
1 
 

 

  



2 
 

Introduction 

Dyslexia is a language-based learning disability which affects 10% of people in the UK (Jacobs 

et al., 2022). The disorder significantly impacts writing ability (Berninger et al., 2008) – a 

complex behaviour involving numerous processes (see Figure 1). Motivation was included as 

an additional element to Hayes’ (2012) original 1996 model stressing its importance in writing. 

Since motivation towards literacy is more difficult for dyslexic children (Gibby-Leversuch et 

al., 2021), Yeung (2022) states the importance of improving writing motivation to positively 

affect writing performance. In 2006, Caso and García noted a deficiency of writing motivation 

programmes. Recent interventions into writing and dyslexia tend to solely target text quality 

elements like handwriting eligibility (Balantekin, 2021) rather than motivation.  

 

Figure 1. Hayes’ (2012) Writing Model.  
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Writing is a key skill that assists individuals’ progression through education and success in 

later life (Graham & Alves, 2021). All children require encouragement towards the activity in 

their early years to prevent writing failure (Kissel, 2008). Existing publications illustrate how 

dyslexic children are more likely to produce poor-quality texts through factors like spelling 

(Sumner, 2013) and punctuation errors (Torkildsen et al., 2016). ‘Failure’ in academic 

achievement can damage young dyslexics’ identities who may experience severe anxiety and 

perceive themselves as ‘stupid’ (Lithari, 2023). Research suggests that higher motivation 

towards writing can result in better writing-products (Rocha et al., 2019). Therefore, writing 

motivation should be encouraged in children with dyslexia. 

 

Motivation can be extrinsic – external rewards promoting behaviours – or intrinsic, referring 

to internal satisfaction as a result of behaviour (Hennessey et al., 2015). In primary schools, 

stickers are out-dated rewards that specifically increase extrinsic motivation (Taylor et al., 

2014). This has led to modern implementation of technological resources to motivate learning 

within the classroom (Braje & Topčić, 2023). Camacho et al.’s (2021) systematic review 

highlights the advantages of e-learning towards students’ writing motivation. Landers’ 

Gamified Learning Theory (GLT, 2014) demonstrates the benefits of applying game-like 

attributes to the non-game context of learning. As gamification improves one’s intrinsic 

motivation (Treiblmaier & Putz, 2020), such applications have been created to keep students 

academically engaged (Buckley & Doyle, 2014).   

 

The current intervention proposal takes inspiration from Gooch et al. (2016) who focused on 

dyslexic students transitioning from primary to secondary school. Implementation of 

‘ClassDojo’ in specialised-educational sessions concluded how gamification could positively 

evolve lesson planning. ClassDojo allowed teachers to target pupils’ personal educational 
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challenges through the customisation of badges. The digital-extrinsic motivator improved the 

children’s intrinsic motivation through agency, reflecting and meaning-making. Like the 

publication, the current proposal would entail a selective intervention procedure that aims to 

protect students with dyslexia in educational settings through improved development of and 

attitudes towards literacy.  

 

Method 

Participants 

Eight children with a dyslexia diagnosis aged 8-11 years would be recruited through 

contacting specialist schools/teachers in Merseyside.  

Up to four specialist teachers – minimum of five years of experience – are required for 

the study. The children’s parents would also be needed. 

Procedure 

Prior to the intervention, the children, parents and teachers would be questioned 

separately using transcribed semi-structured interviews. Students would be asked about their 

attitudes towards writing, personal motivation and self-perception. Interviews towards the 

parents would focus on their children’s academic attainment, perceived attitude towards 

writing and personal opinions about their child’s education. The educators’ interviews would 

explore individual teaching techniques, challenges in writing activities and thoughts on 

gamification.  

Each teacher would then be introduced to ‘ClassDojo’ (https://www.classdojo.com/en-

gb/) – a website designed to support education and keep families, teachers and pupils 

connected. ClassDojo has been successful in supporting young people’s social emotional 

development (Williamson, 2017) and increasing self-regulatory behaviours (MacLean-

Blevins, 2013).  Specifically, educators would become familiar with the “Night Zoo” activity 

https://www.classdojo.com/en-gb/
https://www.classdojo.com/en-gb/
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which splits storytelling into four parts: ‘create a character/place/obstacles/ending’. Each stage 

includes a video to engage the children, discussion questions like “Think of your favourite 

book. What makes it a good story?” and finally, tackling the creation of 

character/place/obstacles/ending (see Figure 2).  

 

Figure 2. ‘Creating a Character’ stage of the Night Zoo storytelling activity. 

https://ideas.classdojo.com/f/storytelling-1/0  

 

 

 

Alongside the activity, teachers can personalise achievements to students – for example, 

if one child struggled particularly with punctuation and grammar, a corresponding badge could 

be targeted to the individual. Whilst all participators would technically be completing the same 

activity, such digital rewards would simultaneously allow individualisation. Specialist teachers 

https://ideas.classdojo.com/f/storytelling-1/0
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would also be partnered with students they are familiar with, hence the proposed recruitment 

approach. This decision aims to maximise personalisation in the teaching environment to target 

struggling areas in each pupil’s writing. Two-to-one teaching sessions would take place in one 

hour sessions twice a week in a specialised-educational setting. The first hour block would 

entail the ‘create a character’ activity which would progress through to the final stage of 

storytelling.  

After administering the proposed intervention, another set of semi-structured interviews 

would take place. Pupils’ interviews would include questions targeting their motivation 

towards the activity, experience using ClassDojo and attitudes towards writing. Interviewing 

the parents would involve interrogating their opinions on ClassDojo, their child’s motivation 

towards the storytelling and self-monitoring behaviour in their children. The final interviews 

would explore teachers’ views on the gamification platform, effect on writing motivation and 

self-regulation from their students. Two researchers would thematically analyse the 

transcriptions to find common feedback surrounding ClassDojo’s impact on writing 

motivation. 

 

Conclusion 

The aforementioned procedure proposes a method to tackle writing motivation in dyslexic 

primary school children. It builds on work from Gooch et al. (2016) who applied the ClassDojo 

gamification platform and discovered increased levels of intrinsic motivation during lessons in 

students with dyslexia. Moulding the existing methods to writing motivation would aim to 

tackle literacy difficulties in dyslexia from a young age. As indicated by Hayes’ (2012) model, 

motivation is a vital element to the writing process despite being excluded from previous 

interventions. Developing foundational writing skills is crucial for young people to progress 

through their education. Dyslexia diagnoses make educational progression more difficult 
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stressing the relevance of the proposed programme. Results should inform specialist education 

lesson planning. Whilst it is anticipated that the digital rewards will positively affect writing 

motivation, future researchers could consider how to maintain this as students get older. 

Scholars may also propose empirical measures to assess writing motivation. 
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