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Language education field has constantly developed with the increasing technological
advances. Especially with the integration of gamification in language learning and
teaching, creative and efficient solutions have been established and proved by various
popular tools, platforms, and applications. In this thesis, the author seeks insights on the
gamification and cloze test method, the target users’ needs, and the process of
designing a language learning application which provides valuable benefits for both
teachers and students.

The theoretical framework covers cloze test benefits, along with the effects of
gamification in language learning, targeting the improvement of the Challenge Me
application. The employed cloze test model in the Challenge Me application is affirmed
to be productive for revising grammatical and vocabulary structures in different contexts.
The method supports enhanced words memorization compared with isolated words
learning technigue. Next, gamified systems in language education increase learners’
interest, engagement, and motivation. In turn, repetitive and tedious language grammar
and vocabulary practice is transformed into an engaging activity with the effects of
gamification. Furthermore, performance tracking and weakness identification are the
highlighted advantages of gamification for students and teachers. Moreover, existing
solutions in the current market are elaborated, clarifying the competitive advantages
derived from the Challenge Me application.

After that, quantitative research using survey distribution to language students along with
qualitative research with various language teachers including the commissioning
company and students are facilitated. Through the extensive user research, knowledge
related to potential users’ needs and wants, motivation and fears, gains and pains are
revealed and discussed thoroughly. The valuable data aggregation and comprehensive
analysis promotes the establishment of Challenge Me application essential features.

The research serves as a solid basis for the product-based thesis of designing a
Challenge Me language learning application whose values are aligned with the
requirements and the principles discovered. Ultimately, the design of the Challenge Me
application aims to tackle the current issues and brings innovative perspectives for the
commissioning company Teacher Roosa Tmi., aiming at students’ interaction,
satisfaction, and performance improvement. The total time dedicated for the project is
300 hours during a five-month period as the project started from 1 June 2020 to 28
November 2020.
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1. Introduction

Nowadays, learning a new language is extremely useful for people to achieve various
purposes such as studying abroad, seeking a job, communicating, etc. However, there are
challenges in language education related to learning and teaching dimensions such as
lack of interaction, deficiency of motivation, along with other difficulties. Interactive
sessions are significant because the concept encompass development of an enjoying
environment though interaction with peers and consideration of students’ perspectives
through interaction with teacher (University of Virginia Center for Advanced Study of
Teaching and Learning 2020.) Furthermore, motivational support is a crucial quality and a
challenge in facilitating successful lessons. Tackling the difficulties, teachers and students
consider abundant methods including inducing educational competitiveness (Adil 2020;
Stevie 2020.) Therefore, teachers and students need a solution which brings about more
engaging, trusted, fun and motivated learning experiences. Especially with the increased
utilization of online learning, it is important that teachers and students achieve better

connection, engagement, and interactivity.

At present, there are abundant language learning applications available in the market
such as Duolingo, Kahoot, and Quizlet. However, the big competitors in the language
education industry acquire downsides related to the application operation, introducing
adverse effects into language learners’ acknowledgement. Few disadvantages utilizing
the current applications include the lack of peer and teacher interaction and outdated
language teaching method in Duolingo (Rego 2015, 9), prioritization of speed over quality
(Beverly Highlights 2018) in Kahoot and limited teaching method in Quizlet. The common
quality from the renowned application is gamification integration, which concentrates in
solving the core problems in language education faced by students and teachers
regarding interaction and motivation. Furthermore, effective language teaching methods
such as cloze test must be contemplated for the usefulness advancement of the

application development.

Therefore, the thesis aims at designing a digital solution utilizing cloze test practice
method and gamified features for the current language education problems encountered
by students and teachers. By designing a language learning challenge application utilizing
gamified experiences, students enjoy a trusted, fun, engaging, and motivated learning

environment whereas teachers can support students and increase student interactivity.



The cloze procedure approach maintains as the crucial distinction and differentiation
quality of the Challenge Me application in comparison with the competitors. The digital
solution is known by the Challenge Me application, which serves as the future use case

and helpful tool for the commissioning party Teacher Roosa Tmi.

1.1. Research objectives and deliverables

The product-based thesis targets at developing a solution for language learning students
and teachers by designing a language challenge application utilizing gamified experiences
and cloze test, where students enjoy a trusted, fun, engaging and motivated learning
environment. The research goals for literature review aim at revealing the importance of
cloze test, gamification, and design thinking philosophy while the objectives for user
research uncover potential users’ needs and wants. The digital solution design represents
a foundation for developing a useful application which benefits teachers and students in
the commissioning company. The writer of the thesis will be able to formulate, research,
test and verify the digital solution for language learning to validate if the current issues in
language learning methods are tackled with the digital solution. The writer can relate to
early user testing results to identify the needs of the product, as well as initiate iteration
cycles to create a more user centric design. The concrete results of the project are
producing high-fidelity prototyping of the language learning application which acts as a
tool for increasing connection, interactivity, motivation, gamified experiences, and lesson
quality for both teachers and students. Additionally, user research surveys and interviews,
needs mapping methods as well as usability testing results will be created and verified

during the project.

1.2. Research questions

The theoretical framework unfolds cloze test benefits, along with the effects of
gamification in language learning. After that, quantitative research using survey
distribution to language students blended with qualitative research with Teacher Roosa
Tmi, language teachers and students are carried out. Through the extensive research,
knowledge related to potential users’ needs and wants, motivation and fears, gains and
pains are evaluated. The valuable data aggregation and analysis promotes the
establishment of Challenge Me application essential features. The research questions

which navigate the theoretical framework and research process include:

RQ 1: How is cloze test efficiency applied in the application?



RQ 2: How is gamification applied to improve the application?

RQ 3: What are the users’ needs and how the application tackles them?

1.3. Thesis scope

The thesis scope mainly focusses on designing a language learning application which
brings advantages and satisfies the needs of students and teachers. Theoretical
framework emphasizes the efficiency of cloze test and the application of gamification
methodology in language education. User research conducted with qualitative and
guantitative data collection reveals insightful knowledge related to target users’ needs and
wants. Based on the groundwork of research findings and literature review, design
thinking philosophy is utilized for tackling, defining, ideating, and iterating of a digital
language learning solution known as the Challenge Me application.

There are 232 respondents to the survey for students for quantitative data while a total of
six students and five language teachers including the commissioning party were
interviewed for qualitative data. Most of the language learners in the data collection phase
studied, have studied, or are currently studying Finnish language. The conducted time
frame for survey lasted from June till August 2020 and interview process started from
August to October 2020. The survey was distributed through Google Survey platform
while responses were collected from the Facebook group for Finnish learners. The
Interviews were implemented mostly through Zoom and Google Meet. Concerning the
total time spent, 300 hours have been reserved for the project. Other budgeting matters
are agreed separately between the thesis writer and the commissioning party. The starting
date of the project is 1 June 2020, and the ending date of the project is 28 November
2020. Activities and objectives which do not belong to the project include application
coding with different programming language stacks, user research nonrelated to language
learning challenges and solutions, design work nonrelated to the digital solution for
language teachers and students, design work which are not approved by the

commissioning company.
1.4. Thesis structure
The structure of this thesis is divided into four key chapters, ranging from introduction to

building theoretical framework, primary research methods, and the final application design

implementation (Table 1).



Table 1. Thesis structure

Chapter Name Main contents/goals

Chapter 1 | Introduction Elaborating on the background of the product
design. Additionally, the author identifies research
objectives, research questions, research scope
and thesis structure.

Chapter 2 | Theoretical Providing a theoretical framework regarding cloze

framework test efficiency along with gamification effects.

Chapter 3 | Research Method Discussing data collection and data analysis
method

Chapter 4 | Application Design Design implementation based on discovered

requirements from the research process and the
application of design thinking process




2. Theoretical framework

In the language education dimension, the application of cloze test is common for
implementing examinations and assessment of students’ performance while gamification
is integrated to provide advantages to students in terms of motivation, incentives,
encouragement, and good habits nurturing. The chapter is dedicated in elaborating the
background history, rationales and perspectives regarding cloze test method and

gamification approach in language learning.

2.1. Clozetestin education

Cloze test procedure as a measurement tool in the classroom, which dates back from the
1950s, is created based on “closure” philosophy from Gestalt school of psychology. The
“closure” theory established by Gestalt elaborated on the psychological functionality of
human brains when seeing missing elements as they recognize the subject as a whole
and attempt to fill in the blank spaces based on past knowledge. During the process of
closing the gaps, humans recall missing information from memory while conducting

reasoning abilities and critical thinking skills to fulfil the subject (Walter 1974.)

Regarding the variety of cloze tests, at least five categories of cloze tests were introduced
in language education: fixed-rate deletion, selective deletion also known as rational cloze,
multiple-choice cloze, the cloze elide and C-test. Of the mentioned cloze methods, it is
critically effective and reliable for language learners to experience selective-deletion cloze
tests where specific word elements are omitted from the text passage by the tester's
intention. The rational cloze method assists in assessing the grammatical and vocabulary
knowledge simultaneously, permitting language teachers to adjust the difficulty level of the
exercises. Researchers confirmed that the implementation of selective-deletion cloze test
increases the trustworthiness of test results compared with other methods as well as

saves a tremendous amount of time for teachers (Hadley & Naaykens 1997, 112.)

The abundant advantages from cloze test for language learners are presented by Ross
(2017) in three major sectors concerning social elements combination, natural context
delivery and practice effectiveness. Firstly, cloze procedure contains authentic information
from surroundings related to cultural environment and social behaviour. Research
completed by Ahluwalia (1993, 83) indicated that cloze test is a common means to assess

language competence based on the combination of cultural, linguistic, and social aspects.



Secondly, exercises with cloze process project a more natural context for learners to
comprehend (Ross 2017.) Specifically, context is defined as the environment constructing
the language. The lexical and grammatical structures of language are involved in its
context of culture whereas language in use such as texts, sentences, paragraphs, and
speech are operated within context of situation (Ghadessy 1999, 3-5.) Language
contextual meaning encompasses the relevance and correspondence between the inner
language structure and overall situational context. Not only does it involve the linguistic

dimension but also concerns social and cultural aspects (Ibrahim 2008, 165.)

In traditional textbooks, language structure is presented in single words or single
sentences which are in isolation without any prior contexts. However, explanation of
lexical and grammatical systems should be accompanied with language usage
references, rather than in isolation (Ghadessy 1999, 10.) Context in language can be
spotted in situation and communication, which contains certain components such as
location or situation settings, participants, conversation or discussion topics in speech or
writing (Ibrahim 2008, 165-166). Thus, contextualization approach helps improve
language materials and enhance learning coherences by applying situational themes such

as “in the restaurant”, “in the hotel” in the exercises (Ghadessy 1999, 10).

Language exercises implementation should emphasize natural language absorption rather
than segregate language practice into isolated and random sets of separate subjects
because words isolation brings about adverse effects (Bright & McGregor 1976). The
primary issue in studying isolated words is the fading memory after a brief time interval as
vocabulary is not visualized in various use cases. Learning new words in context is
confirmed to be more compelling since learners acknowledge the context of use and will
be able to embed words in speaking or writing sentences. It is proven by researchers that
words provided with detailed history behind the meaning and extensive information of
applied context are memorized longer. Additionally, there are words which go together to
create common phrases and collocations. It is important that the phrases and collocations
knowledge is thoroughly gathered and revised. Isolating words will result in meaning
segregation for common phrases and collocations, which diminish the language learning
productivity. Especially, the habit of guessing word meaning when listening or reading is
nurtured by learning language through context. With the urge for guessing and seeking
word definitions, the memorability after searching for dictionary meaning is strengthened
and fastened (Basic English Speaking 2020.) Based on the findings, the context-based
learning approach which cloze test embraces is proved to be efficient in various aspects

such as vocabulary assimilation.



Finally, teachers and students find cloze test exercises type to be timesaving, effective,
and especially, flexible in needs tailoring (Ross 2017). An experiment completed by
Tremblay & Garrison (2010, 77) assured the practicality of the cloze test as students’
completion time interval is 35 minutes in total. With time efficiency characteristics, cloze
test is considered the effective tool for measuring second language performance for adult

learners.

Not only are the core benefits stated by Ross (2017) are achieved when implementing
cloze test, but integration of different skills identified by Guangling (2006, 19) is also a
valuable highlight in language learning assessment. The cloze method has been widely
used in different language tests as it is announced to be effective in measuring language
proficiency. When testing with cloze procedure, a variety of language skills such as
reading, writing practice, grammar structure revision, vocabulary absorption is integrated
within the method. Cloze test facilitation enforces learners to utilize the capability of
combining vocabulary, grammar, lexical, meaning cohesion and prior experiences to
successfully overcome the test. The integration of cloze test is consequently revealed as it
unites different language components to form a purposeful context of learning (Guangling
2006, 19.) During an experiment, utilizing “passage-completion” exercises based on cloze
test features for measuring students’ reading level, Helfeldt, Henk and Fotos (1986)
fruitfully figured out the learners’ performance and advised teachers to adjust lesson

planning based on cloze test results.

Utilizing in college settings, an experiment related to cloze test procedure in testing
participants’ language fluency exhibits the cloze assessment validity, reliability, and
proficiency classification. Concerning the cloze test validity, the score results retrieved
after the cloze implementation were corresponded with the French learning experiences of
participants. The consistency of the test results in the classroom refers to the noticeable
reliability for language proficiency measurement. During the cloze test results discussion,
it is interesting to note that there is a wide range of scores generally and exercise-
specifically recorded in a variety of participants in different levels. The findings indicated
that the classification and level categorization ability of cloze test is correlated with the

language levels fluctuation (Tremblay & Garrison 2010, 84-85.)

In contrast with the beneficial perspectives, there are claims that cloze exercises create
dissatisfaction, distress, and discouragement for the students. Several disadvantageous

attributes of cloze test including insufficiency of grammar and vocabulary, lack of fluency



in synonyms and prepositions along with failing text structure comprehension are the core
cause of students’ frustration. The various fulfilling preconditions for understanding and
undergoing cloze test suggests that cloze test might not help students in incrementing
reading competence under specific circumstances (Guangling 2006, 30.) According to the
research organized by Zou (2016), while filling in the blank of a passage based on context
data, students frequently focus on the micro-context within the sentences instead of the
macro-context reflected through the connections of the paragraph delivered in cloze test.
This results in the negligence towards the overall meaning provided as “sentences without
blanks” are omitted from learners’ acknowledgement and difficulties in recalling paragraph
content for learners. Therefore, reading comprehension skill utilizing cloze test is limited
depending on learners’ prior learning, knowledge, and performances. Context clues found
in cloze test contribute as an efficient technique for learning vocabulary if explicit strategy
is conveyed to the students. It is advised by the researchers that the context of reading or
speaking should be familiar to the learners while the majority of surrounding vocabulary
are comprehensible through prior learning (Karbalaei, Amoli & Tavakoli 2012, 74-75.)

Furthermore, another disadvantage from cloze test is the lack of proactiveness in
establishing contexts based on the given vocabulary, meaning that the production skill of
texts and paragraphs is not practiced and improved (Zou 2016). Besides, cloze procedure
also demonstrates limitation in aural or oral skills level assessment. The deficiency in
speaking skills judgement is an obstacle when cloze test practice is planned. Researchers
advised one solution for the problem is to integrate a cloze test with listening and oral
assignments. The variety of practice concerns listening comprehension tasks and read-

out-loud exercises blended with cloze method application (Tremblay & Garrison 2010, 84.)

2.2. Gamification in language learning

Gamification trend has been introduced since the 80s and implemented in various
industries on a large-scale basis. The Gamification concept is defined by Werbach and
Hunter (2012, 26) as the application of game elements, systems, and techniques in non-
game circumstances. With regards to the gamification concept, it is critical to fully
comprehend the meanings of game elements and non-game context to further precisely
analyze the influence of gamification on specific subjects. Sailer, Hense, Mandl, and
Klevers (2013, 29-30) shared their perspectives that the game refers to a situational
setting with goal determination, rule guidelines, immediate feedback cycle and voluntary
users’ participation. Whereas game environment emphasizes on the serious playing for

entertainment and achievement purposes, game elements produced by gamification



influence are introduced in non-game contexts with specific features usage, aiming to
apply the positive game patterns such as motivation and dedication (Sailer et al. 2013, 29-
30). Human psychology discovery along with the game industry accomplishment
suggested that gamified tasks implemented in different industries construct advantageous

effects towards the users involved (Osipov, Nikulchev, Volinsky & Prasikova 2015, 76).

Gamification employs various game components with the aim of boosting motivation for
users in non-game environments (Dominguez et al. 2013, 2). Sarah Smith-Robbins (2011)
specifically stated that there are three fundamental components in every game design
which are clear and definite goals established in accordance with levels awareness,
obstacles of enhanced difficulties served as educational tools for assignments, homework,
tests and finally, collaboration and competition among platform users. Explicitly discussed
about collaboration and competition factors in gamification, there are two types of games
commonly comprehended among players. In the first game genre, users would
dedicatedly defeat their opponents to claim the first position as a winner whereas the
other game type requests users to completely beat the system and overcome challenges,
also acknowledged as beating your previous self. The characteristics of two game types
are associated together, forming an enthusiastic and dynamic platform, promoting users’
efforts to overcome challenges while earning scores and defeating peer players (Florczyk
2012))

As the ultimate implications of game elements implementation are advancing the non-
game environment such as theoretical concept embellishment, education training
programs and industry-specific guidance, understanding in-depth components of game
design patterns is critical. Such integral compartments can be found in various common
gamified principles, including points system, rewarding badges visualizing users’
achievements, positions and levels, leaderboards illustrating users’ ranking compared to
peers, personal progress and review charts, main challenges and quests, avatars and
social network features (Flores 2015, 39.) During the process of perceiving and
embellishing social appearance and interactions in a gamified environment, people
experience a spectrum of feelings in different aspects naturally, which advocates the use
of social responses to gain specific objectives regarding learning, sharing, empathizing
and exhibiting (Fogg 2002, 89). With the basis of game environment attributes, Malone
and Lepper (1987) suggested that to flourishingly develop the gamified system for non-
game context, four certain dimensions contributed to the system foundation concerns
challenge, curiosity, control, and fantasy. Furthermore, Flores (2015, 38) pointed out the

incorporated gamified aspects contributing to the positive changes in users’ behaviour



consist of leaderboards, immediate feedback, rewards system, incremental levels

unlocking, etc.

Users experience improved motivation level through gamified features. By fortifying the
performance of tasks conducted with gamification, users’ participation percentages along
with motivation towards certain goals are vividly increased. Constant engagement and
incentive supplies facilitated by the gamified process provide users with consistent
motivation throughout the training or learning procedure, encouraging them to achieve
better than previous performance (Flores 2015, 43.) Gamification characteristics in
combination with motivational advancement are the compelling elements for inspiring
users to utilize the system more frequently in a longer time interval (Osipov et al. 2015,
72). The gamified platform attractiveness promotes regular return of users, also known as
retention cycle (Osipov, Volinsky & Grishin 2014, 12). In the dimension of education,
gamification thrives as a modern and innovative instructional tool which is recommended
by professional educators for online learning improvement. A pilot educational program
was launched consisting of gamification software declared in the report analysis that the
percentage of students’ results improved moderately while the proportion of students’ test

failure diminished significantly (Flores 2015, 42.)

Adapting to the researched beneficial principles of gamification, e-learning system
architecture is founded and investigated by Osipov et al. (2015, 72-73), targeting the
enhancement in students’ participations, skills drilling, and mastery based on the provided
materials quantity and quality. During a conducted experiment, an e-learning application
was deployed using core features of gamification including a time exchange system where
users acquire limited minutes for learning and teaching, lessons displayed in sequence
which permits users to unlock higher level lectures, achievements and badges vividly
placed near username and peer evaluation to fortify internal communication such as likes

or dislikes.

Results of the study implied that gamification is a potential methodology for supporting
motivated and engaging education as well as upgrading the assessment system quality.
The gamified tools applied in the e-learning system were validated to be effective in high
quality education coaching delivery as well as extremely potential in statistical analysis
which assists researchers and lecturers in assessing pedagogical planning. According to
the study findings, the platform integrated with gamification features not only appeals to a
variety of users in different backgrounds and levels but also preserves the communication

dialogues among users. Motivation goals set for the gamification implementation were

10



fulfilled as the user’s retention cycles appear to be at an optimized stage. Related to the
training materials developed in the e-learning platform, professional teachers were
enlisted to conduct materials enrichment based on verified and credible sources. With the
convenient and detailed materials planning, students were dedicated to practicing
language learning without the lecturing from on-site teachers while still producing
standardized results. It is noteworthy that the completed experiments strongly confirmed
and recommended the collaboration of users in studying within the e-learning system as
external social factors were put into effect generating the fascination boost for students to
work together. Hence, inviting friends to join the learning process is one of the most

necessary attributes for a majority of users (Osipov et al. 2015, 73-74.)

In an experiment implemented by Florczyk (2012), researchers pondered at the
opportunities for utilizing the effect of gamified principles in designing language learning
models for Polish. Specifically, in the experiment with input as the Polish language
education system, the challenges were split into seven sub-themes in which lesson
materials were broken down to simpler and smaller issues such as different types of noun
inflection. The disintegration of challenge goals helps divide the knowledge into bite-size
chunks while boosting the knowledge absorption and urges to overcome hindrances
(Florczyk 2012.) Gamification applied for educational goals requires system users to
utilize their knowledge and reach certain learning objectives which are divided into smaller
themes and subjects. The segregation of educational topics not only optimizes the
lessons organizing and distribution structure but also creates a game-like environment
where users act as game players putting efforts in passing levels. The pedagogical
approaches with motivational elements incorporation require students to understand and
complete different levels of educational themes, units, or modules to move forward during
the learning process while experiencing interesting and motivated events. It is especially
increasingly effective when the segregated themes range from low to high level of
difficulty as well as the amount of time dedicated for the higher-level unit of study
g