacher creates a
boss battle by selecting
a creature the students
will need to defeat and
set the boss’s HP via
Classcraft Application.
The teacher sets the
total number of HP
value of each
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Lesson

Topics

Time

Activities

Media

consonant cluster
word.

3. The teacher starts a
boss battle by selecting
the boss battle in the
list.

4. When the boss battle
begins, the fastest team
will get a chance to
pronounce the word.

5. The teacher shows the
cluster word and asks
them to pronounce it
loudly

6. If the students as a
team pronounce the
word correctly, they
will deal damage to the
boss. If they pronounce
incorrectly, the boss
will attack and do
critical damage to the
team.

7. The team who can kill
the boss will be the
winner.

8. The teacher can give

the rewards for any
teams for their
teamwork,
collaboration, and
effort.

— Three coda clusters
[—mfs/, [-nts/,
/-ndz/, [-nst/

3 hrs.

Step 1: content
presentation

1. The teacher shows
English phonetic chart
and articulatory
diagram to the
students.

2. The teacher points to
the /m/, /f/, Is/, In/, and
Itl, Isl, 1d/, /z] and Iy/

phonemes in the
phonetic chart and

Classcraft
application
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Lesson

Topics

Time

Activities

Media

pronounces each sound
slowly.

. The teacher explains

how to pronounce the
sound by using the
visual aids such as
video clips, YouTube
and the animations.

. The teacher asks the

students to repeat after
the teacher and lets
them to read again

by themselves.

. The teacher gives the

extra points for their
participation,
engagement, and
behavior in the class
by using Classcraft
application.

. After knowing

individual letter
sounds, the teacher
starts the game by
showing each flashcard
and asks the students
as a team to pronounce
the sound. If they
pronounce the sound
correctly, they will get
the points to unlock
New pPowers.

If not, they will lose
the points. The points
will be given to the
students via Classcraft
application.

. The progress bar,

a feature in Classcraft
application, will be
shown to the students
in the class to display
their progression in
English pronunciation
in order to boost their
motivation.
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Lesson

Topics

Time

Activities

Media

Step 2: pronunciation
practice

1. The teacher blends
each sound into three-
letter sounds.

2. The teacher gives the

students a list of
consonant cluster words
with the three initials
/-mfs/, /-nts/,

[—ndz/, [-nst/

clusters.

3. The teacher reads each
word out loud and asks
the students to repeat it.

4. The minimal pair will
be shown to the
students in order to
train the students to
discriminate those
sounds.

6. The teacher uses the
text to speech software
for converting text to
spoken audio and asks
the student to listen
and repeat.

7. The teacher gives the
extra points for their
participation,
engagement, and
behavior in the class by
using Classcraft
Application.

8. After knowing each
consonant cluster, the
teacher starts the game
by showing each word
and asks the students
as a team to pronounce
the word. If they
pronounce the word
correctly, they will get
the points. If not, they
will lose the points.




80

Lesson

Topics

Time

Activities

Media

The points will be
given to the students
via Classcraft
application.

9. The progress bar,
a feature in Classcraft
application, will be
shown to the students
in the class to display
their progression in
pronouncing English
consonant clusters in
order to boost their
motivation.

Step 3: pronunciation
production

1. The teacher gives the
exercises from easy to
more difficult tasks to
the students.

2. The teacher chooses
the different class tools
in Classcraft
Application to gamify
the tasks to become
more fun, motivated
and engaged. The class
tools used in this
period include the
Wheel of Destiny,
the Riders of Vay,
the Makus Valley,
the White Mountain,
the Forest Run, and
Treasures of Tavuos.

3. Each team competes
with one another via
using the class tool
selected from the
teacher.

4. The teacher gives the
points to the teams.
The best team will win
and earn more powers
to level up. The points
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Lesson

Topics

Time

Activities

Media

will be given to each
team through
Classcraft application.

Step 4: pronunciation
evaluation

1. The teacher creates a
boss battle by selecting
a creature the students
will need to defeat and
set the boss’s HP via
Classcraft Application.

2. The teacher sets the
total number of HP
value of each
consonant cluster
word.

3. The teacher starts a
boss battle by selecting
the boss battle in the
list.

4. When the boss battle
begins, the fastest team
will get a chance to
pronounce the word.

5. The teacher shows the
cluster word and asks
them to pronounce it
loudly

6. If the students as a
team pronounce the
word correctly, they
will deal damage to the
boss. If they pronounce
incorrectly, the boss
will attack and do
critical damage to the
team.

7. The team who can kill
the boss will be the
winner.

8. The teacher can give

the rewards for any
teams for their
teamwork,
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Lesson Topics Time Activities Media
collaboration, and
effort.
6 — Three coda clusters | 3 hrs. | Step 1: content Classcraft
/—p0Os/, I-pts/, I-pst/ presentation application

1.

The teacher shows
English phonetic chart
and articulatory
diagram to the
students.

. The teacher points to

the /p/, 10/, Isl and /t/

phonemes in the
phonetic chart and
pronounces each sound
slowly.

. The teacher explains

how to pronounce the
sound by using the
visual aids such as
video clips, YouTube
and the animations.

. The teacher asks the

students to repeat after
the teacher and lets
them to read again by
themselves.

. The teacher gives the

extra points for their
participation,
engagement, and
behavior in the class
by using Classcraft
application.

. After knowing

individual letter
sounds, the teacher
starts the game by
showing each flashcard
and asks the students
as a team to pronounce
the sound.

If they pronounce the
sound correctly, they
will get the points to
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Lesson

Topics

Time

Activities

Media

unlock new powers.
If not, they will lose
the points. The points
will be given to the
students via Classcraft
application.

7. The progress bar,
a feature in Classcraft
application, will be
shown to the students
in the class to display
their progression in
English pronunciation
in order to boost their
motivation.

Step 2: pronunciation
practice

1. The teacher blends
each sound into three-
letter sounds.

2. The teacher gives the

students a list of
consonant cluster
words with the three
initials /—p0s/, /—pts/,

/—pst/ clusters.

3. The teacher reads each
word out loud and asks
the students to repeat
it.

4. The minimal pair
will be shown to the
students in order to
train the students to
discriminate those
sounds.

6. The teacher uses the
text to speech software
for converting text to
spoken audio and asks
the student to listen
and repeat.

7. The teacher gives the
extra points for their
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Lesson

Topics

Time

Activities

Media

participation,
engagement, and
behavior in the class by
using Classcraft
Application.

8. After knowing each
consonant cluster, the
teacher starts the game
by showing each word
and asks the students
as a team to pronounce
the word. If they
pronounce the word
correctly, they will get
the points. If not, they
will lose the points.
The points will be
given to the students
via Classcraft
application.

9. The progress bar,

a feature in Classcraft
application, will be
shown to the students
in the class to display
their progression in
pronouncing English
consonant clusters in
order to boost their
motivation.

Step 3: pronunciation
production

1. The teacher gives the
exercises from easy to
more difficult tasks to
the students.

2. The teacher chooses
the different class tools
in Classcraft
Application to gamify
the tasks to become
more fun, motivated
and engaged. The class
tools used in this
period include the
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Topics

Time

Activities

Media

Wheel of Destiny,
the Riders of Vay,
the Makus Valley,
the White Mountain,
the Forest Run, and
Treasures of Tavuos.

3. Each team competes
with one another via
using the class tool
selected from the
teacher.

4. The teacher gives the
points to the teams.
The best team will win
and earn more powers
to level up. The points
will be given to each
team through
Classcraft application.

Step 4: pronunciation
evaluation

1. The teacher creates a
boss battle by selecting
a creature the students
will need to defeat and
set the boss’s HP via
Classcraft Application.

2. The teacher sets the
total number of HP
value of each
consonant cluster
word.

3. The teacher starts
a boss battle by
selecting the boss
battle in the list.

4. When the boss battle
begins, the fastest team
will get a chance to
pronounce the word.

5. The teacher shows the
cluster word and asks
them to pronounce it
loudly
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Topics

Time

Activities

Media

6.

8.

If the students as a
team pronounce the
word correctly, they
will deal damage to the
boss. If they pronounce
incorrectly, the boss
will attack and do
critical damage to the
team.

. The team who can kill

the boss will be the
winner.
The teacher can give

the rewards for any
teams for their
teamwork,
collaboration, and
effort.

— Three coda clusters
[—f0s/, [fts/, [-sts/

3 hrs.

1.

Step 1: content

presentation

The teacher shows

English phonetic chart

and articulatory

diagram to the

students.

. The teacher points to
the //, /01, Is/ and /t/

phonemes in the
phonetic chart and
pronounces each sound
slowly.

. The teacher explains
how to pronounce the
sound by using the
visual aids such as
video clips, YouTube
and the animations.

. The teacher asks the
students to repeat after
the teacher and lets
them to read again by
themselves.

. The teacher gives the
extra points for their

Classcraft
application
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Lesson

Topics

Time

Activities

Media

participation,
engagement, and
behavior in the class
by using Classcraft
application.

6. After knowing
individual letter
sounds, the teacher
starts the game by
showing each flashcard
and asks the students
as a team to pronounce
the sound.

If they pronounce the
sound correctly, they
will get the points to
unlock new powers.

If not, they will lose
the points. The points
will be given to the
students via Classcraft
application.

7. The progress bar,

a feature in Classcraft
application, will be
shown to the students
in the class to display
their progression in
English pronunciation
in order to boost their
motivation.

Step 2: pronunciation

practice

1. The teacher blends

each sound into three-
letter sounds.

2. The teacher gives the
students a list of
consonant cluster words
with the three initials

[—f0s/, [-fts/, [-sts/

clusters.

3. The teacher reads each
word out loud and asks
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Topics

Time

Activities

Media

8.

9.

the students to repeat
it.

. The minimal pair will

be shown to the
students in order to
train the students to
discriminate those
sounds.

. The teacher uses the

text to speech software
for converting text to
spoken audio and asks
the student to listen
and repeat.

. The teacher gives the

extra points for their
participation,
engagement, and
behavior in the class
by using Classcraft
Application.

After knowing each
consonant cluster, the
teacher starts the game
by showing each word
and asks the students
as a team to pronounce
the word. If they
pronounce the word
correctly, they will get
the points. If not, they
will lose the points.
The points will be
given to the students
via Classcraft
application.

The progress bar, a
feature in Classcraft
application, will be
shown to the students
in the class to display
their progression in
pronouncing English
consonant clusters in
order to boost their
motivation.
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Topics

Time

Activities

Media

Step 3: pronunciation
production

1. The teacher gives the
exercises from easy to
more difficult tasks to
the students.

2. The teacher chooses
the different class tools
in Classcraft
Application to gamify
the tasks to become
more fun, motivated
and engaged. The class
tools used in this
period include the
Wheel of Destiny,
the Riders of Vay,
the Makus Valley,
the White Mountain,
the Forest Run, and
Treasures of Tavuos.

3. Each team competes
with one another via
using the class tool
selected from the
teacher.

4. The teacher gives the
points to the teams.
The best team will win
and earn more powers
to level up. The points
will be given to each
team through
Classcraft application.

Step 4: pronunciation
evaluation

1. The teacher creates a
boss battle by selecting
a creature the students
will need to defeat and
set the boss’s HP via
Classcraft Application.

2. The teacher sets the
total number of HP
value of each
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Topics

Time

Activities

Media

8

consonant cluster
word.

. The teacher starts

a boss battle by
selecting the boss
battle in the list.

."When the boss battle

begins, the fastest team
will get a chance to
pronounce the word.

. The teacher shows the

cluster word and asks
them to pronounce it
loudly

. If the students as

a team pronounce the
word correctly; they
will deal damage to the
boss. If they pronounce
incorrectly, the boss
will attack and do
critical damage to the
team.

. The team who can kill

the boss will be the
winner.

. The teacher can give

the rewards for any
teams for their
teamwork,
collaboration, and
effort.

— Three coda clusters
[—0s/, I-kts/, [-kst/

3 hrs.

1.

2.

Step 1: content

presentation

The teacher shows
English phonetic chart
and articulatory
diagram to the
students.

The teacher points to
the /t/, 10/, s/, /k/ and

[t/ phonemes in the
phonetic chart and

Classcraft
application




91

Lesson

Topics

Time

Activities

Media

pronounces each sound
slowly.

. The teacher explains

how to pronounce the
sound by using the
visual aids such as
video clips, YouTube
and the animations.

. The teacher asks the

students to repeat after
the teacher and lets
them to read again by
themselves.

. The teacher gives the

extra points for their
participation,
engagement, and
behavior in the class by
using Classcraft
application.

. After knowing

individual letter
sounds, the teacher
starts the game by
showing each flashcard
and asks the students
as a team to pronounce
the sound.

If they pronounce the
sound correctly, they
will get the points to
unlock new powers.

If not, they will lose
the points. The points
will be given to the
students via Classcraft
application.

. The progress bar, a

feature in Classcraft
application, will be
shown to the students
in the class to display
their progression in
English pronunciation
in order to boost their
motivation.
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Time
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Step 2: pronunciation
practice

1. The teacher blends
each sound into three-
letter sounds.

2. The teacher gives the

students a list of
consonant cluster
words with the three
initials

/-t0s/, [-kts/, [-kst/

clusters.

3. The teacher reads each
word out loud and asks
the students to repeat it.

4. The minimal pair will
be shown to the
students in order to
train the students to
discriminate those
sounds.

6. The teacher uses the
text to speech software
for converting text to
spoken audio and asks
the student to listen
and repeat.

7. The teacher gives the
extra points for their
participation,
engagement, and
behavior in the class by
using Classcraft
Application.

8. After knowing each
consonant cluster, the
teacher starts the game
by showing each word
and asks the students
as a team to pronounce
the word. If they
pronounce the word
correctly, they will get
the points. If not, they
will lose the points.
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Topics

Time

Activities

Media

The points will be
given to the students
via Classcraft
application.

9. The progress bar, a
feature in Classcraft
application, will be
shown to the students
in the class to display
their progression in
pronouncing English
consonant clusters in
order to boost their
motivation.

Step 3: pronunciation
production

1. The teacher gives the
exercises from easy to
more difficult tasks to
the students.

2. The teacher chooses
the different class tools
in Classcraft
Application to gamify
the tasks to become
more fun, motivated
and engaged. The class
tools used in this
period include the
Wheel of Destiny,
the Riders of Vay,
the Makus Valley,
the White Mountain,
the Forest Run, and
Treasures of Tavuos.

3. Each team competes
with one another via
using the class tool
selected from the
teacher.

4. The teacher gives the
points to the teams.
The best team will win
and earn more powers
to level up. The points
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Topics

Time

Activities

Media

will be given to each
team through
Classcraft application.

Step 4: pronunciation
evaluation

1. The teacher creates a
boss battle by selecting
a creature the students
will need to defeat and
set the boss’s HP via
Classcraft Application.

2. The teacher sets the
total number of HP
value of each
consonant cluster word.

3. The teacher starts a
boss battle by selecting
the boss battle in the list.

4. When the boss battle
begins, the fastest team
will get a chance to
pronounce the word.

5. The teacher shows the
cluster word and asks
them to pronounce it
loudly

6. If the students as a
team pronounce the
word correctly, they
will deal damage to the
boss. If they pronounce
incorrectly, the boss
will attack and do
critical damage to the
team.

7. The team who can kill
the boss will be the
winner.

8. The teacher can give

the rewards for any
teams for their
teamwork,
collaboration, and
effort.
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Pronunciation Pretest and posttest

Table B-2: List of 50 English Three — Consonant Clusters

No. | Vocabulary Phon(i:tic' No. | Vocabulary Phon?ticf
Transcription Transcription

1 Straight Istrert/ 26 Sculpt Iskalpt/

2 | Strangulation / streengju’lerfn/ 27 Helps /helps/

3 Strategic [stra’ti:dzik/ 28 Sculps Iskalps/

4 Stratum /'stra:tom/, /' strettom/ | 29 Thumps /6amps/

5 Stressful /'stresfl/ 30 Shrimps [frimps/

6 Studious /"stju:dias/ 31 | Bootcamps /bu:t keemps/

7 Splash /splefl 32 Absents /eeb'sents/

8 Splendid /'splendrd/ 33 | Accounts /5" kavnts/

9 Spreader /"spreda(r)/, /"spredar/ | 34 | Movements /'mu;vmonts/
10 Sprout [spraut/ 35 Gents [dzents/

11 Spurious /"spjuatios/,/spjurias/ | 36 Defends /dr'fendz/
12 Sputum /"spjustom/ 37 | Reminds /ri'maindz/
13 Sclera /'skliara/, /'sklira/ | 38 | Thousands /'0avzndz/
14 Sclerosis Iskla'rausrs/ 39 | Amongst /3" manst/
15 Scramble /' skreembl/ 40 Depths / depbs/

16 Scratchy /'skreetfi/ 41 Prompts - | /prompts/, /[pra:mpts/
17 Scream /skri:m/ 42 | Bankrupts /"baenkrapts/
18 Scrotum /'skrovtom/ 43 | Transcripts /"traenskripts/
19 Screener /*skri:nar/ 44 Twelfth /twelfd/

20 Scrambler /'skremblor/ 45 | Warcrafts [ wo:rkreefts/
21 Squad /skwod/, /skwa:d/ | 46 Swifts Iswifts/

22 Squarish /'skweartfl, /'skwertfl | 47 | Gymnasts /" dzimnaests/
23 Squeeze /skwi:z/ 48 | Neutralists /'nju:tralists/
24 Squirrel /'skwiral/, /'skws:ral/ | 49 Context /"kontekst/
25 Skua /'skju:o/ 50 | Ciphertext /'sarfa(r)tekst/
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Questionnaire

As part of my Master of Arts program in English Studies research title “The Use of
Gamification to Improve English Consonant Cluster Pronunciation of Students at Chiang
Mai Rajabhat University”, I conducted a questionnaire to investigate CMRU students’

opinions on the use of gamification.

Part 1 General Information

Direction: Please check the relevant box.

Gender L] Male [J Female

Classcraft Character [ Warrior [ Mage (] Healer

Classcraft Team [0 Team A [UTeamB [TeamC []TeamD
Part Il Students’ opinion on the use of gamification

This part comprised 15 statements on reasons for integrating the gamification

in consonant clusters pronunciation course in which student are asked to rate below:

5 refers Strongly Agree

4 refers Agree

3 refers Undecided

2 refers Disagree

1 refers Strongly Disagree

Direction: Please respond to the following questions by placing a check mark (v')

in the answer box that corresponds to your opinion.

5-Scale Level
51413121

No. Statements

1 | Pronunciation teaching method in this study is suitable

and the procedures could be followed the instructions

step—by-step.
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No. Statements >-Scale Level
413 |2

2 | English consonant cluster pronunciation lessons provide
the appropriate use of multimedia such as sound, image
and video clip.

3 | The integration of gamification provides the appropriate
use of game mechanics, sound clips and video clips

4 | The integration of gamification approach could enhance
the student’s motivation, active learning, and
engagement in the class.

5 | Classcraft application is easy to use and it could be used
in the language classroom.

6 | Gamification increases the learner’s affective domain
such as teamwork, engagement, and enjoyment.

7 | Gamification facilitates students to be more
self — regulated and self — paced.

8 | Gamification technology in the classroom is more
interesting than a traditional one.

9 | My English pronunciation ability has improved a lot
after 1 have been taught by the teaching methods.

10 | When I used the gamification for learning English
pronunciation, | feel more competitive and challenge.

11 | Teaching pronunciation by integrating the gamification
benefits for improving pronunciation skill.

12 | I am able to pronounce English consonant clusters
correctly after | have been taught by integrating
gamification in class.

13 | I appreciate the use of gamification while | am studying
English consonant clusters pronunciation.

14 | 1 get more motivated after | have learned by integrating

gamification.
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5-Scale Level
No. Statements

514132

15 | If I were an English teacher, | would apply the

gamification in my English pronunciation course.

Comments:
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Appendix C

Evaluation Form and 10C Form

Evaluation Form of English Consonant Cluster Pronunciation Lessons
Evaluation Form of the Gamification (Classcraft application)

2.1 Content and Language Use Evaluation

2.2 Media, Design and Presentation

IOC of the Pronunciation Pretest and Posttest

. 10C of Questions for Students’ Questionnaire
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Evaluation Form of English Consonant Cluster Pronunciation Lessons
Used in the Independent Study: The Use of Gamification to Improve English
Consonant Cluster Pronunciation of Students
at Chiang Mai Rajabhat University

Expert’s name:
Instruction: Please rate the following elements of English consonant cluster
pronunciation lessons, according to the following criteria:

Excellent = 5
Good = 4
Fair = 3
2
1

Poor =
Very Poor

Evaluation lists |5 |43 ]|2]1

Lessons
1. Congruence of lessons and objective
2. Subdivision of each lesson
3. Sequencing of the lessons
4. Difficulty of the lessons
5. Interestedness of the lessons
Overall Lessons
1. The lessons are appropriate to improve
students’ English consonant clusters
pronunciation ability by integrating
the gamification.

2. The lessons are clear and relevant.

The lessons are correct and reliable.

4. The lessons provide the appropriate use of
multimedia.

5. Length of each lesson is appropriate for the
allocation time (3 hours).

.

Suggestion

SIGNALUNE ..o
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Evaluation Form of the Gamification (Classcraft application)
Used in the Independent Study: The Use of Gamification to Improve English
Consonant Cluster Pronunciation of Students at Chiang Mai Rajabhat University
(Content and Language Use Evaluation)

Expert’s name:

Instruction: Please rate the following elements of English consonant cluster
pronunciation lessons using gamification, according to the following
criteria:

Excellent 5
Good 4
Fair = 3
Poor = 2
Very Poor 1

Evaluation lists ‘ 5 ‘ 4 ‘ 3 | 2 | 1

Content

1. Congruence of contents and research
objective
Subdivision of contents
Sequencing of contents
Continuity of contents
Correctness of contents
Appropriateness of contents
Difficulty of contents

8. Interestedness of contents
Language Use

1. Appropriateness of language use

2. Correctness and Clarity of language use

Nk~ win

Suggestion

SIGNALUIE ..o
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Evaluation Form of the Gamification (Classcraft application)
Used in the Independent Study: The Use of Gamification to Improve English
Consonant Cluster Pronunciation of Students at Chiang Mai Rajabhat University
(Media, Design and Presentation)

Expert’s name:

Instruction: Please rate the following elements of English consonant cluster
pronunciation lessons using gamification, according to the following
criteria:

Excellent 5
Good 4
Fair = 3
Poor = 2
Very Poor 1

Evaluation lists | 5] 4] 3 2 1
Media, Design and Presentation
1. Appropriateness of medias used in the lessons
2. Design and lesson presentations
3. Appropriateness of lessons / stories
4. Appropriateness of tasks / activities
5. Appropriateness of sound clips and
video clips
6. Correctness and clarity of sounds
7. Text quality
8. User-friendly organization of the lessons
9. Length of each lesson
10. Overall design

Suggestion

SIGNALUIE ..o



Expert’s name:

Instruction:

- 1 = Incongruent
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IOC of the Pronunciation Pretest and Posttest
Used in the Independent Study: The Use of Gamification to Improve English
Consonant Cluster Pronunciation of Students at Chiang Mai Rajabhat University

Please rate the following elements of the students’ questionnaire,
according to the degree of index of item — objective congruence.

0 = Questionable or unclear

1 = Congruent

Pronunciation Pre — posttests

10C Values

-1] 01

Comments

3-Initial clusters (CCC-)

1 | /str-/ | Straight, Strangulation, Strategic,
Stratum, Stressful
2 | Istj-/ | Studious
3 | Ispl-/ | Splash, Splendid
4 | [spr-/ | Spreader, Sprout
5 | Ispj-/ | Spurious, Sputum
6 | /skl-/ | Sclera, Sclerosis
7 | [Iskr-/ | Scramble, Scratchy, Scream, Scrotum,
Screener, Scrambler
8 | /skw-/ | Squad, Squarish, Squeeze, Squirrel
9 | [skj-/ | Skua
3-Final clusters (-CCC)
1 | /[-lpt/ | Sculpt
2 | [-lps/ | Helps, Sculps
3 | /-mps/ | Thumps, Shrimps, Bootcamps
4 | [-nts/ | Absents, Accounts, Movements, Gents
5 | /-ndz/ | Defends, Reminds, Thousands
6 | /-pst/ | Amongst
7 | I-pBs/ | Depths
8 | /-pts/ | Prompts, Bankrupts, Transcripts
9 | /-f0s/ | Twelfth
10 | /-fts/ | Warcrafts, Swifts
11 | /-sts/ | Gymnasts, Neutralists
12 | /-kts/ | Context, Ciphertext

1. The pronunciation pre—test and post—test are

appropriate for measure the students’ English
consonant clusters pronunciation ability.




104

_ I0C Values
Pronunciation Pre — posttests Comments

-1 0|1

2. The pronunciation pre—test and post—test are
clear and relevant to the lessons.

3. The pronunciation pre—test and post-test are
parallel.

4. Number of the pronunciation pre-test-and post—
test (List of 50 English three—consonant clusters
words) are appropriate.

5. The pronunciation pre—test and post—test are
congruence with the lessons.

Suggestion

Signature
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I0C of Questions for Students’ Questionnaire

Used in the Independent Study: The Use of Gamification to Improve English
Consonant Cluster Pronunciation of Students at Chiang Mai Rajabhat University

Expert’s name:
Instruction:

- 1 = Incongruent

Please rate the following elements of the students’ questionnaire,

according to the degree of index of item — objective congruence.

0 = Questionable or unclear

1 = Congruent

No.

Statements

10C Values

-1

0

1

Comments

Pronunciation teaching method in this study
is suitable and the procedures could be
followed the instructions step—by-step.

English consonant cluster pronunciation
lessons provide the appropriate use of
multimedia such as sound, image and video
clip.

The integration of gamification provides the
appropriate use of game mechanics, sound
clips and video clips

The integration of gamification approach
could enhance the student’s motivation,
active learning, and engagement in the class.

Classcraft application is easy to use and it
could be used in the language classroom.

Gamification increases the learner’s affective
domain such as teamwork, engagement, and
enjoyment.

Gamification facilitates students to be more
self — regulated and self — paced.

Gamification technology in the classroom is
more interesting than a traditional one.

My English pronunciation ability has
improved a lot after | have been taught by
the teaching methods.

10

When | used the gamification for learning
English pronunciation, | feel more
competitive and challenge.
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I0C Val
No. Statements 1 Oa ue; Comments

11 | Teaching pronunciation by integrating the
gamification benefits for improving
pronunciation skill.

12 | I am able to pronounce English consonant
clusters correctly after | have been taught by
integrating gamification in class.

13 | I appreciate the use of gamification while |
am studying English consonant clusters
pronunciation.

14 | I get more motivated after | have learned by
integrating gamification.

15 | If I were an English teacher, 1 would apply
the gamification in my English pronunciation
course.

) : 10C Values
Overall Questionnaire 170 | 1 Comments

1 | The close—ended questionnaire is appropriate
to investigate students’ opinions on the use
of gamification.

2 | The language use and the questionnaire’s
direction are clear and reliable.

3 | The statements do not encompass issues of
complex questions, double—barreled
questions with jargons or technical languages.
4 | The statements do not encompass issues of
leading questions.

5 | The total number of the statements

(15 statements) are appropriate and sufficient
to measure students’ opinions on the use of
gamification.

Suggestion

SIQNALUIE ..o
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Appendix D

Evaluation Results

Table D-1:  Quality of the English Consonant Cluster Pronunciation Lessons

Expert | Expert | Expert

Evaluation lists 1 5 3 X Results
Lessons
1. Congruence of lessons and 5 5 5 5 Excellent
objective

2. Subdivision of each lesson 5 5 5 5 Excellent
3. Sequencing of the lessons 5 5 5 5 Excellent
4. Difficulty of the lessons 4 5 5 4.67 | Excellent
5. Interestedness of the lessons 5 4 5 4.67 | Excellent

Overall Lessons
1. The lessons are appropriate 5 5 4 4.67 | Excellent
to improve students’
English consonant clusters
pronunciation ability by
integrating the gamification.

2. The lessons are clear and 5 5 5 5 Excellent
relevant.

3. The lessons are correct and 5 5 4 4.67 | Excellent
reliable.

4. The lessons provide the 4 4 4 4 Good
appropriate use of
multimedia.

5. Length of each lesson is 5 5 5 5 Excellent
appropriate for the
allocation time (2 hours).

Total 5 5 5 4.77 | Excellent

According to table D-1, a specialist was very satisfied with the English
consonant cluster pronunciation lessons with the integration of gamification as the
overall mean of the evaluation was at “excellent” level (X = 4.77). As a consequence,

researcher could use the lessons for collecting data.



Table D-2:
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Evaluation of the Gamification (Classcraft application)

(Content and Language Use Evaluation)

Evaluation lists Expert | Expert | Expert X | Results
1 2 3
Content
1. Congruence of contents and 5 4 - 4.5 | Excellent
research objective
2. Subdivision of contents 4 5 - 4.5 | Excellent
3. Sequencing of contents 4 5 - 4.5 | Excellent
4. Continuity of contents 4 5 - 4.5 | Excellent
5. Correctness of contents 5 5 - 5 | Excellent
6. Appropriateness of contents 5 5 - 5 | Excellent
7. Difficulty of contents 5 4 - 4.5 | Excellent
8. Interestedness of contents 5 5 - 5 | Excellent
Language Use
1. Appropriateness of language 5 5 - 5 | Excellent
use
2. Correctness and Clarity of < 4 - 4.5 | Excellent
language use
Total 4.70 4.70 - 4.70 | Excellent

According to table D-2, a specialist was quite satisfied with the integration of

gamification in terms of content and language use evaluation as the overall mean of the

evaluation was at “excellent” level (X = 4.70). However, the subdivision of contents,

the sequencing of contents, and the continuity of contents need to be adjusted in order

to be reliable and variable as the main research instrument.
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Table D-3: Evaluation of the Gamification (Classcraft application)

(Media, Design and Presentation)

Evaluation lists Expert | Expert | Expert | X | Results
1 2 3

Media, Design and Presentation

1. Appropriateness of medias used in 5 5 - 5 | Excellent
the lessons

2. Design and lesson 4 4 - 4 Good
presentations

3. Appropriateness of lessons/ 4 4 - 4 Good
stories

4. Appropriateness of tasks / 4 4 - 4 Good
activities

5. Appropriateness of sound clips 3 4 - 35 Fair
and video clips

6. Correctness and clarity of 3 4 - 3.5 Fair
sounds

7. Text quality 4 5 - 4.5 Good

8. User—friendly organization of 4 5 - 4.5 Good
the lessons

9. Length of each lesson 4 5 - 4.5 Good

10. Overall design 4 5 - 4.5 Good

Total 3.90 4.50 - 4.20 | Good

According to table D-3, a specialist was rarely satisfied with the integration

of gamification in terms of media, design and presentation as the overall mean of the

evaluation was at “Good” level (X = 4.20). The reason was that the Classcraft

application used in the study, was a freemium version, some features like sound clips

and video clips on the app was restricted. However, the sound clips and the video clips

could be uploaded by the students as an assignment/task in which provided in the

Quests.
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Table D-4: Evaluation of the pronunciation pretest and posttest using the

index of item-objective congruence (I0C)

Pronunciation Pretest and posttest Exgert Exgert Exgert X | Remarks
3-Initial clusters (CCC-)
1 | /str-/ | Straight, Strangulation, Strategic,
Stratum, Stressful . q ! 1 | Accepted
2 | [Istj-/ | Studious 1 1 1 1 | Accepted
3 | /spl-/ | Splash, Splendid 1 o 1 1 | Accepted
4 | [spr-/ | Spreader, Sprout 1 1 1 1 | Accepted
5 | /spj-/ | Spurious, Sputum 1 1 1 1 | Accepted
6 | /skl-/ | Sclera, Sclerosis 1 1 1 1 | Accepted
7 | Iskr-/ | Scramble, Scratchy, Scream,
Scrotum, Screener, Scrambler { ! ¢ 1 [\rocepted
8 | /skw- Squgd, Squarish, Squeeze, 1 1 1 1 | Accepted
/ Squirrel
9 | /skj-/ | Skua 1 1 1 1 | Accepted
3-Final clusters (—-CCC)
1 | [-lpt/ | Sculpt 1 1 1 1 | Accepted
2 | I-lps/ | Helps, Sculps 1 d 1 1 | Accepted
3 m/r;s y Thumps, Shrimps, Bootcamps 1 1 1 1 | Accepted
4 | |-nts/ | Absents, Accounts, Movements, 1 1 1 1 | Accepted
Gents
5 | /-ndz/ | Defends, Reminds, Thousands 1 1 1 1 | Accepted
6 | /-gst/ | Amongst i 1 3 1 | Accepted
7 | I-p6s/ | Depths 1 1 1 1 | Accepted
8 | /-pts/ Prompts_, Bankrupts, 1 1 1 1 | Accepted
Transcripts
9 | /-fOs/ | Twelfth 1 1 1 1 | Accepted
10 | /-fts/ | Warcrafts, Swifts 1 1 1 1 | Accepted
11 | /-sts/ | Gymnasts, Neutralists 1 1 1 1 | Accepted
12 | /-kts/ | Context, Ciphertext 1 L 1 1 | Accepted
Total 1 1 1 1 | Accepted

According to Table D-4, all items in the pronunciation pretest and posttest received

IOC scores higher than 0.50 which indicated that they were accepted.



Table D-5:

using the index of item-objective congruence (I0C)

111

Evaluation of the questions for students’ questionnaire

Item No.

Expert
1

Expert
2

Expert
3

>

Remarks

Pronunciation teaching method
in this study is suitable and the
procedures could be followed
the instructions step—by—step.

Accepted

English consonant cluster
pronunciation lessons provide
the appropriate use of
multimedia such as sound,
image and video clip.

Accepted

The integration of gamification
provides the appropriate use of
game mechanics, sound clips
and video clips

Accepted

The integration of gamification
approach could enhance the
student’s motivation, active
learning, and engagement in
the class.

0.67

Accepted

Classcraft application is easy
to use and it could be used in
the language classroom.

0.67

Accepted

Gamification increases the
learner’s affective domain such
as teamwork, engagement, and
enjoyment.

Accepted

Gamification facilitates
students to be more

self — regulated and self —
paced.

0.67

Accepted

Gamification technology in the
classroom is more interesting
than a traditional one.

0.67

Accepted

My English pronunciation
ability has improved a lot after
I have been taught by the
teaching methods.

Accepted

10.

When | used the gamification
for learning English

0.67

Accepted
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Item No.

Expert

Expert

Expert

>

Remarks

pronunciation, | feel more
competitive and challenge.

11.

Teaching pronunciation by
integrating the gamification
benefits for improving
pronunciation skill.

Revised

12.

| am able to pronounce English
consonant clusters correctly
after | have been taught by
integrating gamification in
class.

Accepted

13.

| appreciate the use of
gamification while | am
studying English consonant
clusters pronunciation.

0.67

Accepted

14.

| get more motivated after |
have learned by integrating
gamification.

Accepted

15.

If I were an English teacher,

I would apply the gamification
in my English pronunciation
course.

0.67

Accepted

According to table D-5, almost all items received IOC scores higher than the

qualified criteria, therefore, the questions for students’ questionnaire could be applied

as the research instrument for the study.
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Appendix

E

Achievement Scores of Assignments and Pretest and Posttest scores

1. Achievement Scores of Students’ Assignments

2. Pronunciation Pretest and Posttest scores

Table A-8: Achievement Scores of Students’ Assignments

Achievement Scores of Students’ Assignments (N = 50)
Student No. 17
(N = 40) — Activities _
Lucky Draw Dictation Flash Card Fill ME Please

1 40 45 45 46
2 25 38 40 42
3 37 42 44 45
4 23 43 48 49
5 25 36 43 45
6 25 40 42 45
7 42 50 50 49
8 43 39 42 42
9 43 44 46 47
10 43 44 46 48
11 33 44 45 46
12 33 37 40 42
13 44 45 48 50
14 39 38 42 46
15 44 42 40 45
16 42 47 42 45
17 47 40 42 44
18 49 44 50 50
19 42 48 45 50
20 42 45 45 50
21 35 50 47 47
22 47 43 48 48
23 40 44 46 46
24 45 47 46 42
25 45 48 45 43
26 49 46 49 45
27 49 46 48 47




Table A-8: Cont.
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Student No. Achievement Scores of Students’ Assignments (N = 50)
(N =40) Lucky Draw Dictation Flash Card Fill ME Please

28 30 45 29 39
29 45 48 43 40
30 45 46 43 42
31 46 40 43 45
32 6 40 38 43
33 42 41 39 41
34 40 42 47 43
35 31 35 42 42
36 43 36 40 46
37 47 49 47 45
38 44 40 45 50
39 44 37 45 49
40 47 46 44 46

Mean Scores 39.53 43.13 43.98 45.38




115

Table A-9: Pronunciation Pretest and Posttest scores

Pretest Posttest

Students No. (50) (50)
1 31 47
2 21 45
3 20 42
4 13 48
5 21 47
6 32 41
7 26 50
8 15 42
9 28 41
10 25 42
11 16 42
12 28 39
13 25 50
14 20 38
15 14 40
16 15 41
17 20 43
18 22 50
19 14 41
20 18 45
21 31 48
22 12 38
23 21 40
24 23 43
25 13 39
26 29 49
27 39 50
28 16 42
29 7 36
30 15 38
31 28 47
32 9 38
33 16 37
34 22 46
35 13 42
36 9 43
37 16 45
38 17 45
39 10 40
40 16 42

Total 786 1,722

X 19.65 43.05

S.D. 7.308 3.993
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Appendix F

Integration of Classcraft Application in the Study

@Closscrcﬂ A Home A Activity

My Classes

English Consonant Cluster Pronunciation
&8 29 / 41 Students are ready to play i" it

& You're all done! Hooray!

+ CREATE A CLASS

Demo Class

Explore the game in full and try the Premium features firsthand

s

*

ClL ft Certified Ed

Get certified and start this school year at
the top of your game

New upgrades & behavior
settings!
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ENGLISH CONSONANT CLUSTER PRONUNCIATION v
o Class Tools

/("\

”

&

o

’ .

Pick a Random:
o

)

B & 9
a
i Class Tools
Use these tools to gamify your lessons. Find out more
=
& c 0
I'he Wheel of Destiny The Riders of Vay The Makus Valley Boss Battles
Randorm F Random Event - Review
° Shrine of the Ancients The White Mountain The Forest Run Treasures of Tavuros
o Cl;ss Tool: / Ther\)vrheerl of bes;lny (Random Picker) v B & & 1

o Class Tools / The Riders of Vay (Random Events) v
a

[ 1]

1<

t of the Gamemaster

Today's your lucky day!

One random player: +1000 XP
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o e j;‘;’":: s / The White Mou;ualnv(ﬂmer) v B &

a

. Stay on Task

- e e

»
Display a timer to help students pace
themselves during classwork and tests!

UPGRADE TO PREMIUM
° e

()

. Challenge Students
2 with the Stopwatch
"
Turn activities into a fun challenge with
students racing to the finish!
(] 0 .-
o Class Tools / Treasures of Tavuros (Grade Converter) v B & &
. Reward Academics
with the Grade Converter
"
Empower students’ performance by
awarding XP and GP for scores on
assessments and homework!
(2]
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Trouble on the Lake
FLASHCARD

The Riddle of the Tower

(z TAS =

® Proceed to:

@ Proceed to: @ Assignments:

4 A Meeting of Strangers

A

® & AMeeting of Strangers 9 Tne Fastest Way Down No new objectives will be unlocked & On Time
& & Early
@ The Riddle of the Tower
@ The Fastest Way Down ACUEREEE
@ Trouble on the Lake o) "
@ The Three Pillars NAME & ERLY  ONTME  LATE outcome
@ ARiddle Solved nuadnmal dsgnns @ X
Andnw uaidoy @ x
P A9 wunih @ x
TyEan nawaus @ x
" g & ¢ g

The Riddle of the Tower v

The Riddle of the Tower

PISCUSSION o s

(2 Tas ™

@ The Riddle of the Tower
@ The Fastest Way Down
@ Trouble on the Lake

@ The Three Pillars

® A Riddle Solved

Together you follow Richalt across the mountain. The air is clear now that the blizzard
has settled, and the snow-laced peaks glisten in the sunlight.

When you arrive at the tower, a sprite is floating near the doors. It's completely
obsessed with trying to get in, but there isn't any mechanism that you can see.

"This is lvy,” Richalt says, worry on his face. "l don't know what's gotten into her. She's
never acted like this before.”
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A A Meeting of Strangers

@ The Riddle of the Tower

@ The Fastest Way Down

@ Trouble on the Lake

@ The Three Pillars

® A Riddle Solved

The Riddle of the Tower

(2 TASK ™ DISC

LUCKY DRAW

In order to pass this level, all of you need to let the door open, and perform your
pronunciation ability by doing a task that teacher have provided

The 1st task named "LUCKY DRAW". You need to complete it by dipping one hand into
the container and randomly draw out a number.

The number represents to English consonant cluster words started with /str—, stj—,
spl—, spr—, spj-/

You guys need to pronounce those words correctly then you will get +10 XP/each.
It is a good time for you to collect an XP !!
Do you know that?...

You will gain +100 XP for submit assignment in the time, or receive +150 for early
submission.

P

Ldad el 1

(<]

Messaging

Class Announcement

auaankal &svnIng

Andnw uadlies

378 1uqih

Tefa ngeraus

algsauu Tawaiuy

g

2dUY AaNINg

7 e

2% Class  # Parents B @ &

Replies Are Disabled

We're waiting your friends until tomorrow, then we're
going to start the first class on Wednesday. Yeah !!

1asiile XP 5000 adud lbidasanladivivlufedw xP laidu

wd Ligdvlaznuuliuatunauusas 83 tnanniafuiiasuuy
& P

Nuiuaaviioay

d2u Random Event wladaai flun1sgu Energy Drain diau
wnnauarTauin 10 AP uay Battle of Champions diauiiil
ATUUY XP gude azanwn 20 HP Ay

1

@ Analytics

2

(<)

PEOIDIOOBG B

B Game Feed 48 Student C

al5AUU AanIng gained 10 levels

10 minutes ago

al§AuUu Aanng gained 675 GP

10 minutes ago

alguuu maning gained 500 XP

10 minutes ago

Tydal naedui gained 10 levels

10 minutes ago

Tuda) naedus gained 525 GP

10 minutes ago

Tu#a) nawdud gained 500 XP

10 minutes ago

J31y 1ug1lh gained 10 levels

10 minutes ago

351y ung1h gained 525 GP
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Appendix G

Classcraft Application Guidebook

Classcra
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CLASS

Classcraft i ulusunsuuszianszuudanisifsus (Learning Management
System: LMS) 7 Waun 4 un1ii a5095uszuuniniSoug i 1duuadainud fiady
(Gamification in Education) dduayunisvitsuduiiy wazsassunisvinauuu
waluladaanad JasuuazdiFouaunsaldeulusunsuldiuiilagltsududasinns
TUsunsule q wasdegruisalderunrulusunsuviasdumasidn (Web Browser)

vugunsaling o Id 1w Aeuiunas uiude wazaunsninu Judu

Classcraft danansaldlunisifeunsaaulusiaassudmiviaaunasiisou

Tunrstaus iy iaauazarnunuimdusas19nu (Game Master : GM) waz

=

dauszaunisalmsidunuluieaieu daufiseuaziludidu (Player) Tnedanunuim

H1ufaeAs Jiisuudazauaziinuanvazuaznaiasuandeiuluauauaansaves

Y v A =

AaazAs YAy autgvaany twansed uliiiseusiusegelaluniafounasiidiusay
Tuduisgurun1sTaus naynauIL TngdlauazAaadnaunuNIsiTous vaInAULaY Las
wiauauBnludin el uesazfiuuszavanudnsalunisiaunuasugliiu

nsReuiedvdie 9 TuduiFeu
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A15199 1 AUNNIVDIAZLUULAAZUTILAN

(nNNUFIUVBANY)
POINTS
AN USTLANASLUY
AU
XP :
Usydunisad
(Experience
Points)
HP AZLUUFUNN
(Health Points)
GP AZLUUNDIAN
(Gold Pieces)
AP Aeuuudjidinig
(Action Point)
PP AZUUUNAINLAY

(Power Point)

AasuTY
AzuuulsEaunisal A9 AZLUUN waasUTuw
Uszaunrsalvasiseulunisviinisianienanssy
A9 9 Y89 Lo L3 uiazuuulszaunIsaluInds
szaunnmuald Jiseuagldsunisiaoutu (Level up)
= ¢ g9 v v o
Fapzuuulszaunisalarunsad liiiuadrudnanii
vaegjiseuluneivla

ATULUUE VAN A D ATUUUT uansUTu A MAIW
WOANTINVaIIS 8 HITouaTAaIUTENgAnunIung
ARNT WITBN W30TDANAIAY ¢ VDISIIUN Lﬁ'aé’{%au
fiwgAnssuilaif faouaziansananazuuy §uaIw
vasfiTouas fisoussdasusznnAnulidiiasnuen
azuuy gunmireglussiuiininningudnasnsedv

AZUUUNDIA AD ATLUUNIA]daunaIsuINauT

=

WagiFewinnnsia Aanssu wiausewgAnumidudiay
gSeuanunsaldazuuy nesdlunisdamialasudanie
visawsesilainiadldiiiewdsy judnualfazasvany
18 wazdiFouazldazuuuilnednludfnnasedfiFou
g5 unsideuty (Level up)

[

AzLUUUURNS Ao Azuuuuanswaelunsldnds
NiAwvaisey azuuulfianmsaziiuvulaednlud@nn
Tunaaiesay

ATLUUNS IR LAY A0 AzuuUT Id91nn1918 sudy
(Level up) {138y NnAuazisuduiissdu 1 ynasdeiild
doududiFouazldazuuuwds Aty 1 azuuu fiseu
drusaldazuuundaviaylunIsiTous waan Ay
Tvsiq 16
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@ CLASSCRAFT . ‘ H a?e
= n U0 Kareem Hagazi Harriet Austin Patricia Wain AlexT Anyta Costales
s

o o | @ duione Marers @ 0 GO G o a»

NexT (7
4 1
Ann Coppolo H ) -
Y s arret
na Bezuyerskaya .
B sty owe Austin
B anyta Costales Level 58
O Christina Kharem Mage
A* Christy Derickson HP 6
W Claudia Imbert AP @) 50
W5 Connor Tucker XP i
2/ Devin123 GP @@L :
Devin Young
T @000 BN
Georgia Boubou s
i
Harriet Austin $
Jen Tynan Mana Teleport  Invisibility
Transfer
Jimeny Tucker
John Micheal @ e @
Kareem Hagaz| Mana  Cheat Time Warp
Shield Death
Kevin C 1
Kevin Higrh @ g ‘.)
Mike madakoroo Fountain Clavoyan  Mage

of Mana ce Circle.
Patricia Wain

(0} mm— LEARN POWERS
@ perepiere

Y4 Richard Picardi

A1399 2 INAUIINITIANAKISEN ATUANAINKAITUYDITEY
AzwuuUszaumsal (Experience Points : XP)

Azuuyild A1B5U"Y
+100 anawaitldFuneuang aglusziu “dunn”
+70 AnawaLildFunaunIng aglusziu “A”
+50 annwauitldFuneunang aglusziu weld”
+30 A wauilldFuneumang aglusziu desfuuse”

] ¢ o v v a v
M99 3 anusmms'mwag«jtsau ﬂTlJWiWIﬂiﬁil‘UE]\‘]ﬁdLi&lu
AzuuuUszaun1sal (Experience Points : XP)

ATUULTILE A9 U
+15 Complete tasks before a class finish.
+15 Complete assignments before a class start.
+15 Concentrate to study in class.
+15 Have a good relationship and work well with other people.
+15 Have discipline and punctuality.
+20 Have a self - confidence when pronounce a word in front of class.

+20 Could pronounce a word correctly.
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AZWUUFVNIN (Health Points : XP)

AZUULTILS
-10
-10
-15
-15
-15

A195U"Y
Incomplete an assignment.
Incomplete a task.
Being negative in class.
Could not pronounce a word correctly.
Not following instructions.
Arriving late to class.
Using mobile phone when not allowed.
Leave the classroom without permission.
Participate in any activities.

Help a team to earn more learning progression.

AzwULUURANTS (Action Point : AP)

ay v
AzBUUNLA
+10

AR5UTeY
Jissunnauazlaasuuuillngdnludfinniundaineshu

ASLUUNAINLAY (Power Point : PP)

AZBUUNLA

+1 (Level up)

AR5 UY
o v S A a ¢
b smvgnﬂuaz‘l,mﬂmuuuLuauﬂmuuﬂizaumsm (XP) AsuUnY

¥
N
Y
a o
NNI%UN
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CHARACTERS
L4 ' v
Jiauanansaiden AIATAT vasnuaunatauluduiould udaziiasasazdl

naIwazANdINIsaNAna19nuaanly Adazasluny Classcraft Usenaunie tnsang
(Mage) in3U (Warrior) uagunng (Healer) noudisfiauaziiuiau Classcraft 3299
dnduladndasnisiduiinemeg Wnsu wsawnng IngdawinAuidnfiuudazidazasiou

=

= % o = < a R4 a Y v i
13yUD1NANNYBUAazASIAR2azAsHT T U LAY LANIYNEN QLsauazmamﬂﬁﬂa

623

Tnangadwmiviiuvesnuies Tidunaneiuiinausiufiuvesnuiasnauniasiaondazas
{_q v

waluyladndivundainuaunaszndng dniang Unsu vsaunnd nagnsvasnazas

o

)
Tudiudinudiauuin Watdanflazaswalasliaunsadounavluwdlala

v

Mages Warriors Healers
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MAGE (1insane) Max HP: 30 Max AP: 50

LY 4 a wva v d' < v o/ a wva
unLIng UuanuImidugauuayuaskuul)uanig
Action Points (AP) Tutny Wntang i uasud ui wd aknss
NegalundvasdIuna Ns1znINIE1N15alasu AP gedn
50 AP WANNE9EIN15a L ENaRTY “Fountain of Mana”
Favldnanwrdusald AP unaudnluiiuaudu q 14
1 v v 2 Y o g 1 <
danaldinanwaiursaldnaslauasdu agalsnay
o a a ' & v ' X
Uniandniiaudsenanisgydunaslunisdeguiniu

Wszan1sasuldgedaiwes 30 HP windw Wnwang

wanzandnsudiauniianuduladaninienagaiuise
agsanlaluinudae 30 HP LazazAa9@1AEAIINYIBNEDININOUI NN F99EIU130

agsanla

. 1] Y g
A139N 4 WaNYBdIUNLING

Power Tier AP Description Requires
Mana Transfer 1 35 Al team members, except mages, gain 7 AP.
Teleport 1 5  The mage can trade places with any other classmate.
Invisibility 1 10  The mage can leave the classroom for up to 2 min.
Mana Shield 2 0  The mage prevents the loss of HP to themselves (cost 3 AP Mana
per 1 HP). Transfer
Cheat Death 2 15 A fallen teammate (other than the mage) can reroll the Teleport
cursed die but must accept the new outcome.
Time Warp 2 35  The mage gains an extra 8 minutes to beat an exam. Teleport/
Invisibility
Foundation of 3 40 A teammate, who isn’t a mage, replenishes all of their AP. Mana Shield
Mana
Clairvoyance 3 40 Al of the team members get a hint on an exam question. Cheat
Death/
Mana Shield
Mage Circle 3 40 Al team members gain an extra day to turn in a formative ~ Time Warp

assignment.



WARRIOR (£n5U)
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Max HP: 80 Max AP: 30

tinsu Uftaviidudundlasdialuina Weaundn
Tuniundeasideazuuugunin (Health Points: HP) 1insu
azanansaldnasvasnannld laenisaaduanudeniy
Toifudisudug waufududatinsuieshazgands HP touas
wismandannsadasaudnlufivainmsgaiundlunis
Aogduazdrseanasdruii imdsvesiiuainadnuifenie
ity vnnQ’L&iudqu’lmyjﬁm'mL?ilawiamsgzy,l,?m HP w1
tnsuiadndudadeniimunzdmiunaniun wsiziinsy
A1413505Ug9AA 80 HP LaZA11150TNEIAULDIAALWES

“First Aid” agslsiany Wasainwanwiaansasuligege

30 AP i1y Warriors 39liiindsnudewnssnazliauisaldvasla

A15199 5 WaIVD9UNIU

Power

Protect 1

First Aid

Hunting

Protect 2

Ambush

Counter Attack

Protect 3

Frontal Assault

Secret Weapon

Tier
1

AP Description Requires
10  The warrior can take up to 10 damage instead of
their teammate, receiving only 80% of the initial
damage.
10  The warrior gains 1 HP for each level they have, but
always gains at least 5 HP.
5 The warrior can eat in class.
15  The warrior can take up to 20 damage instead of Protect 1

their teammate, receiving only 65% of the initial

damage.
20  The warrior can hand in an assignment one day Protect 1/
later. First Aid
20  The warrior gets a hint on an exam question. Hunting
20  The warrior can take up to 30 damage instead of Protect 2

their teammate, receiving only 50% of the initial

damage.

30 Al team members can hand in an assignment one Ambush
day later.

25  During an exam, the warrior can use a cheat sheet Ambush/

provided by the Game Master. Counter Attack
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Healer (wnwne) Max HP: 50 Max AP: 35

Healars uwng UfsAnidiudFnunddaluiny Weaundnluiiy
1§uanudenes uwndarusaldndauiafudn HP (Health
Point) T¥AugIduAutuld uanand unnddeaunsalinds
wisniifunuiesl®Snde uwmdirigeda 50 HP (Health Point)
waz 35 AP (Action Point) vinlildUSaudunnuudannsauas
AuBY 58 Aaazasl voudaemderdu aurdnlufindng

] = v &' v % ‘U 5 ‘&I =l S 9
YBANUYIYLNAD LALNNY LGWAIIUNIT ‘SNYT’ wag “WUAUTW

lusewiraduny ‘wasiuAuiin Jundmddgygavaunnd

wIzganusadlediauauaungydundslunisdeg uaslasiu

pA
) 4

AnudgrelinuaunInluiiuivaoss N9gIEnadINITANLRA8INB1TTNAE

u

A1 6 WAIVBILNNG

Power Tier AP Description Requires
Heal 1 1 15 A teammate gains 10 HP.
Sainthood 1 5 The healer can take a nap during the class for 5
mins.
Ardent Faith 1 10 During an exam, the healer can ask the Gamemaster

if their answer to a question is correct.

Heal 2 2 20 A teammate gains 20 HP. Heal 1
Favor of the Gods 2 20  The healer can listen a song during classwork. Sainthood
Revive 2 25  When a teammate (not including the healer) falls to  Ardent Faith

0 HP, they avoid all penalties and comes back to life

with 1 HP.
Heal 3 3 20 A teammate gains 30 HP. Heal 2
Healing Circle 3 30 Al team members, other than the healer gain 15 Heal 2
HP.
Prayer 3 30  During an exam, the healer has access to their notes. Revive Favor of

Gods
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PLAYING IN A TEAM
Setting up your team

dodidudondaazas sanuuudiazas uazaglufiniFeusosuda dunsusioly fe
n1sasilaiauy fiauazlaiseuluiesfeu uaziduwny Classcraft Tuwsau q fu lagazldsia
AanTsuLATILAG 9 Auiidaeu W3 Game Master (GM) uauvanglwU iR uAn5Yin

1379 (Missions) #3897 (Tasks / Assignments) Tun19813523 (Quests)

Quests
rauazladnsianiunig q vaany Classcraft uasujjianisnalundazauli

d39ga29 wisuaniumsldfuazuuuuszaunsal (XP) AzuuuguAIw (HP) uazAzUUY
UJUAN135 (AP) 990 Game Master (GM) il aAzuuuua i lauLaz i unINWo AN
Game Master (GM) fvualuudazaiu idunazau@nlufiufazauisaruauduld
wazanansadunulusude 9 WK uaziineiige Wediulfaunuruauasuynaiundy

fazdugiviaisianamuednia wazazldsusneiaain Game Master (GM)

@ CLASSCRAFT |

« Quests

The Great Road of Marshastu
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Random Events

¢ 1 & adda a2 v & a % o Yy ' ¢
mqmimqm‘ﬂu’aﬁ‘wﬂiunﬂitiuﬂuﬂjutiﬂu E‘\!ﬁﬂu%‘&"ljﬂ‘lj?uélﬂﬁiLiﬂuﬂulﬂﬁ!ﬂqim

7 <,

4' 1 = a wa [ [ a d' o t% = 49! = 4
WauvsaUfUAnuAdeiy o Wufanssuivinlinudinnuaynauiuunndy lmeanisal
aa =) @ aa £ a o A '
nanarliadnuIueiniy wazgnnAulianswinneuiunazgid1dmnmanisal wiliue
Game Master (GM) figufisaiu vrangnisalnd wu “mssnen” laelifiduudazau
5 HP wsivnamnnisailaid wiu “douna” finnaugniin HP Wudaawin fiuramvanisal
a a & = ' o °

Aaursanadulauanioaseu 1wy “adrunseuialunissneyn” nliwnngaiunsa

] a i a4 % ) ¢ ' i P2 ' -

sananvipsseualuandnazmuudld wansalusedraduiFasnan Wy “Chant
of the Master” g stdun15UsAUTH Game Master (GM) $asiwasiitaanlaesiauidl

XP taaign

Establishing Strategic Roles

< 1 = = < Y = 1o aa [ = 1 &
nsludaunilsvasiiududmilsrainsegasstineg lununianisagseniuieg

=

wialwldsuusslevdgegaainna findndudesadranagnsaudisudy Wadidudon

9 Y

(%

A82ATHAD AzAINIUAUNUINTaziauluinvaInuade unuImgnAmualagdIula
v . v = = : v o Y 1y o . v o

niauannsaldla squdsnisiidiusauiviinvesidudig fazasudazdaiidasunuim
Tden mngiauinlanluing agldsudunassnalunisidunsaasunum udlunausiu
vauny Jrauaiuisaidonldiie il sag199i1y dasununinuziiufazilazas

fanunsasaanld lawn

Mage

Mana Provider Uses Mana powers to help the team’s AP

Power Mage Uses powers that help the team gain special bonuses
Warrior

Protector Uses powers that offer protection from damage

Tactician Uses offensive powers that help the Warrior and their team
Healer

Healer Uses healing powers

Reviver Uses the ‘Revive’ power
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Choose your first collaborative power

naullfiduldlfandlazasuazunumvesanudl laandannasnuasguas !
= o o [ v [ \ a £ 1 o A v = 1
nsidenwaslunsinusuiuidudmalunssududuny wasidledaului azdqe
o aa v X Py a ¥ o ' = o
Thanunsaedinsenlddnedu auazlasu XP Wanaldwasnisinausiuiy Fn1ssu XP
49! 1 v <2 [ Y < dy [ 3 a a 1 dy
NVu azYrelinUanaannay (Powers) 1A1599U AU AITNANTUIAINE a1

TuvnENANWANIULINVBIAM LAZATANEBILHUNINVDIUNUNTNASIURENITOUADY

Select a team captain (optional)

WaauBnluniuanagluniizndessiag wsegaides HP 1U lnsundudliiuasdas

U o

v o 4' = v o 14 3} a [
saufanunananednainazldlunisuilodyn uisaseannudnausalsneiu uaz

d' t:l' a ad o a d' } % & & =] = '3 1
raduiseseniiazanrdsaiuntsfimunzanld NUAUNY fuszlevdagreunlu

¥

4 = < ¥ ' = (Y 1 J [ o
aorunisalivanil Wesannwiasdugduindn Auadsandunisegnelsaaly Wudanegs

Y

ThfuAlud1eniiegesansa Avauiinadsluauiidilanguaznalnvasnuifige

Feazyirlinisandulavaswannludsslevduniige uszAnsamgegaluyaeinga

o A

viell Tun1siduina a1aliidesliduduiianaualy YuagiuanumunsaunazaIufaenis
LENTH
vauuzihliadwaugaliiuiinvesaasiisnisinliunuimnmuadululs dedu
= ¢ = v =% Y & yu v Yo [ ’
mnandiunndaasauluiinvesan Tinldulududinuuasliivriselasunds “Snwn

Y Yo (4

nuuligSne Snenaudu o wisfiwn / 15eazldsu “Revive” naudulaaiiadign

U
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DEALING WITH DAMAGE AND FALLING IN BATTLE

I“|“‘|/iili
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CUSTOMIZING YOUR CHARACTER: BUYING EQUIPMENT, AND TRAINING PETS

Customizing your character

Fiauausausuusedaazasly Classcraft laaen1s¥aaunsal anu

HUs2AU (Level up) iauazarunsadnfsyalndla wazaunsadansuanual

b lll Y v A
AU LA PN
Superior Heroic Ultimate Legendary
Accessible at levels 1+ 5+ 10 + 15+
Number of sets 3 5 3 2
Items per set 6 6 6 6
Cost in coins for each item 50 100 150 200

Y v A

9

Nw ¢ N A P 3 Yy v a o ¢ a
YAUFNILAYINLVINUA LD UANADALAD EdLaUﬂ']ﬁquﬂl‘UVI‘ViﬁJ'Jﬂﬁ@l'JLaﬂ\i LLasLId

7 ]

n1sinla nnasangdedadiaesluiinisnanisiinausy iauazlasumsegy

¢ 1

Wiseey fegluesduriiflonnazniifisningy thanlfiiedegunsaiiifisu
mmsamaﬂa’Lﬁaﬂ%'mwiaﬁ'faaxﬂﬂﬁ@ﬁﬁaﬁu auaansadudegyld 3 35 lunesduws
o faid

1) wuszAvu (Level up)

2) findnfidesld

3) oW iTunes



138

TIPS AND TRICKS

NINLN B UTAIUNUEIUTHY UTON INUALT ULNUATINAIAIIUIINLD WINLYUIDY
laTeu mszwannaziiauniaunandt inendnidesnisgdundslunisdag
& Y w ' 4w v @ Yy £ o9 vw 1% '
wanaInil n1sldnasausiuiiodeyqelinuiasarnsasu XP 16 devihldsunaslng

1191:-3 X a 44 v o ' = ' Y 1 A A Myo
ALIIVU ‘Vl&l'VlL‘J'&lLﬂ11ﬂ'JﬂwaQﬂ'.ﬂlli')ll&lE]f\lSagiaﬂ‘lﬂquﬂ?qﬂﬂJﬂlulﬂﬂ’]

Unimdanagniioudiasasiliaudesiaziawnszdl HP anga ag19lsiniu
Mage finnsiddenasfiudauwnsefigaluny ey Mage asidudunsnddniuiiala o

4‘ o 1 o dl a Y/ '3 a/
Miusauny weuntesdundn uazldsuuszlovdannasvesninian

windiaudl HP Weadntdes Tinandesnisvirdsdafionavinldnugydely i

U v

deanunsavaiunssne ietelanunsananiaesniznisaagla

Y v 1A v [ 1 ¥ 1 a a’l 1 o 14
QAN oY AP 3NnWRENAI5 A2SIINAsag19tioy 1 aee dazuu azhidusasula

PaldluIauvaensiiy AP fia Game Master anunsaiiialvinamniundaine iy

Y o a 1 (Y v U v va ¢ LY o = [

Jraunansaudndinaelasiunulilafivsslevlvinng snisinen delididuany
Fuaneld imsznasiazdrelianarusadesiufidulilvanagluatiznisded vse
a1alusindewanazinuld wanani msld “wasunloy/maslosiu” wuneds vinliidn

] = & s al ' o § v a A o Ada
mﬂmﬁamﬂua&laﬂ 52!\1L‘Uua\‘ﬁ/l\‘l’lEJﬂE]ﬂﬂ‘i‘VI'ﬂ‘ViﬁSJ’]‘Uﬂ‘L‘UVISJENSJWWIE]El

‘ d

¥ o o Yo vw v Yy v & v
LLSJ'J']WﬁQﬂ'\‘Jiﬂ‘EﬂQzﬁquqiﬂlﬂﬂ‘uwiﬂwqﬂ'JElﬂuLaﬂ‘lﬂ LLmQLauLwaﬂui}zlﬂiU XP

Y

W ald waelun1sSneiaus U UAUKL SVBININLYVIUY Wndwnndaaeauluiiy

saaa

=1 [ 2 o [ a 4 Yo = 1 [ £ 14
aunsNANgn Aen1ssnenTeiuuaziu ialiumdlisu XP uazAual HP vasiuwaziuld

]
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1% “Mana Shield” Y83 Mage Tugaarunisaliidnagy
“Mana Shield” ag8liE{nwiuazinsy arusaviteulaegrefivszdnsam
weag1 ldwasurninuly wanadl fine1avaliautnldnaealusiuis 1y “Mana

Transfer” 1@

Aaunazld “Mana Transfer” Tiusziliuanunisal
Y 1w Y P Ay . oda , @ - , o & oo
{Laudasnsiaaauliuiladndfiaunsl AP agluszaugedansalal vindiuuud
3 Y o ' o af v a = Yo ¢ «
nazausaldwdendusauie walvaudnluiulasuusslevigegnain “Mana

Transfer” 1@

WnaNsagIefidiNeantagInUdenne1in98aU AP Y29AULR9INaU
[} % =] 2 £ o t 24 1 2 t 24 1 t 2
wasgaduaudeniedasld AP 91uqunIn wngiauazdesaau Jiauazdas

dsewmdstasiulilildunign wsnzazdwmasdanisdises AP 1a1ld

FREEMIUM VERSION
L] g Y Y a = o zgll | Y o & :gl’ =l 1
U Freemium qtauazmmiﬂmw%a LWB?IE!L‘VI%EJQJUIQ ANUU ﬂ']’islj'e’ltﬂiﬂmﬁ'l%lll

o g Yy 1 = ¢ Y =1 Y i = o A o ' Y Y
inligiawdnasgunsalseavgedn wngiaulilaludeszauivunzas duazadelifiay

]
1 1

aunsaveynaunsalinudnnsluszauididuag Feanunendnudn azamnsauiudiasas

Y

v
=

TansuuIndunazUandandadiasslduinau

... The End ...
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