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Abstract: This article explores the methodological foundations and practical 

applications of gamification in language learning contexts. Drawing from recent 

research in educational psychology and second language acquisition, the study 

examines how game-based elements such as points, leaderboards, badges, and 

interactive challenges can enhance learner motivation, engagement, and retention. It 

outlines key gamification strategies suitable for both online and face-to-face 

classrooms, with a focus on aligning game mechanics with pedagogical goals. 

Through analysis of case studies and classroom experiments in EFL and ESL settings, 

the article demonstrates the effectiveness of gamified tasks in developing vocabulary, 

grammar, and communicative skills. The findings suggest that when carefully 

designed and implemented, gamification can transform the language learning 

experience by fostering a more dynamic, learner-centered environment. The paper 

concludes with recommendations for language teachers seeking to incorporate 

gamification into their curriculum using both digital tools and low-tech alternatives. 
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Introduction 

In recent years, gamification—the integration of game-design elements in non-

game contexts has become a significant innovation in language education, aiming to 

boost learner motivation, engagement, and retention . As educational technology 

evolves, language teaching has expanded beyond traditional classrooms, 

incorporating platforms like mobile apps, social media, and online forums to create 

immersive learning experiences . 

Seminal definitions by Deterding et al. (2011) describe gamification as “the use 

of game design elements in non-game contexts,” while Werbach and Hunter (2012) 

emphasize its role in implementing game mechanics such as points, badges, 

leaderboards, and immediate feedback to foster problem-solving skills and 

engagement . Kapp (2012) adds that these elements support both intrinsic and 

extrinsic motivation facilitating learners’ autonomy, competence, and sense of 

connection . 

Empirical research underscores the impact of gamification on language 

learning outcomes. For instance, Su et al. (2021) analyzed 64 studies and found that 

mobile game-based language learning consistently improved vocabulary acquisition 
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and learner affective states by using goals, sensory stimuli, and adaptive challenges . 

In a classroom-level case study, Tsai (2023) reported that integrating experience 

points, forums, and badges in Moodle led to higher motivation and more quiz 

submissions compared to traditional instruction . However, the effectiveness of 

gamification is not without nuance. Shortt et al. (2021) caution that “gamification 

elements cannot compensate for design decisions prioritizing competition over 

collaboration… meaningful feedback and context” . Mogavi et al. (2022) also warn 

of gamification misuse, where overemphasis on streaks, points, and leaderboards can 

detract from genuine learning . 

Leading advocates of gamification, such as Gabe Zichermann, argue that game 

mechanics release dopamine, creating a “funware” environment that enhances 

engagement even in serious contexts like education . Yu-kai Chou, creator of the 

Octalysis Framework, similarly emphasizes the need for intrinsic engagement, 

coining the idea that mastery (“10,000 hours”) should involve enjoyment rather than 

toil . 

Complementing these frameworks, motivation theories from Second Language 

Acquisition (SLA) scholars like Zoltan Dörnyei and Kata Csizer provide valuable 

insights. Dörnyei's process-oriented model outlines phases of motivation—including 

pre-actional desire and post-actional reflection highlighting the importance of 

sustaining motivation through meaningful feedback and goal-setting . Csizer and 

Dornyei (2005) stress that motivational components, such as integrativeness and self-

regulation, form a “co-adaptive system” sustaining long-term language commitment . 

Taken together, these theoretical and empirical perspectives suggest that effective 

gamification requires thoughtful design: balancing game elements, pedagogical aims, 

learner differences, and sustained motivation frameworks. This article investigates 

the methodological foundations and classroom applications of gamification, 

proposing best practices that harness its benefits while mitigating drawbacks. 

Literature Review 

Gamification as an educational approach has garnered increasing scholarly 

attention over the past decade, particularly in the realm of language learning. The 

foundational work of Sebastian Deterding, Dan Dixon, Rafael Khaled, and Lennart 

Nacke (2011) introduced gamification as “the use of game design elements in non-

game contexts,” laying the groundwork for further exploration of how such elements 

can be harnessed to improve learning outcomes. This definition sparked interest 

across educational disciplines, including second language acquisition, where learner 

engagement and motivation are critical challenges. 

Following this, Kevin Werbach and Dan Hunter (2012), in their influential 

book For the Win: How Game Thinking Can Revolutionize Your Business, 

systematically explored how game mechanics such as points, badges, leaderboards, 

and progress bars can be strategically applied to encourage sustained participation. 

Their work emphasized that successful gamification goes beyond superficial rewards 

and requires thoughtful design aligned with intrinsic motivators. 

In the context of language learning, Karl M. Kapp (2012) made significant 

contributions through his book The Gamification of Learning and Instruction, where 

https://journalseeker.researchbib.com/view/issn/1552-3373


American Journal of Research                                                                                                      www.journalofresearch.us 

5-6, May-June 2025                                                                                                                     info@journalofresearch.us 

Impact factor 9 

10 

he connected gamification principles with learning theories like behaviorism, 
1
constructivism, and motivation theory. Kapp highlighted that gamification taps into 

fundamental psychological needs identified in Self-Determination Theory (Deci & 

Ryan, 1985) autonomy, competence, and relatedness thus fostering deeper 

engagement and persistence in language learning tasks. 

Empirical evidence further supports the effectiveness of gamification. For 

example, a comprehensive meta-analysis conducted by Su, Cheng, and Tsai (2021) 

reviewed 64 studies on mobile game-based language learning. Their findings 

indicated that gamification significantly enhances vocabulary acquisition, speaking 

fluency, and learner motivation across diverse learner populations. The study also 

noted improved affective outcomes, such as reduced language anxiety and increased 

learner confidence, which are essential for communicative competence. 

At the practical classroom level, Tsai (2023) investigated the impact of 

integrating gamified elements into Moodle-based ESL courses. The study 

demonstrated that gamification increased student participation, quiz completion rates, 

and overall satisfaction. Tsai’s work exemplifies how digital platforms enable 

scalable gamified language learning environments that blend asynchronous and 

synchronous activities. 

However, the literature also raises cautionary points regarding gamification. 

Research by Shortt, Keyes, and Ellis (2021) pointed out that an overemphasis on 

competition through leaderboards or excessive rewards might undermine 

collaborative learning and intrinsic motivation. They argued that gamification design 

must balance competitive and cooperative elements and provide meaningful feedback 

that supports learners’ understanding rather than merely promoting superficial 

engagement. 

The motivational underpinnings of gamification in language learning are well-

articulated by Zoltan Dörnyei, whose process-oriented model of L2 motivation (2001) 

outlines phases such as pre-actional desire, actional motivation, and post-actional 

evaluation. Gamification supports this model by embedding goal-setting, immediate 

feedback, and adaptive challenges that help maintain motivation throughout the 

language learning journey. Further, Csizer and Dornyei (2005) emphasize the 

dynamic and co-adaptive nature of motivation, wherein learners’ engagement evolves 

with their experiences, a process gamification can positively influence by 

continuously providing achievable challenges and social recognition. 

Design frameworks such as those proposed by Gabe Zichermann and Yu-kai 

Chou deepen the understanding of gamification’s psychological impact. Zichermann 

describes “funware” as software that leverages dopamine-driven reward systems to 

increase engagement, while Chou’s Octalysis Framework identifies eight core 

drives—including meaning, empowerment, social influence, and scarcity—that 

explain why gamified tasks appeal to human motivation. Applying these frameworks 

                                                                 
1 ,Shortt, Keyes,  Ellis, 1S., Dixon, D., Khaled, R., & Nacke, L. (2011). From game design elements to gamefulness: Defining gamification. 

Proceedings of the 15th International Academic MindTrek Conference, 9–15.  
Zichermann  J., Koivisto, J., & Sarsa, H. (2014). Does gamification work? A literature review of empirical studies on gamification. 2014 47th Hawaii 

International Conference on System Sciences, 3025–3034.  

Wright, A., Betteridge, D., & Buckby, M. (2006). Games for Language Learning (3rd ed.). Cambridge: Cambridge University Press. 

https://journalseeker.researchbib.com/view/issn/1552-3373


American Journal of Research                                                                                                      www.journalofresearch.us 

5-6, May-June 2025                                                                                                                     info@journalofresearch.us 

Impact factor 9 

11 

to language teaching helps educators design gamified activities that do not rely solely 

on external rewards but foster intrinsic engagement and mastery. 

Overall, these theoretical and empirical contributions illustrate that 

gamification is a promising methodological approach in language education. When 

integrated thoughtfully, gamified learning activities can increase motivation, facilitate 

repeated practice, and make language learning more enjoyable and effective. 

Nevertheless, the success of gamification depends on carefully aligning game 

mechanics with pedagogical objectives, learner preferences, and cultural contexts to 

avoid potential pitfalls such as over-competition or distraction from learning goals. 

 

Classifications of Games: 

Games can be classified based on different criteria such as purpose, interaction 

style, format, and cognitive demands. Understanding these classifications helps 

educators select the most suitable game types for language teaching. 

1. Based on Purpose 

1. Educational Games: Designed specifically to teach or reinforce 

knowledge and skills. Examples include vocabulary quizzes, grammar puzzles, and 

pronunciation challenges. 

2. Entertainment Games: Primarily for fun and relaxation but can have 

incidental learning benefits. Examples: word searches, language-themed board games. 

3. Serious Games: Games designed for training, education, or behavior 

change, blending entertainment and learning. Example: Role-playing simulations for 

real-life communication scenarios. 

2. Based on Interaction Mode 

A. Single-player Games: One learner plays against the game system. Useful 

for self-paced practice (e.g., language apps like Duolingo, grammar drills). 

B. Multiplayer Cooperative Games: Players work together toward a 

common goal, fostering communication and teamwork (e.g., collaborative 

storytelling or problem-solving games). 

C. Multiplayer Competitive Games: Players compete against each other, 

motivating learners through challenge and competition (e.g., vocabulary battles, 

language trivia). 

3. Based on Format or Platform 

1. Board Games: Physical or digital games involving tokens, cards, and 

boards, which encourage face-to-face interaction (e.g., Scrabble, Boggle). 

2. Card Games: Games using decks of cards, often focusing on vocabulary, 

verb forms, or sentence construction. 

3. Digital/Video Games: Software or app-based games that use multimedia, 

animations, and interactive elements. Examples include gamified language learning 

apps or role-playing games (RPGs). 

4. Mobile Games: Games designed for smartphones or tablets, enabling 

learning anywhere and anytime (e.g., word puzzles, interactive dialogues). 

5. Augmented Reality (AR) and Virtual Reality (VR) Games: Immersive 

environments where learners practice language in simulated real-life contexts. 
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4. Based on Cognitive and Social Demand 

1) Puzzle Games: Require problem-solving and critical thinking. Examples: 

crossword puzzles, word scrambles, grammar challenges. 

2) Role-Playing Games (RPGs): Learners take on characters and simulate 

real-life interactions, practicing language in context (e.g., simulated shopping or 

traveling). 

3) Simulation Games: Mimic real-world scenarios requiring complex 

decision-making and communication (e.g., virtual marketplaces or social settings). 

4) Trivia and Quiz Games: Focus on recall and knowledge testing, good for 

vocabulary and cultural facts. 

5) Storytelling Games: Encourage creativity and narrative skills by having 

learners create or continue stories collaboratively. 

Summary Table Example 

Classification 

Criterion 
Examples Language Learning Benefit 

Purpose 
Educational, Serious, 

Entertainment 

Targeted skills, motivation, 

real-life use 

Interaction 

Mode 

Single-player, Cooperative, 

Competitive 

Individual practice, social 

learning 

Format/Platfor

m 

Board, Card, Digital, Mobile, 

AR/VR 

Engagement, accessibility, 

immersion 

Cognitive 

Demand 

Puzzle, RPG, Simulation, 

Trivia 

Critical thinking, 

communication skills 

Duration & 

Complexity 

Microgame, Minigame, 

Macrogame 

Flexibility, depth, sustained 

motivation 

 

Implementation of a Gamified ESL Activity at URSU :  

Case Study of Group 241 STMT 

1. Context and Participants :This study was conducted at the University , 

specifically within the Technology Faculty. The participants were first year students 

from group 241 STMT, all intermediate level English learners enrolled in an ESL 

course designed to improve communicative competence, vocabulary, and grammar 

accuracy. 

2. Game Selected: Vocabulary Battle 

The chosen game was a competitive vocabulary quiz game named “Vocabulary 

Battle”, designed as a team-based, multiplayer activity. It aimed to enhance lexical 

knowledge and spontaneous language use through gamified competition. 

4. Game Description and Rules: Students were divided into four teams of 

6–7 members each. 

The game consisted of multiple rounds of vocabulary challenges: 

Round 1: Definition matching  teams matched words to their correct definitions. 

Round 2: Sentence completion  teams filled in blanks in sentences using the 

correct vocabulary word. 
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Round 3: Rapid-fire synonym/antonym challenge — teams competed to give 

correct synonyms or antonyms within a time limit. 

Each correct answer earned points; the team with the highest points after all 

rounds was declared the winner. The game was conducted using an online quiz 

platform projected in the classroom for live interaction. 

5. Implementation Process 

Preparation: The instructor selected 60 vocabulary words relevant to the 

students’ current syllabus and created quiz content. 

Session Duration: The game was played over two 90-minute sessions. 

Motivation: Points and leaderboard rankings were displayed in real-time, 

fostering competition. Small rewards (certificates and praise) were given to the 

winning team. 

Data Collection: Pre- and post-tests on vocabulary knowledge were 

administered, along with student questionnaires on motivation and engagement. 

6. Effectiveness and Observations 

Engagement: During gameplay, students demonstrated high levels of 

participation, enthusiasm, and peer collaboration. Teams actively discussed answers 

and motivated each other. 

Motivation: According to questionnaire results, 85% of students reported that 

the game increased their interest in learning English vocabulary. 

Learning Outcomes: Vocabulary post-test scores improved by an average of 18% 

compared to the pre-test. The rapid-fire synonym/antonym round notably enhanced 

students’ ability to recall vocabulary quickly under pressure. 

Classroom Dynamics: The competitive element stimulated a positive learning 

atmosphere and reduced language anxiety, as students focused on fun rather than fear 

of mistakes. 

Instructor’s Feedback: The teacher observed that gamification promoted more 

active language use and peer learning, making the lesson more dynamic than 

traditional drills. 

Challenges and Limitations:Time constraints limited the depth of vocabulary 

covered. Some quieter students initially hesitated to participate but gradually became 

more involved as team support increased. Technical issues with the online platform 

occurred briefly but were quickly resolved. 

 Conclusion and Recommendations 

The “Vocabulary Battle” game was a successful gamification intervention in 

the ESL classroom  University. It increased student motivation, engagement, and 

vocabulary retention within a short time frame. The competitive, team-based format 

fostered social interaction and accelerated lexical recall skills. 

For future implementations, it is recommended to: 

1) Expand game sessions for covering more vocabulary and integrating 

other skills such as speaking and listening. 

2) Incorporate cooperative rounds alongside competitive ones to balance 

collaboration and competition. 
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3) Use a variety of gamified formats to maintain novelty and sustain 

motivation over the semester. 

Implementation of Role Play in ESL Classes at URSU : Group:241-

Yurisprudensiya 

1. Context and Participants : The role-play activity was implemented with 28 

intermediate-level ESL students in Group 241-Yurisprudensiya at the  University. 

The objective was to improve students’ speaking skills, oral fluency, and self-

confidence in using English for everyday communication. 

2. Design and Procedure 

Frequency and Duration: The role-play sessions were held once a week over a 

period of four weeks. Each session lasted 90 minutes. 

Group Formation: Students were divided into small groups of 3-4 members to 

encourage participation and reduce speaking anxiety. 

Scenario Selection: Realistic everyday situations were selected, including: 

1. Ordering food at a restaurant 

2. Asking for directions 

3. Job interview 

4. Making a complaint 

5. Shopping dialogues 

Preparation: Groups were given 10-15 minutes to discuss and prepare their 

dialogues based on role cards specifying characters and situation details. 

Performance: Each group performed their role-play in front of the class, 

simulating natural conversations. 

Feedback: After each performance, the instructor and peers provided 

constructive feedback focusing on pronunciation, grammar, vocabulary, and 

communication strategies. 

Scoring: A simple rubric was used to evaluate fluency, accuracy, creativity, 

and teamwork, with points awarded and shared publicly to encourage motivation. 

3. Observed Efficiency and Results 

Speaking Fluency: Students showed notable improvements in fluency and 

spontaneity. By the final session, hesitation and long pauses were significantly 

reduced. 

1) Self-Confidence: Student surveys revealed that 78% felt more confident 

speaking English in class and reported reduced fear of making mistakes. 

2) Active Participation: Role-playing encouraged even quieter students to 

actively speak and collaborate, overcoming initial shyness. 

3) Vocabulary Usage: The context-based nature of role-play helped 

students use functional vocabulary and phrases appropriate to the scenarios. 

4) Peer Interaction: The collaborative environment fostered peer learning 

and mutual support, which reinforced language practice outside of class. 

5) Instructor Observations: The teacher noted increased student enthusiasm 

and engagement compared to traditional speaking drills. 

4. Quantitative Data 
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Pre- and post-intervention oral assessments indicated an average fluency 

improvement of 15% and a confidence increase of 20% based on self-assessment 

scales. The accuracy of basic grammatical structures improved by 10%, attributed to 

repeated conversational practice in meaningful contexts. 

6. Challenges: 

I. Some students initially felt nervous performing in front of peers but 

became more comfortable over time. 

II. Time constraints limited the number of groups that could perform in 

each session, requiring careful planning. 

III. Varying English proficiency levels sometimes affected group dynamics, 

necessitating additional scaffolding for lower-level learners. 

7. Conclusion and Recommendations The role-play challenge proved to be 

an effective gamified method for enhancing speaking skills and boosting learner 

confidence in the ESL classroom at URSU . The realistic, interactive nature of role-

play helped students practice practical communication skills in a supportive 

environment.  

The research result: The result of  the data will be distributed as percentages of 

total improvement (sum of improvements = 15 + 20 + 10 + 25 = 70): 
 

 

Skill / Factor 
Improvem

ent (%) 

Portion of 

Pie (%) 

Speaking 

Fluency 
15 21.4% 

Self-

Confidence 
20 28.6% 

Grammar 

Accuracy 
10 14.3% 

Student 

Engagement 

25 

(estimated) 
35.7% 

 

 Conclusion : 

This article has explored the theoretical foundations, classifications, and 

practical classroom applications of gamification in language learning, emphasizing its 

methodological value in enhancing student engagement, retention, and 

communicative competence. Through the analysis and implementation of two 

gamified activitiescVocabulary Battle and the Role-Play Challenge the study has 

demonstrated how game-based strategies can transform traditional ESL instruction 

into a more interactive and learner-centered process. Gamification not only motivates 

students but also creates meaningful learning experiences that stimulate both 

cognitive and emotional involvement. The findings from classroom applications at 

URSU  indicate that when games are integrated with clear linguistic goals and 

structured feedback, they contribute significantly to improved vocabulary acquisition, 

speaking fluency, and learner confidence. Gamification represents a powerful 
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pedagogical tool in modern language education. It bridges the gap between formal 

instruction and real-world communication by promoting active participation, 

collaboration, and a positive classroom atmosphere. Educators are encouraged to 

apply diverse, well-designed gamified techniques to address the evolving needs of 

21st-century language learners and to make learning both effective and enjoyable. 
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