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About Us

About IPPAcademy

At IPPAcademy, we're passionate about empowering educators to
inspire students worldwide. As an approved CPD Provider and member
of the London Teacher Training College, we offer self-paced, high-
quality courses designed to enhance your teaching skills and advance
your career.

From ESL instructor training to child psychology, our programs provide
practical tools and professional credentials to help you succeed.

Whether you're a new teacher or a seasoned educator, IPPAcademy is
your partner in creating engaging, impactful classrooms. Explore our

certificate courses to take your teaching to the next level.

Start your journey today at and unlock the power of innovative
education!

VIEW ALL COURSES



https://www.ippacademy.org/certificate-courses
https://www.ippacademy.org/certificate-courses

What is in This Guidebook?

This guidebook is your step-by-step resource for gamifying your ESL
classroom. You'll find:

Key principles and benefits of gamification.

Tools and techniques to create engaging lessons.
Practical templates and examples to apply immediately.
Tips to assess and refine your gamified activities.

Whether you're a new teacher or a seasoned educator, this guide offers
actionable ideas to elevate your teaching. At IPPAcademy, our mission is
to empower educators like you with innovative tools to inspire students
worldwide. Ready to make learning fun? Let’s dive in!




Session 1: Understanding Gamification in ESL

What Is Gamification?

Gamification is the art of applying game-like elements—such as points,
rewards, challenges, and competition—to non-game contexts like
education. In ESL teaching, gamification turns lessons into interactive
experiences, making learning fun and memorable.

Whether you're teaching vocabulary through a digital quiz or practicing
speaking skills with a role-play challenge, gamification taps into students’
natural desire to play and succeed.




Session 1: Understanding Gamification in ESL

Why Gamification Works for ESL

Learning a new language can be daunting, but games make it
approachable.

By incorporating games, you create a low-pressure environment where
students feel confident to practice speaking, listening, reading, and
writing. This guidebook will show you how to harness these benefits,
whether you teach in-person, online, or in a hybrid setting.




Session 1: Understanding Gamification in ESL

Key Principles of Gamification

Gamification in ESL teaching is built on three core principles:

extrinsic motivators, like earning rewards or

( F- L \i mastering a challenge, to keep students
engaged.

. H n P\) Motivation: Games tap into intrinsic and

Interactivity: Activities like quizzes, role-
plays, or team challenges encourage active
participation, essential for language practice.

Feedback: Immediate feedback, such as
points or progress tracking, helps students
see their improvement and stay motivated.

These principles create a dynamic learning environment where students
are eager to participate and practice their English skills.




Session 1: Understanding Gamification in ESL

Let’s see two examples of gamification in action:

Vocabulary Quest (In-Person):

Students work in teams to find objects in
the classroom matching target vocabulary
words (e.g., “Find something blue!”). The
first team to complete the list earns
points. This game reinforces vocabulary
while encouraging collaboration.

Digital Quiz Challenge (Online):
Using a platform like Kahoot!, students
answer grammar questions in a timed
quiz, earning points for speed and
accuracy. The leaderboard adds a

competitive edge, motivating students to
prepare.

Getting Started!

To begin gamifying your lessons, identify your students’
needs (e.g., vocabulary, speaking practice) and choose
a game format that aligns with your lesson objectives.
The next sections will guide you through selecting tools,
designing lessons, and assessing outcomes.
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Section 2: Tools for Gamification

To bring gamification to your ESL classroom, you'll need the right tools.
This section explores digital and analog tools that make lessons
interactive and fun, along with tips for choosing the best ones for your
students.

Remember, a suitable tool is one that works well, so don’t limit yourself to
just one type of tool!

Digital Tools

Digital platforms are perfect for engaging tech-savvy learners and work
well in online or hybrid settings. Here are three popular options:
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ahoot!

A quiz platform where students compete in real-time, answering
guestions on vocabulary, grammar, or reading comprehension. Its
leaderboard and timed format add excitement.

Tip: Use Kahoot! for quick reviews or warm-up activities.

Offers flashcards, games, and quizzes to reinforce vocabulary and

phrases. Its “Live” mode supports team-based challenges.

Tip: Create custom sets for specific lessons, like phrasal verbs.
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Analog Games

For in-person or low-tech classrooms, analog games are cost-effective
and engaging:

Theatre Vocabulary

Word Bingo: Students mark vocabulary
words on a bingo card as you call out
definitions or use them in sentences. Tip:
v costne | o o B Adapt for different levels by varying word
aran | auape | curtan | stage i complexity.

Role-Play Scenarios: Students act out real-
life situations (e.g., ordering food) to practice
speaking. Tip: Provide props or cue cards to
reduce anxiety.

Board Game Templates: Create a board

L game where students answer language
. guestions to advance. Tip: Use reusable
_ templates for grammar or pronunciation

» practice.




Section 2: Tools for Gamification

Choosing the Right Tool

To select the best tool, consider:
e Student Needs: Focus on their weaknesses (e.g., speaking,
vocabulary).

o Classroom Setting: Digital tools suit online/hybrid classes; analog
games work better in-person.

o Proficiency Level: Simple games like bingo suit beginners; complex
role-plays fit advanced learners.

e Access and Cost: Ensure tools are accessible (e.g., free versions of
Kahoot!) and fit your budget.

Example: For a beginner class struggling with vocabulary, use Quizlet’s
flashcard game. For advanced students practising fluency, try a role-play
game in TeachQuest.
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Test tools with a small group to gauge engagement before full
implementation.




Section 3: Designing Gamified ESL Lessons

5 Step Process to Designing a Gamified ESL Lesson

Creating a gamified lesson is simple when you follow a structured
process. This section provides a step-by-step guide and a sample lesson
plan to get you started.

Identify Learning Objectives: Define what

0 1 students should achieve (e.g., “Learn 10 new
adjectives” or “Practice past tense”).
Select a Game Format: Choose a digital or analog

0 2 game that aligns with your objective (e.g., Kahoot!
quiz for vocabulary, role-play for speaking).

Integrate Language Practice: Embed target skills

0 3 into the game (e.g., use adjectives in a storytelling
game).
Add Rewards: Offer points, badges, or privileges
(e.g., “team leader” role) to motivate students.

Assess Outcomes: Use quizzes, peer feedback,
or self-reflection to measure progress.




Section 3: Designing Gamified ESL Lessons

Sample Lesson Plan: Vocabulary Trivia Challenge

The Brief Version

Objective: Teach 15 new vocabulary words related to travel (e.g.,
“luggage,” “itinerary”).
Level: Intermediate (B1).
Tool: Kahoot! (digital) or Word Bingo (analog).
Steps:
a.Warm-Up (5 min): Show a travel-themed image and ask students
to brainstorm related words.
b.Introduce Vocabulary (10 min): Present 15 words with definitions
and examples.
c.Game (20 min): Run a Kahoot! quiz with questions like “What’s
another word for ‘trip’?” or play Word Bingo with definitions.
d.Reward: Award points to the top three players/teams; offer a
“Travel Expert” badge.
e.Wrap-Up (5 min): Students use three new words in sentences;
provide feedback.
e Assessment: Monitor quiz scores or bingo participation; collect
student sentences for review.




Section 3: Designing Gamified ESL Lessons

Sample Lesson Plan: Vocabulary Trivia Challenge

The L000000000000000000Ng Version

e Objective: Teach and reinforce 15 new vocabulary words related to
travel (e.g., “luggage,” “itinerary,” “destination,” “passport,” “boarding
pass”).

e Level: Intermediate (B1), adaptable for A1-C1.

e Duration: 40 minutes.

e Tool: Kahoot! (digital, online/hybrid) or Word Bingo (analog, in-
person).

e Materials:

o Digital: Laptop/projector or student devices for Kahoot!, pre-made
Kahoot! quiz with 15 questions (e.g., “What’s another word for
‘trip’?”).

o Analog: Printed bingo cards (5x5 grid with travel words), markers,
and definition cards.

o General: Whiteboard, vocabulary handout with words, definitions,
and example sentences.

e Preparation:

o Create a Kahoot! quiz with 15 multiple-choice or true/false
guestions (e.g., “Which word means a travel plan? A) Luggage B)
Itinerary”).

o For bingo, prepare 20 unique bingo cards and a deck of definition
cards (e.g., “A document needed to enter another country”).

o Print handouts with the 15 words, definitions, and examples (e.g.,
“Itinerary: A travel plan. Example: My itinerary includes Paris and
Rome.”).
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Steps
a.Warm-Up (5 min):
e Show a travel-themed image (e.g., an airplane or suitcase) on the
projector or board.
e Ask: “What words come to mind when you think of travel?” Write 3-5
student suggestions on the board (e.g., “hotel,” “ticket”).
e Transition: “Today, we’ll learn 15 travel words and play a fun game to
practice them!”
o Differentiation: For beginners (A1-A2), use simpler prompts (e.g.,
“Name one thing you pack”). For advanced (B2—-C1), ask for full
sentences (e.g., “Describe a trip you took”).

b.Introduce Vocabulary (10 min):

e Distribute handouts and display the 15 words on the board/projector.

o For each word, read the definition, give an example sentence, and
have students repeat the word for pronunciation (e.g., “Passport: /'
paes.pa:rt/”).

e Pair activity (2 min): Students turn to a partner and use one word in a
sentence (e.g., “I lost my passport at the airport”).

o Differentiation: Beginners match words to pictures; advanced
students create their own sentences.

e Troubleshooting: If students struggle with pronunciation, model slowly
and practice.
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c.Game (20 min):
o Kahoot! (Digital):

(¢]

Explain rules: “Answer questions on your device. Fastest correct
answers earn more points!”

Launch the Kahoot! quiz (15 questions, ~1 min each). Sample
guestions:

“What's a synonym for ‘journey’? A) Luggage B) Trip C) Ticket”
(Answer: B).

“True/False: ‘Boarding pass’ is a travel plan.” (Answer: False).
Display the leaderboard after every 5 questions to build
excitement.

Differentiation: Beginners get simpler questions (e.g., picture-
based); advanced get complex ones (e.g., “Which word fits: ‘We
missed our ___ due to traffic’?”).

e Word Bingo (Analog):

(¢]

Distribute bingo cards and markers. Explain: “I'll read a definition.
Mark the word if it's on your card. First to get 5 in a row wins!”
Read definitions randomly (e.g., “A place you travel to”). Students
mark words like “destination.”

Play 2—3 rounds, checking cards for accuracy.

Differentiation: Beginners use cards with fewer words (3x3 grid);
advanced include synonyms or antonyms.
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d. Reward (3 min):

o Kahoot!: Announce top 3 players/teams based on points. Award
digital badges (e.g., “Travel Expert”) via Kahoot! or printable
certificates.

e Bingo: Award winners a small prize (e.g., stickers) or class privilege
(e.g., choose the next game).

e Praise effort: “Great job everyone! You're mastering these travel
words!”

o Differentiation: Offer participation points for beginners to boost
confidence.

e. Wrap-Up (2 min):
e Ask students to write or say a sentence using one new word (e.g.,
“My itinerary is very busy”).
e Collect sentences (written or oral) for feedback.
e Preview: “Next class, we’ll use these words in a travel story game!”
o Differentiation: Beginners use provided sentence starters; advanced
create complex sentences.




Section 3: Designing Gamified ESL Lessons

Assessment:
o Formative: Observe participation during the game (e.g., engagement,
accuracy). Note which students need extra support.
e Summative: Evaluate wrap-up sentences for correct word usage and
grammar (e.g., “Correct: ‘I need a passport.’ Incorrect: ‘I need
passport.’).

I/a)\!
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Notes for Teachers:
e Monitor time to ensure the game doesn’t overrun.
e Encourage shy students by pairing them with confident peers.
o Save Kahoot! results or collect bingo cards to track progress.

Tips for Success:
o Keep It Simple: Start with easy games to build confidence.
e Balance Fun and Learning: Ensure games reinforce language skills,
not just entertain.
o Adapt for Diversity: Modify rules or content for different ages and
levels.

\ 2,
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Section 4: Game ldea Bank

Below are 15 ready-to-use game ideas to bring gamification into your
ESL classroom. Each game is designed to boost student engagement,
reinforce language skills, and make learning fun. Whether you're
teaching in-person, online, or hybrid, these games are easy to adapt for
different proficiency levels and settings. Try one in your next lesson to
see the impact!

Word Race

o Target Skill: Vocabulary

o Description: Teams compete to write as many
words as possible for a category (e.g.,
animals) in 2 minutes.

o Setup: Provide paper or a digital whiteboard;
award points for correct unique words. Best
for A1-B1, in-person or online.

Grammar Jeopardy

o Target Skill: Grammar

o Description: Create a board with categories
(e.g., tenses, prepositions); students choose
a guestion and earn points for correct
answers.

o Setup: Use a whiteboard grid or Kahoot!;
prepare 20 questions. Best for B1, in-person
or hybrid.
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Story Chain

o Target Skill: Speaking/Writing
15 Mo
>

o Description: Each student adds a sentence to a
story using a target word or structure; vote for
the best story.

o Setup: Provide a starter sentence (e.g., “One
day, | found a magic book...”); use paper or a
chat platform. Best for A2, in-person or online.

Pronunciation Duel
o Target Skill: Pronunciation
o Description: Students pair up to pronounce
challenging words (e.g., “thought” vs. “though™);
peers vote on clarity.
o Setup: List 10 words on a board or app like
e == ELSA Speak; award points for votes. Best for
A2-B2, in-person or online.

Scavenger Hunt
o Target Skill: Vocabulary
o Description: Students find objects or examples

ﬁ matching vocabulary (e.g., “Find something

: x| red”).

| g o Setup: Provide a list of 5-10 words; award

_ points for first correct finds. Best for A1-B1, in-

person.
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Taboo

o Target Skill: Speaking/Vocabulary

o Description: Students describe a word (e.g.,
“beach”) without using related words (e.g.,
“sand,” “sea”); teammates guess.

o Setup: Prepare 20 word cards; award points per
correct guess in 1 min. Best for B1-B2, in-
person or online.

Speed Spelling
o Target Skill: Spelling
o Description: Students race to spell words
correctly on a whiteboard or chat.
o Setup: Call out 10-15 words; award points for
speed and accuracy. Best for A1-B1, in-person
or hybrid.

Role-Play Relay
o Target Skill: Speaking
o Description: Teams act out scenarios (e.g., at a
store); each student adds a line to the dialogue.
o Setup: Provide scenario prompts; judge based
on fluency and creativity. Best for B1-B2, in-
person or online.
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HJ@“ Xy Word Jumble
| o Target Skill: Vocabulary/Spelling

J muxELc ﬂﬁ o Description: Teams unscramble letters to form
i . BSQL’:‘VTE)LJB. words (e.g., “gagule” - “luggage”).
DS s o Setup: Prepare 10 jumbled words on cards or a

slide; award points per correct answer. Best for
A2-B2, in-person or online.

Listening Bingo

R o Target Skill: Listening

o Description: Students mark bingo cards with
words they hear in a short audio clip or teacher-
read story.

o Setup: Create 5x5 bingo cards; use a 2-min
travel-themed audio. Best for A1-B1, in-person
or online.

Sentence Auction
o Target Skill: Grammar

o Description: Teams bid points on sentences,

some correct, some incorrect; highest bidder
a5 B l a identifies errors.
o Setup: Prepare 10 sentences (e.g., “She go to
Paris”); award points for correct bids. Best for
B1-B2, in-person or hybrid.
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Picture Dictation

~ o Target Skill: Listening/Speaking
— - o Description: One student describes a picture;
_=’ others draw it without seeing it.

o Setup: Provide simple travel-themed images;
compare drawings for fun. Best for A2-B2, in-
person or online.

o Word Chain |
o Target Skill: Vocabulary o
o Description: Students say a word starting with
S ﬁ the last letter of the previous word (e.g., “night”
A — “ticket”).
o Setup: Set a 1-min timer; award points for
longest chain. Best for A1-B1, in-person or
online.

Grammar Hot Potato
o Target Skill: Grammar
* ® & o Description: Pass a ball; when music stops, the
o holder corrects a sentence or loses a point.
B ' o Setup: Prepare 10 incorrect sentences; use a
ball or digital timer. Best for A1-B1, in-person
or hybrid.

Mystery Word

o Target Skill: Vocabulary/Speaking

o Description: One student gives clues about a
word (e.g., “It's something you need to travel
abroad”); others guess.

o Setup: Provide 10 word cards; award points per
correct guess. Best for A2—-B2, in-person or
online.




Conclusion

Congratulations on completing the Complete Guidebook for Gamification
in ESL Teaching! You now have the tools and strategies to transform your
ESL classroom into an engaging, interactive space where students thrive.

By incorporating gamification, you can boost student motivation, enhance
language retention, and create inclusive learning experiences that inspire
confidence and fluency.

&

e Engagement Drives Learning: Games like quizzes, role-plays, and
scavenger hunts make lessons fun and memorable.

e Tools for Every Classroom: Digital platforms like Kahoot! and
analog games like Word Bingo offer flexible options for any setting.

e Practical Design: A simple five-step process helps you create
effective gamified lessons tailored to your students’ needs. (Page 12)

o Ready-to-Use Resources: 15 game ideas to save you time and
ensure teaching success! (Session 4)

Start Gamifying Today

Pick one game from Section 4’'s Game Idea Bank and try it in your next
lesson. Observe how your students respond, and tweak the activity to
suit their needs. Small steps lead to big results!
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Bonus Checklist

Use this checklist to ensure your gamified lessons are a
success:

Set Clear Objectives: Define specific language goals (e.qg.,

“Learn 10 new verbs”).

Choose an Engaging Game: Select a digital or analog game
that matches your objective.

Incorporate Language Practice: Ensure the game reinforces
target skills.

Offer Rewards: Use points, badges, or fun titles to motivate
students.

Assess and Reflect: Collect feedback or quiz scores to
measure progress.




Our Certificate Courses

As an approved CPD Provider and member of the London Teacher
Training College, IPPAcademy offers self-paced, high-quality courses
designed to enhance your teaching skills and advance your career.

Popular Certificate Courses

ESL Instructor Training
1.English Phonics Instructor Certificate
2.English Phonetics (IPA)_Instructor Certificate
3.Advanced Cetrtificate: English Pronunciation Instructor
4.Advanced Certificate in Playgroup Instructor Training

Educator's Essentials
1.Advanced Certificate on Children's Group Work Implementation
2.Advanced Certificate on Active Learning_Strategies and
Application
3. Certificate in Project-based Learning_Implementation

Foundation Psychology
1.Certificate in Child-Centred Play Therapy

Education Leadership and Policy
1.Enrichment Certificate in Restorative Practices in Education

VIEW ALL COURSES



https://www.ippacademy.org/certificate-courses
https://www.ippacademy.org/phonics-instructor-course
https://www.ippacademy.org/phonetics-instructor-course
https://www.ippacademy.org/pronunciation-instructor-certificate
https://www.ippacademy.org/playgroup-instructor
https://www.ippacademy.org/group-work-implementation
https://www.ippacademy.org/active-learning-strategies
https://www.ippacademy.org/active-learning-strategies
https://www.ippacademy.org/active-learning-strategies
https://www.ippacademy.org/project-based-learning
https://www.ippacademy.org/playtherapycertificate
https://www.ippacademy.org/restorativepractices
https://www.ippacademy.org/playtherapycertificate
https://www.ippacademy.org/certificate-courses
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-THE END-




