
 

Issues in Applied Linguistics & Language Teaching 
Volume 08, Issue 01, 2026, pp. 80-87  
E-ISSN: 2597-9825 
Open Access: https://doi.org/10.37253/iallteach.v8i1.12308 

 

 
Improving Students’ Reading Comprehension of Descriptive 
and Narrative Texts Through Canvas-Based Gamification  
 
Desty Febria1*, Inne Dasilva Angel2 

1,2 English Language Education, Universitas Internasional Batam, Batam, Indonesia 
E-mail addresses: desty@uib.ac.id (corresponding author) 
 

A B S T R A K 

Pemahaman membaca merupakan salah satu keterampilan penting dalam 
pembelajaran bahasa Inggris. Namun, banyak siswa masih mengalami kesulitan 
dalam memahami kosakata, mengidentifikasi informasi rinci, serta memahami 
teks deskriptif dan naratif. Penelitian ini bertujuan untuk meningkatkan 
kemampuan pemahaman membaca siswa melalui penerapan gamifikasi berbasis 
Canvas Learning Management System (LMS). Penelitian ini menggunakan 
metode Penelitian Tindakan Kelas (PTK) yang melibatkan 37 siswa kelas X di 
salah satu sekolah menengah atas negeri di Batam. Penelitian dilaksanakan 
dalam dua siklus yang terdiri atas tahap perencanaan, tindakan, observasi, dan 
refleksi. Strategi gamifikasi yang diterapkan dalam Canvas meliputi pemberian 
poin, kuis interaktif, dan umpan balik langsung (direct feedback) untuk 
meningkatkan keterlibatan dan motivasi siswa dalam kegiatan membaca. Data 
dikumpulkan melalui tes pemahaman membaca, lembar observasi, dan catatan 
lapangan. Hasil penelitian menunjukkan adanya peningkatan yang signifikan pada 
kemampuan pemahaman membaca siswa. Nilai rata-rata meningkat dari 64,27 
pada Siklus I menjadi 74,11 pada Siklus II, yang menunjukkan peningkatan 
sebesar 15,31%. Selain itu, persentase siswa yang berada pada kategori Sangat 
Baik meningkat dari 8,11% menjadi 51,35%. Hasil observasi juga menunjukkan 
bahwa siswa menjadi lebih aktif, terlibat, dan termotivasi dalam kegiatan 
membaca melalui penggunaan fitur-fitur gamifikasi yang terintegrasi dalam 
Canvas LMS. Oleh karena itu, gamifikasi berbasis Canvas dapat menjadi strategi 
pembelajaran yang efektif untuk meningkatkan kemampuan pemahaman 
membaca siswa terhadap teks deskriptif dan naratif dalam pembelajaran bahasa 
Inggris. 
 

A B S T R A C T 

Reading comprehension is one of the essential skills in English language learning. 
However, many students still encounter difficulties in understanding vocabulary, 
identifying detailed information, and comprehending descriptive and narrative 
texts. This study aimed to improve students’ reading comprehension skills through 
the implementation of Canvas-based gamification. The study employed a 
Classroom Action Research (CAR) design involving 37 tenth-grade students at a 
public senior high school in Batam. The research was conducted in two cycles, 
consisting of planning, action, observation, and reflection stages. The gamification 
strategies implemented in Canvas included the use of points, interactive quizzes, 
and direct feedback to enhance students’ engagement and motivation in reading 
activities. Data were collected through reading comprehension tests, observation 
sheets, and field notes. The findings revealed a significant improvement in 
students’ reading comprehension skills. The mean score increased from 64.27 in 
Cycle I to 74.11 in Cycle II, representing a 15.31% improvement. In addition, the 
percentage of students categorized as Very Good increased from 8.11% to 
51.35%. The observation results also indicated that students became more active, 
engaged, and motivated in reading activities through the integration of 
gamification features within the Canvas Learning Management System (LMS). 
Therefore, Canvas-based gamification can serve as an effective instructional 
strategy for improving students’ reading comprehension of descriptive and 
narrative texts in English language learning. 
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1. INTRODUCTION 

Reading comprehension is one of the fundamental skills in English as a Foreign Language (EFL) 
learning because it enables students to understand information, expand vocabulary, and develop overall 
language proficiency (Nussy & Pekpekay, 2024). In addition to supporting language development, reading 
encourages students to interpret, analyze, and evaluate written information critically (Le & Nguyen, 2024). 
In secondary school English instruction, students are frequently required to comprehend descriptive and 
narrative texts. Descriptive texts demand the ability to identify detailed information and specific 
characteristics, whereas narrative texts require students to understand plot development, characters, 
settings, and moral values (Baker et al., 2023). Therefore, effective reading comprehension is essential for 
students’ academic success in English learning (Anaktototy & Lesnussa, 2022; Vrhovec & Soršak, 2024). 

Despite its importance, many EFL learners continue to experience difficulties in reading 
comprehension (Ramadhianti & Somba, 2023). Limited vocabulary mastery often prevents students from 

understanding important information and interpreting textual meaning accurately (Machfudi & Afidah, 
2022). Furthermore, students frequently demonstrate low motivation toward reading activities, 
particularly when instruction relies on traditional teacher-centered approaches. Preliminary observations 
conducted at a public senior high school in Batam revealed similar challenges. Many students experienced 
difficulties in understanding vocabulary, identifying detailed information in descriptive texts, and 
comprehending narrative texts. In addition, students showed limited participation and engagement during 
reading activities. These findings indicate the need for an instructional strategy that can simultaneously 
improve reading comprehension and learning motivation (Asnawi et al., 2025; Azwar et al., 2024). 

One approach that has gained increasing attention is gamification, which refers to the integration of 
game elements such as points, badges, rewards, challenges, and feedback into learning activities. Previous 
studies have reported that gamification can increase students’ motivation, engagement, and academic 
achievement. In this study, gamification was implemented through Canvas LMS, a digital learning platform 
that provides features such as online quizzes, progress tracking, discussion forums, assignments, and 
immediate feedback (Rahmi et al., 2025). These features enable teachers to create interactive learning 
environments that encourage students to participate actively in reading activities and monitor their 
learning progress effectively (Al Dagamseh & Osman, 2024; Chan & Lo, 2024). 

Gamification is grounded in motivational theories that emphasize the role of rewards, achievement, 
and feedback in promoting learner engagement (Dichev et al., 2015; Yeh et al., 2025). Common gamification 
elements include points, badges, leaderboards, challenges, and immediate feedback. Points provide learners 
with a sense of accomplishment and progress, while badges serve as symbolic recognition of achievement. 
Leaderboards encourage healthy competition and social comparison, which can increase participation and 
persistence. Immediate feedback helps learners identify mistakes and improve their performance in real 
time (Ajogbeje, 2023). In reading instruction, these elements can enhance students’ intrinsic and extrinsic 
motivation, encourage active participation, and sustain engagement throughout the reading process 
(Kheang et al., 2024). Previous studies have demonstrated that gamification can positively influence reading 
motivation, learning engagement, and academic achievement by transforming routine learning activities 
into more interactive and rewarding experiences (Chan & Lo, 2024; Hamari et al., 2014). 

Although gamification has been widely investigated in language learning, most previous studies have 
focused on standalone gamified applications such as Kahoot and Quizizz (Hiba & Khatoon, 2023). These 
platforms are primarily designed for short-term quiz-based activities and are often used to assess learning 
outcomes at a specific moment (Ameen, 2025). In contrast, Canvas LMS offers a more comprehensive 
learning environment that integrates gamification features within the entire instructional process, 
including content delivery, progress monitoring, assignment management, interactive quizzes, and 
immediate feedback (Zandvakili et al., 2024). Such integration enables continuous learner engagement and 
supports long-term learning development rather than isolated classroom activities. Recent studies have 
reported the effectiveness of LMS-based gamification in enhancing student engagement and academic 
performance; however, empirical evidence regarding its impact on reading comprehension remains limited, 
particularly in the context of descriptive and narrative texts among EFL learners (Widodo et al., 2025). 
Furthermore, few studies have examined how Canvas-based gamification can simultaneously address 
vocabulary difficulties and low reading motivation. This gap highlights the need for further investigation 
into the effectiveness of Canvas-based gamification for improving students’ reading comprehension. 
Therefore, this study aims to investigate the implementation of Canvas-based gamification to improve 
students’ reading comprehension of descriptive and narrative texts. The findings are expected to contribute 
to the growing literature on LMS-based gamification and technology-enhanced language learning while 
providing practical guidance for English teachers seeking innovative instructional strategies. 
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2. METHODS 

This study employed Classroom Action Research (CAR) to improve students’ reading comprehension 
through Canvas-based gamification. Classroom Action Research is widely used to address classroom-based 
problems and improve instructional practices through systematic intervention and reflection (Yusron et al., 
2023). The research followed the Kemmis and McTaggart model, which consists of four stages: planning, 
acting, observing, and reflecting. The study was conducted through two cycles at a public senior high school 
in Batam. The participants were 37 tenth-grade students who experienced difficulties in reading 
comprehension, particularly in understanding vocabulary, identifying detailed information in descriptive 
texts, and comprehending narrative texts. These aspects are considered important indicators in reading 
comprehension assessment because they reflect students’ ability to construct meaning from texts and 
interpret information accurately (Asnawi et al., 2025; Samboteng et al., 2023). 

The participants were selected purposively based on preliminary classroom observations and 
discussions with the English teacher. The selected class demonstrated difficulties in reading 
comprehension, particularly in vocabulary understanding, identifying detailed information, and 
interpreting descriptive and narrative texts. Furthermore, the class showed relatively low participation and 
engagement during reading activities compared to other tenth-grade classes, making it an appropriate 
target for the intervention. Prior to conducting the study, permission was obtained from the school principal 
and the English teacher. Students were informed about the purpose of the study, and participation took 
place as part of regular classroom learning activities. The identities of all participants were kept 
confidential, and the collected data were used exclusively for academic research purposes. 

Canvas-based gamification was implemented during reading activities by integrating game elements 
such as points, interactive quizzes, progress monitoring, and immediate feedback. The integration of 
gamification features has been reported to enhance students’ motivation, engagement, and participation in 
language learning activities (Huseinović, 2023). Students earned points for completing reading tasks and 
participating in quizzes, while immediate feedback enabled them to identify and correct their mistakes 
during the learning process. Progress monitoring features also allowed students to track their learning 
achievements and encouraged them to actively engage in reading activities. The learning materials focused 
on descriptive and narrative texts, which are commonly taught in secondary school English instruction. 

In Cycle I, students participated in reading activities using Canvas-based gamification through 
interactive quizzes, point accumulation, and immediate feedback. Students completed reading tasks 
individually after reading descriptive and narrative texts. Observation results indicated that although 
students showed greater interest than in conventional learning, several students remained passive, had 
difficulty understanding unfamiliar vocabulary, and did not consistently participate in classroom 
discussions. Based on the reflection results from Cycle I, several modifications were introduced in Cycle II. 
Additional vocabulary support was provided before reading activities, reading instructions were simplified, 
and students received more frequent feedback during task completion. The gamification elements were also 
strengthened by increasing opportunities to earn points through participation and quiz completion. 
Furthermore, collaborative discussion activities were incorporated to encourage peer interaction and 
engagement. These modifications were intended to address the challenges identified during Cycle I and 
further improve students’ reading comprehension and participation (Ahmed Abdel-Al Ibrahim et al., 2023). 

Data were collected through reading comprehension tests, observation checklists, and field notes. 
The reading comprehension test was administered at the end of each cycle to assess students’ 
understanding of main ideas, supporting details, vocabulary in context, and textual meaning. Reading 
comprehension tests remain one of the most frequently used instruments for evaluating students’ 
comprehension performance in EFL contexts (Boubekri & Rouijel, 2024). The reading comprehension test 
consisted of 30 multiple-choice items covering four aspects of reading comprehension: identifying main 
ideas, supporting details, vocabulary in context, and textual meaning. Prior to implementation, the 
instrument was reviewed by two English language education experts to establish content validity and 
ensure alignment with the learning objectives and reading comprehension indicators. Revisions were made 
based on the experts’ suggestions before the instrument was administered in the study. Observation 
checklists and field notes were also used to document students’ participation, engagement, and classroom 
interactions during the implementation process. The use of multiple instruments enabled data triangulation 
and enhanced the credibility of the findings (Vivek et al., 2023). 

The collected data were analyzed using both quantitative and qualitative approaches. Quantitative 
data were obtained from students’ reading comprehension test scores, while qualitative data were derived 
from observation checklists and field notes. Quantitative analysis included the calculation of mean scores, 
score distributions, category frequencies, and percentage improvements between cycles. The percentage 
improvement was calculated to determine the extent of students’ progress from Cycle I to Cycle II. 
Qualitative data were analyzed through data reduction, categorization, and interpretation to identify 
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patterns related to students’ engagement, participation, and learning motivation during the implementation 
of Canvas-based gamification. 

 To interpret students’ scores, this study adopted a scoring classification adapted from (Marsevani, 
2023). This classification categorizes students’ reading comprehension performance into five levels: Very 
Poor, Poor, Average, Good, and Very Good. The use of this classification facilitates the interpretation of 
quantitative data and enables systematic comparison of students’ achievement across different cycles. The 
students’ score categories are presented in Table 1. 

 
Table 1. Students’ Score Category (Adapted from (Marsevani, 2023)) 

Score Category 
10–39 Very Poor 
40–60 Poor 
61–70 Average 
71–80 Good 

81–100 Very Good 
 

3. RESULT AND DISCUSSION 

Results 
During Cycle 1, Canvas-based gamification was implemented in reading activities focusing on 

descriptive and narrative texts. The planning stage involved preparing lesson plans, reading materials, 
interactive quizzes, observation checklists, and reading comprehension tests. Students participated in 
reading tasks through Canvas using points, interactive quizzes, and immediate feedback. The 
implementation aimed to increase students’ engagement and support their reading comprehension 
development.  

Observation findings showed that students were interested in the learning activities and actively 
participated in quizzes. However, several students still experienced difficulties in understanding unfamiliar 
vocabulary and identifying detailed information in the texts. Some students were also hesitant to participate 
in classroom discussions and answer reading-related questions. These challenges influenced their reading 
comprehension performance at the end of Cycle 1.  

 
Table 2. Students’ Reading Comprehension Achievement in Cycle 1 

Category Frequency Percentage (%) 
Very Poor 5 13.51 

Poor 10 27.03 
Average 11 29.73 

Good 8 21.62 
Very Good 3 8.11 

Total 37 100 
 

Table 2 shows that students’ reading comprehension achievement in Cycle 1 was still relatively 
moderate. The majority of students were categorized as Average (29.73%), followed by Poor (27.03%) and 
Good (21.62%). Only three students (8.11%) achieved the Very Good category, while five students (13.51%) 
were classified as Very Poor. The mean score obtained in Cycle 1 was 64.27. 

The observation checklist and field notes indicated that many students still struggled with 
vocabulary and detailed information within the texts. Several students demonstrated low participation and 
limited confidence when responding to questions. A small number of students also had irregular attendance 
during the implementation process. These factors may explain why some students remained in the Poor 
and Very Poor categories. 

The reflection stage identified several challenges that affected students’ reading comprehension 
performance in Cycle 1. Students required additional support in understanding vocabulary and clearer 
guidance when completing reading activities through Canvas. Some learners also needed more 
opportunities to participate actively in classroom discussions. Therefore, several instructional 
modifications were introduced in the next cycle. 

To address these challenges, vocabulary pre-teaching activities were conducted before reading tasks 
in Cycle 2. The teacher also simplified instructions and provided more frequent feedback during learning 
activities. Additional opportunities to earn points were offered through participation and quiz completion. 
Collaborative discussion activities were also incorporated to encourage interaction and engagement among 
students.  
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Cycle 2 was implemented based on the modifications identified during the reflection stage. Students 
participated in reading activities that integrated vocabulary support, interactive quizzes, and immediate 
feedback through Canvas. They also received clearer instructions and greater encouragement to participate 
in discussions. As a result, students appeared more confident and familiar with the learning platform. 

Observation findings revealed a noticeable improvement in students’ engagement and classroom 
participation. Most students completed reading tasks actively and showed greater enthusiasm during 
quizzes. Students were also more willing to answer questions and contribute to discussions. These 
improvements suggested that the revised instructional strategy had a positive impact on the learning 
process. 

 
Table 3. Students’ Reading Comprehension Achievement in Cycle 2 

Category Frequency Percentage (%) 
Very Poor 2 5.41 

Poor 6 16.22 
Average 2 5.41 

Good 8 21.62 
Very Good 19 51.35 

Total 37 100 
 

Table 3 demonstrates a considerable improvement in students’ reading comprehension achievement 
in Cycle 2. The number of students categorized as Very Good increased significantly to 19 students 
(51.35%). Meanwhile, the number of students in the Poor category decreased from 10 to 6 students, and 
those in the Average category decreased from 11 to 2 students. The mean score increased to 74.11. 

The observation checklist and field notes supported the quantitative findings obtained in Cycle 2. 
Students showed higher levels of engagement, participation, and confidence during reading activities. They 
demonstrated better understanding of vocabulary and textual information than in the previous cycle. 
Furthermore, students required less assistance in navigating and using the Canvas platform. 

 
Table 4. Comparison of Students’ Mean Scores Across Cycles 

Cycle Mean Score 
Cycle 1 64.27 
Cycle 2 74.11 

 
Table 4 presents the comparison of students’ mean scores across the two cycles. The mean score 

increased from 64.27 in Cycle 1 to 74.11 in Cycle 2. This increase represents an improvement of 9.84 points 
or 15.31%. These findings indicate that Canvas-based gamification contributed positively to students’ 
reading comprehension achievement. 

 
Table 5. Summary of Observation Checklist and Field Note Findings Across Cycles 

Aspect Cycle 1 Cycle 2 
Participation in quizzes Moderate High 

Engagement during reading activities Moderate High 
Confidence in answering questions Low High 

Vocabulary understanding Moderate High 
Familiarity with Canvas LMS Moderate High 
 

Table 5 summarizes the observation checklist and field note findings across both cycles. 
Improvements were observed in students’ participation, engagement, confidence, vocabulary 
understanding, and familiarity with the Canvas LMS. Field notes revealed that students became increasingly 
motivated to complete reading tasks and participate in gamified activities. These findings support the 
quantitative results and demonstrate the effectiveness of Canvas-based gamification in improving reading 
comprehension. 

 
Discussion 

The findings of this study demonstrate that Canvas-based gamification contributed to improvements 
in students’ reading comprehension achievement. This improvement was reflected in the increase in the 
mean score from 64.27 in Cycle 1 to 74.11 in Cycle 2, as well as the substantial increase in the proportion of 
students categorized as Very Good. From a reading comprehension perspective, these findings suggest that 
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students became more capable of identifying main ideas, understanding vocabulary in context, recognizing 
supporting details, and interpreting textual meaning. These skills are essential components of reading 
comprehension because readers construct meaning by integrating textual information with prior 
knowledge and linguistic understanding (Ramadhianti & Somba, 2023). 

The improvement in students’ achievement can also be explained through the implementation of 
gamification elements. According to gamification theory, points, feedback, and achievement-oriented 
activities encourage learners to engage more actively in learning tasks and sustain their participation over 
time (Kian et al., 2022). In this study, students earned points for completing reading activities and received 
immediate feedback after quizzes, allowing them to recognize and correct misunderstandings directly. 
These mechanisms may have strengthened students’ engagement with reading materials and encouraged 
more consistent participation throughout the learning process (Anggrainy et al., 2024). 

Importantly, the improvement observed in this study cannot be attributed solely to the use of Canvas 
as a learning management system. As an LMS, Canvas primarily provides a digital environment for content 
delivery, assignment management, and learning monitoring. However, the gamification elements integrated 
within Canvas, particularly points, interactive quizzes, and immediate feedback, played a more direct role 
in promoting active engagement with reading tasks. Therefore, it was the combination of LMS functionality 
and gamification strategies that supported the development of students’ reading comprehension skills.  

Although the overall results were positive, a small number of students remained in the Poor and Very 
Poor categories at the end of Cycle 2. Based on the observation checklist and field notes, these students 
continued to experience difficulties in vocabulary comprehension and identifying detailed information 
within descriptive and narrative texts, suggesting that their reading comprehension skills had not yet 
developed at the same pace as those of their peers. Furthermore, several of these students demonstrated 
lower levels of participation and motivation during learning activities and were absent from several 
instructional sessions, which may have limited their exposure to the learning materials, classroom 
discussions, and reading practice opportunities provided throughout the intervention. Previous studies 
have suggested that limited vocabulary knowledge, low learning engagement, and reduced instructional 
exposure may hinder the development of reading comprehension skills among EFL (Imbaquingo & 
Cárdenas, 2023). Nevertheless, the number of students in these categories was relatively small compared 
to those who achieved Good and Very Good performance, indicating that the intervention was generally 
effective in improving reading comprehension for the majority of participants. 

The findings are consistent with previous studies reporting that gamification positively influences 
students’ motivation and academic performance (Azzouz Boudadi & Gutiérrez-Colón, 2020; Chan & Lo, 
2024). However, unlike many studies that focus on standalone applications such as Kahoot or Quizizz, this 
study demonstrates the effectiveness of integrating gamification within Canvas LMS throughout the 
learning process (Janković et al., 2024). The continuous use of quizzes, progress monitoring, and immediate 
feedback allowed students to engage with reading activities beyond isolated assessment tasks (Oudat & 
Othman, 2024). Consequently, this study contributes to the growing literature on technology-enhanced 
language learning by demonstrating that Canvas-based gamification can support both student engagement 
and reading comprehension development in EFL contexts. 

 

4. CONCLUSION 

This study demonstrated that the implementation of Canvas-based gamification effectively improved 
students’ reading comprehension of descriptive and narrative texts. The findings revealed a significant 
improvement in students’ achievement across the two cycles, as indicated by the increase in the mean score 
and the substantial growth in the number of students categorized as Very Good. The integration of 
gamification features within Canvas LMS encouraged greater student engagement, participation, and 
motivation during reading activities. Furthermore, students showed better understanding of vocabulary, 
detailed information, and textual meaning in both descriptive and narrative texts. These findings suggest 
that Canvas-based gamification can serve as an effective instructional strategy for enhancing reading 
comprehension in EFL classrooms. Therefore, English teachers are encouraged to integrate gamified 
learning activities through digital learning platforms to create more interactive and engaging reading 
experiences. 

Despite these positive findings, this study was limited to a single class of 37 tenth-grade students at 
one public senior high school in Batam and focused only on descriptive and narrative texts. Consequently, 
the findings may not be generalizable to other educational contexts, student populations, or text genres. 
Future research is recommended to involve larger and more diverse samples, examine the long-term effects 
of Canvas-based gamification, and investigate its effectiveness in improving other language skills such as 
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writing, listening, and speaking. Further studies may also compare different gamification elements to 
identify which features contribute most significantly to students’ reading comprehension development. 
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