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Ana Dili Arap¢a Olmayanlara Arap¢a Ogretiminde Oyunsal Tasarim ve
Oyunlastirmanin Kullanim

Using Gameful Design and Gamification in Teaching Arabic to Non-Native
Speakers
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Bu calisma, ana dili Arapca olmayanlara Arapga Ogretiminde, oyunsal tasarimlarin kullanilmasina dayanan
pratik bir model sunmayt ve bu modelin uygulanmasina yonelik adimlart ortaya koymay: hedeflemektedir.
Calisma, ana dili Arapca olmayan Arapga Ogrencilerinin seviyelerindeki diigiikliik veya farkliliklara dayali
sorunlarla, Arapga Ogretiminde oyunsal tasarim ve oyunlastirma gibi modern yontemlere dayali islevsel bir
modele duyulan ihtiyaca yonelik ¢oziimler iiretmeyi amaglamaktadir. Bu tasarimlar, 6grencilerdeki diisiik
motivasyon sorununun ¢oziimiine de katki sunmaktadir. S6z konusu probleme iliskin literatiir ve bilimsel
aragtirmalarin tahlil edildigi ¢aligma; bu yoniiyle betimsel analiz yontemine dayanmaktadir. Calismanin teorik
cergevesi iki kisimdan olugmaktadir. {lk kisim, ana dili Arapga olmayanlara Arapga &gretiminde kullaniimast
Onerilen oyunsal tasarim ve oyunlastirmanin izahina, ikinci kisim ise s6z konusu pratik modelin sunumuna
ayrilmigtir. Yabanct dil 6greniminin oyunsal tasarim vasitasiyla gerceklestirilebilecegini vurgulayan ¢aligsma,
Arapga dgretmenlerine ana dili Arapga olmayanlara Arapca dgretiminde oyunsal tasarimin kullanimi konusunda
egitim verilmesinin 6nemine isaret etmekte ve bu amacla at6lye ¢alismalari diizenlenmesinin gerekliligi {izerinde
durmaktadir.

Anahtar Kelimeler: Arapca Ogretimi, Arapca Olmayanlar, Oyunlastirma, Oyunsal Tasarim.

Abstract
This research aimed to present an operational model based on the principles of Gameful design in teaching
Arabic to non-native speakers through presenting procedural steps for employing these principles in Arabic
language teaching to address the problem of the research represented in the weakness and varying levels among
non-native Arabic learners and the lack of an operational model incorporating modern approaches in Arabic
language teaching like Gameful design and gamification. This design contributes to solving problems related to
decreased motivation among learners. The research utilized a descriptive-analytical approach to describe,
analyze, and review literature relevant to the problem. The theoretical framework included two parts: the first
part presented Gameful design and gamification in teaching Arabic to non-native speakers. The second part
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presented the procedural model. The research emphasized that second language learning could occur through
Gameful design; therefore, the research recommended holding workshops for training teachers to use Gameful
design.

Keywords: Teaching Arabic, Non-Arabic Speakers, Gamification, Gameful Design.
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Expanded Summary

The problem of the current research is identified in the weakness and varying levels of
non-native Arabic language learners, along with a lack of procedural models that utilize
Gameful design and gamification in the teaching of the Arabic language skills. To address this
problem, the research attempted to answer the following questions: The first question: what
are the gameful design and gamification in teaching Arabic to non-native speakers at the
novice level? The second question: what is the procedural model that is based on the
principles of Gameful design and gamification for teaching Arabic to the targeted learners?

The research aimed to present a procedural model based on the principles of Gameful
design for teaching Arabic to non-native speakers through providing practical procedural
steps to employ this model. To achieve this goal, the research adopted a descriptive-analytical
approach to describe and analyze literature related to the research problem, aiming to
determine the status-quo of Arabic language teaching for non-native speakers and to define
the nature of Gameful design and gamification and their relation to developing suitable
language skills for non-native Arabic learners’ speakers.
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This research was delimited to certain principles of Gameful design that are appropriate
for teaching Arabic language skills, complemented by the principles of gamification such as
enticing learner participation, motivating learners to exert effort, and leveraging learner
efforts to enhance intrinsic motivation for continued participation and engagement. The focus
was specifically on the novice level due to their need for increased self-confidence,
immersion in learning, and reducing anxiety levels, which helps them develop language skills.

The theoretical framework of the research was defined in two parts: Gameful design and
gamification in teaching Arabic to non-native speakers, and the procedural model based on
the principles of Gameful design in teaching Arabic to non-native speakers.

The first part covered the concept of gamifications, their importance, and principles. The
second part presented the concept of Gameful design, its importance, foundations, and
principles.

Finally, the research presented a proposed procedural model for employing Gameful
design, and gamification, in teaching Arabic to non-native speakers at the novice level. This
included procedural stages for Gameful design within learning environments.

The research highlighted that gamification is a reward system derived from games.
Through this system, the point exchange unit is determined, aiming to continue task
performance and complete game challenges. Also, motivating players through points is like
using other incentives like appraisals or financial rewards, as people are used to performing
tasks for rewards. Using virtual rewards like points is less costly compared to other real-world
gifts and can achieve the same effect in the short term.

The research also confirmed that second language learning through Gameful design could
occur through understanding the game's language through translation or repeated exposure to
language vocabulary and structures, or through positive reinforcement using points and
rewards. Also, this learning occurs through involving in the game's content rich in vocabulary
and structures. Gameful design is based on meaningful interactions in the game, requiring
minimal effort to learn its rules, which can develop language skills due to the sense of fun and
reduced anxiety levels.

The research recommended utilizing modern approaches in teaching Arabic to non-native
speakers, especially at the novice level, particularly those linked to educational technology.
Also, the research recommended reconsidering the design of Arabic language teaching
programs for non-native speakers in light of modern teaching trends, especially those
employing technological innovations. It also recommended benefiting from the proposed
procedural model for employing Gameful design, and gamification in teaching Arabic to non-
native speakers at the novice level. Additionally, it emphasized the importance of conducting
workshops to train Arabic language teachers for non-native speakers on employing Gameful
design in teaching.
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