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“Take heed unto thyself, and unto the
doctrine; continue in them: for in doing this
thou shalt both save thyself, and them that

hear thee.”
1 Timothy {4:16}

“Beloved, I wish above all things that thou
mayest prosper and be in health, even as
thy soul prospereth”

3 John {1:2}



Abstract

The impact of using an e-content based on gamification
technology to develop English communication skills in the
secondary school stage.

This study investigated the impact of using E-content based
on Gamification technology on developing English communication
skills in the secondary school stage in Egypt. For data collection,
the researcher used a qausi-experimental method by using an
experimental group of (25) students and a control group of (25)
students. The main tool of the study was a gamified e-content built
via www.creat.kahoot.it. The pre-test of English communication
skills was applied to examine students’ levels of both groups. The
experimental group was taught using the gamified e-content while
the control group was taught the content traditionally. At the end,
the post-test was also applied for both groups to check
improvement. The data was collected, and the test scores were
computed using SPSS v 22 software to answer the questions of this
study. Based on the findings, the researcher found that there was a
significant effect using e-content based on gamification on
developing English communication skills for the students in favour
of the experimental group. The researcher recommended that
teachers should give more emphasis to the use of gamification for
its positive effects on developing English communication skills.

Keywords: e-content, gamification, English communication skills.
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Chapter 1
Background and problem

Introduction

Education is not an easy process. When a teacher tries to
deliver an educational message-whatever it is-he or she faces a lot
of difficulties. In the past curriculum was a little bit easier than
today’s so the difficulties faced at that time could be managed
simply by technology and the teacher. Through the time the
curricula changed and became harder and more complicated and
needed a lot of work to coop with the rapid technology
development. Technology itself cannot be easy to be defined
meanwhile we use it not every day but every minute. The use of
technology in education gives the learner the joy of learning so we
can use this joy to encourage the learner to learn more and achieve
more.

Today, like never before, the function of educational
technology in education is critical as a result of the use of data and
communication advancements. With the assistance of different
applications for distance education, the Internet, instructors, and
students themselves, they see the upside of educational
technologies. With the improvement of data and communication
technology, particularly PCs, various scientists were attempting to
see the advantages and the impact of their use contrasted with more
established conventional learning. For a long time, the analysts
attempted to offer responses to the topic of points of interest and
weaknesses among customary and current showing where the
predominant technology of education.

The gamification of learning is a methodology which has as
of late advanced, as a team with innovative turns of events, to
incorporate a lot bigger scopes for interactivity, new devices, and
better approaches to interface individuals. There is no uncertainty
today that PC games are of ideal learning conditions (cf. Gee 2003;
Mitchell/ Savill-Smith 2004, Van Eck 2006) Games can give more
successful learning by bringing more fun, engaging, and student
learning environments (Ebner & Holzinger, 2007; Prensky, 2001).
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