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Abstract
This paper explores the use of gamification as a teaching approach to stimulate interest
and participation in the learning of English as a Foreign Language (EFL). This study
attempts to conduct a systematic review of literature towards the ‘theoretical’ aspects
of gamification to conduct a linkage with the existing motivational theories in
educational psychology, given the attention that game-based components can shift the
learning paradigm. It also analyzes the application of gamification in different contexts
of EFL teaching and presents various games aimed at facilitating language learning.
Furthermore, the paper compiles the most important findings from the available
literature that studies the impact of gamification on some major affective and cognitive
aspects of EFL learners, such as their motivation, participation, and even enjoyment of
the learning process. In addition to the benefits of the study, there is a discussion of
important issues and possible complications teachers face when trying to design and
systematically implement gamification in instruction. This will lead the study to address
educational objectives and the multiple needs of learners. Moreover, this study seeks to
describe the complete and arguably unbiased assessment concerning the potential of
gamification approaches to enrich interactivity and immersion and enhance EFL
teaching and learning processes within the context of provoked changes in language
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education in the twenty-first century, while considering the intricacies of its effective
implementation.
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INTRODUCTION

The search for practical methods that increase motivation and engagement in English
as a Foreign Language (EFL) teaching attracts the concern of scholars in the field of
education. Within a traditional context, systematic syllabuses and coursebooks offer a range
of linguistic content to be taught. However, they often fail to deliver in inspiring learners’
motivation towards achieving profound, multifaceted and long-lasting learning.
Gamification, meaning the use of game design elements in non-gaming contexts (Deterding
et al,, 2011) ike the EFL classroom may offer possibilities to solve this problem. It attempts
to make learning more stimulating and enjoyable by adding game-like features which
include points, badges, challenges, and storytelling. This is in line with play-based learning,
which emphasizes the importance of fun and hands-on activities in the process of learning
(Hirsh-Pasek et al., 2009). This paper looks into the theoretical fundamentals, the practices
of gamification in EFL, and applicable research in advocating for the use of gamification with
intention to motivate and engage learners.

RESEARCH METHOD

This paper undertakes a library research design which integrates the systematic
review and analysis of data on the use of gamification in English as a Foreign Language (EFL)
classrooms. The research process follows these steps:

» o«

e Identification of Keywords: The keywords “gamification,” “EFL,” “motivation,”

» o«

“engagement,” “play-based learning,” and “second language acquisition” were
utilized to search academic databases like ERIC, Scopus and Web of Science, as well
as other online repositories and journals pertaining to language education and
educational technology.

e Literature Search and Selection: All possible theoretical papers, case studies, and
reviews discussing the application and the effect of gamification in the EFL context

were collected. The research focused on the scholarly articles that dealt with the
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application of game elements in increasing motivation and engagement for learners
in EFL.

Data Extraction and Synthesis: All relevant theoretical constructs, descriptions of
the gamified interventions, adopted research methods, results associated with
motivation and engagement, as well as challenges highlighted were extracted from
the chosen literature and synthesized.

Thematic Analysis: The extracted data was analyzed to summarize themes in the
literature to identify recurring themes, central arguments, and areas of agreement
and disagreement. These actions assisted in informing the findings and discussion
sections of the paper.

Critical Evaluation: The literature was critically reviewed for methodological
considerations, relevance to context, and the quality of evidence provided. This
involved analyzing the gaps that were provided in the studies and suggesting

directions for further exploration.

This library research design strives to provide the undertaken scholarly work about

the use of gamification in learning English as a foreign language in order to fill the gap in the

body of knowledge to portray the accumulated knowledge for English learners.

FINDINGS AND DISCUSSION

The literature review centers around the application and effect of gamification in EFL

classrooms and notes these distinct findings:

Theoretical Support: Multiple theories such as Self-Determination Theory (SDT)
(Deci & Ryan, 2000), Flow Theory (Csikszentmihalyi, 1990), and Cognitive Evaluation
Theory (CET) (Deci et al., 1999) have been proven to support gamification as it aligns
with learner‘s motivational needs. Game features can be used to fulfill autonomy,
competence, and relatedness, thus increasing intrinsic motivation. The playful
character of gamification minimizes anxiety and promotes language learning risk

(Bruner, 1986).
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e Practical Implementation: Gamification can be applied to different EFL activities like
vocabulary (Hwang et al.,, 2012) and grammar teaching, speaking (Lee & Lee, 2019),
reading, writing, and even comprehension. Successful implementation entails
integrating game elements with clear instructions, defined objectives and feedback
Structures, rules with defined objectives and feedback, meaningful challenges, and
social and progress opportunities.

e Enhanced Motivation and Engagement: There is consensus among scholars that
participation (Dominguez et al., 2013), active engagement (Hanus & Fox, 2015), and
positive attitudes towards English instruction (Plass et al, 2015) have all been
positively affected by the incorporation of gamified tasks into the lesson. Integrating
game elements into education makes learning enjoyable as it ensures the students
attention is captured and sustained over prolonged periods.

e Improved Learning Outcomes: There are claims made by other studies that certain
skills taught through gamification improves outcomes in some sections of the subject
language.

e As an example, Hwang and collaborators (2012) demonstrate the effectiveness of a
gamified app in enhancing vocabulary learning, while Lee and Lee (2019) illustrate
the benefits of role-played simulations for fostering spoken communication skills.

e Challenges and Issues: The literature notes problems with gamification, including the
effort and time necessary for appropriate design, equitable access to technology,
external incentives damaging internal motivation, and keeping the focus on language
learning rather than gaming (Sailer et al., 2017). Different learner preferences and
styles also need to be addressed.

The results obtained from this library research clearly highlight the great promise of
gamification as an effective instructional strategy to be used in EFL teaching. Gamification is
based on well-founded motivational theories, which explain the increase in student interest
and participation in language acquisition processes. The numerous diverse practical
applications of game elements to different language skills illustrate the versatility of this

approach.

22



Vol. 1, No. 1, 2025

The evidence reviewed, although largely positive, underlines the need to focus on the
structure and rationale of gamified activities. Adding game features to educational materials
without an appropriate didactic framework and an adequate understanding of motivation
will most likely not reach the intended goals. Instructional designers must use game
elements within focused outcomes so that the playful parts do contribute to language
performance instead of hampering it.

Literature highlights that these gaps pose challenges, which suggest a need to devise
an effective game plan. As noted, rewards in the form of praise and tangible items may hinder
learners' intrinsic motivation. Moreover, addressing the diverse preferences and learning
styles of students is essential to fully harness the educational advantages offered by
gamification.

It has also become clear that further exploration, especially in the form oflongitudinal
and qualitative studies focused on learners’ perspectives, is necessary. Alleviating the gaps
in knowledge concerning the enduring impacts of gamification in the learning process and
acquiring a profound understanding of learners’ engagement with gamified EFL settings is

crucial for establishing optimal practices.

CONCLUSION
Gamification is an effective tool for utilizing motivational strategies based on play for

EFL classrooms. EFL educators are able to draw upon students' intrinsic motivation by
incorporating elements of game design into pedagogical activities that are more passive in
nature. While there is evidence supporting the use of gamification in increasing motivation
and engagement, its application requires a thorough pedagogical approach for planning,
anticipation of difficulties and enable heterogeneity of learners. With ongoing changes of
technologies, possibilities for deeper and more engaging EFL learning through gamification
will certainly increase. In English language teaching and learning, English language
education, informed and contextualized approaches to gamification can be relied upon to

harness its innovative potential.
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