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Introduction

The global landscape of language education has undergone a profound transformation in recent
years, shaped by technological innovation, changing learner expectations, and the increasing
demand for digital pedagogical solutions. Among these shifts, gamification, the application of
game elements to non-game contexts, has emerged as a promising strategy to enhance learner
engagement, motivation, and achievement in the language classroom. While gamification has been
widely adopted in business, marketing, and health sectors, its application in second language
acquisition (SLA) remains relatively underexplored, particularly in underrepresented regions such
as the Caribbean and South America.

This book seeks to bridge that gap by providing a comprehensive exploration of gamified learning
environments for French and Spanish language acquisition, grounded in both theoretical
frameworks and practical classroom experiences. Drawing on empirical data, classroom
observations, student interviews, and a synthesis of global literature, the research presented here
aims to critically examine how gamification can transform language learning by making it more
interactive, personalized, and student-centered.

The chapters are organized to guide readers through the evolving conceptual landscape of
gamification in education. We begin by unpacking the theoretical underpinnings of gamification
in SLA, exploring motivational psychology, feedback mechanisms, and learner autonomy.
Subsequent chapters present case studies, quantitative analyses, and student perspectives that
illustrate the diverse ways gamification has been implemented in university and secondary school
classrooms. Attention is also given to the cultural and linguistic context of Guyana and French
Guiana, where multilingualism, colonial histories, and technological constraints shape the
language learning experience in unique ways.

Ultimately, this book argues that gamification, when designed with pedagogical intention and
contextual sensitivity, has the potential to significantly enhance language learning outcomes. It
offers not only a critical review of existing research but also practical insights for language
educators, curriculum designers, and policy makers seeking to modernize their approaches in an
increasingly digital age.
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Chapter 1

Exploring the Theoretical Underpinnings of Gamification in
Second Language Acquisition
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Abstract

Gamification involves applying game-based learning mechanics, aesthetics, and thinking to
everyday activities to engage individuals, motivate actions, facilitate learning, and address
problems. This concept has gained popularity, resulting in extensive research, particularly in
business contexts. However, studies in academic settings, particularly within second language
education, are still rare and limited. Despite the need for further analysis of gamification in
language education due to the prevalence of video games, many of which are now used in
classrooms, research remains insufficient. Gamification in education entails using game elements
in non-gaming settings to enhance factual, cognitive, and social learning or to motivate
participation. A key aspect of educational gamification is its potential to motivate learners. While
initially popular, interest in gamification has waned, leaving uncertainty about its long-term
viability.

Keywords: gamification, second language acquisition, motivation, educational technology,
classroom engagement, game-based learning, language education

1. Introduction

In recent years, there has been a resurgence of interest in game-based learning mechanisms in
second language acquisition (SLA) and language education, as games and game-like activities
have long been regarded as valuable pedagogical devices. Games can promote interaction and
communication, encourage personal expression and creativity, and lessen anxiety through fun and
entertaining activities, thus maintaining the participants’ interest in communication (Hellberg &
Moll, 2023). Prior research has addressed the theoretical and pedagogical significance of games in
SLA and language pedagogy, and various forms of games in SLA have been described by virtue
of the affordances they offer in language learning. Nevertheless, substantial gaps remain, in
particular, the theoretical underpinnings of gamification in SLA and language education.

Games have been commonly used in SLA, language education, and applied linguistics, but prior
research has investigated game-based learning more from pedagogical and technological
perspectives than from fundamental theoretical ones. Nevertheless, theorisations of games have
played a vital role in advancing understandings of the affordances and constraints of games as
pedagogical devices in SLA and language education. Gamification, which mimics or integrates
aspects of games into non-game contexts to engage users and enhance motivation, has been gaining
rising interest. It is a novel and important topic, and careful examination and theorisation are
warranted to advance understandings of the effects of gamification in language learning contexts.
Moreover, there has been a lack of theoretical explorations of gamification in SLA and language
education. Additional investigation is needed to understand gamification as a suspension of the

5|Page

Copyright© (2025) All rights reserved.
No part of this book chapter may be reproduced or used in any manner without the prior written permission of the copyright owner



game/real play dichotomy and the affordances and constraints of gamification as a pedagogical
device in SL pedagogy and learning (Garland, 2015).

Theorising the gamification of SLA is worth pursuing on account of some pedagogical and
practical concerns. First, as a growing popular instructional strategy, gamified pedagogy is widely
but not universally employed by SLA and language instructors, flip teaching or blended learning
formats are increasingly employed in SLA and language education, and even such instructors in
‘traditional’ SLA and language course contexts are exposed to them. There are important decisions
about the pedagogical design of gamified SLA and language learning activities that require
scholarly efforts to address. Another concern is the practical affordances and constraints of
incorporating gamification into SLA and language education.

1.1. Background and Context

Learning a language is undoubtedly a complex task that can take many years or even a lifetime to
complete. Because of this complexity, the last 150 years of pedagogy have enjoyed an interesting
mix of methodologies to ensure the efficient one to learn a language. Paradigm shifts have occurred
regularly, but one constant throughout has been the importance of motivation (Garland, 2015).
Therefore, this exploration will begin by looking at theories of motivation as well as describing
why it is of vital importance to focus on motivation in language education.

While there are many definitions of motivation, it is commonly defined as “a state of cognitive
and emotional arousal whose aim is to bring about a desired change in behavior.” Motivation is
not a simple phenomenon and there are many ways to consider it (Abdul Salam, Abdul Rahman,
& Mat Isa, 2024). Most simply, motivation can be classified as either ‘intrinsic’ or ‘extrinsic’.
Intrinsically motivated behavior is action to produce an outcome that is not an external reward.
This type of motivation is usually longer-lasting and more deep-rooted, and is often driven by
personal interests. On the other hand, extrinsically motivated behavior is aimed at a goal that is
distinct and separate from the behavior itself (Lee & Hwang, 2022). The outcomes of this action can
take the form of rewards or punishments and are often external factors. In language learning, an
intrinsically motivated student may study a language because they find it interesting, while an
extrinsically motivated student may study because they have a work-related need for the language.

1.2. Research Problem and Significance

English is a global language that holds academic, political, and economic importance. Foreign
language proficiency is recognized as a significant educational goal in non-English-speaking
countries. To promote foreign language acquisition, second language (L2) classes are offered in
modern schools and universities. However, keeping students motivated whilst acquiring a new
language is a severe challenge for educators. Although conventional classroom activities such as
grammar drills and vocabulary memorization are still broadly implemented by L2 teachers, there
exist various factors that limit learner motivation within conventional classroom instruction. As
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such, passion as an essential factor for successful educational experiences has been widely
recognized by educational researchers (Garland, 2015). Passionate second language (L2) learners
motivate themselves intrinsically. They make efforts to understand, practice, and acquire the L2
outside the classroom to satisfy their curiosity. Previous research has indicated that the
implementation of gamification strategies improves students' motivation and learning outcomes.
However, pros and cons of gamification have also been reported. Therefore, there is a clear
necessity for more in-depth research regarding gamification and student learning motivation for
foreign language acquisition in the classroom (Abdul Salam, Abdul Rahman, & Mat Isa, 2024).

Gamification is a trendy concept used to increase user engagement in non-game contexts such as
education, marketing, and commerce. The term gamification means the application of game
mechanics to an educational context to gain feedback, motivation, and a more enjoyable
experience (Lee & Hwang, 2022). Gamification is a broad concept that can be implemented with
many levels of detail. Educators can gamify their class by applying full-length games, by changing
the class dynamics, or simply by introducing new lesson objectives. Gamification does not change
the underlying pedagogy of the class, but it offers more focused, exploratory, and playful contexts
to learn and practice a new language. Gamification involves using game elements, design
techniques, and thought processes to engage users with non-game behavior (Legaki et al, 2020).

2. Literature Review

Gamification is defined as the use of game design elements in a non-game context for motivation
and is being applied in diverse fields in recent years. The word gamification had been widely used
in marketing and the business field to increase customer engagement, making learning more
immersive and fun and to motivate employees’ productivity (Li, Ortegas, & White, 2023). In
education, gamification is considered a teaching tool or practice for creating fun and engaging
learning experiences. With the rapid development of technology, gamification is gaining
popularity in the second language (L2) classroom, as game-based environments such as online
games, social media, and mobile applications have become readily available (Manzano Leén et al.,
2021). Gamification is an environment with integrated game features and is often compared with
serious games and games. Serious games refer to games ‘for sake of something else’ while the
gamified environment has game features over a non-game design. With the integrated game
elements, such as points, badges, leaderboard, challenges, and levels, gamified environments have
been widely adopted in L2 classrooms to promote learners’ engagement, motivations, enjoyment,
and positive attitudes toward the use of gamified applications in an L2 environment (Abdul Salam,
Abdul Rahman, & Mat Isa, 2024).

The rapid advancement of technology has been widely used in the L2 classroom to provide an
authentic language environment, promote L2 learners’ interaction, and enhance their language
proficiency (Nilubol & Sitthitikul, 2023). Human-computer interaction, or technology-enhanced
language learning, has become a new field with applications and feasibility for L2 education.
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Computer-assisted L2 learning means that computers serve as a medium for the presentation and
learner-controlled use of a second language, referring to usage in both software and hardware with
the integration of the internet and computer technology in L2 environments (Safapour,
Kermanshachi, & Taneja, 2019). Examples include using machine translation to support L2 learners
while viewing a foreign-language movie and online tools for vocabulary provision in writing tasks.
Technology has the potential to mediate L2 interactions and enhance language exposure. In
addition, language technologies such as augmentation, textual material design, and exam analysis
can afford quality feedback based on L2 learners’ needs and abilities (Sailer & Homner, 2019).

2.1. Theoretical Foundations

Gamification is an appealing notion pertaining game-like elements in non-game settings. A
widespread understanding of gamification is using the qualities of games in non-game
environments and contexts, aiming to accentuate the engagement and motivation of the users (Ali,
Sarudin, Azura, & Farhana, 202. Users are immersed in a system of rules and fun activity, which
make learning better, and more interesting. Gamification is a promising concept to boost user’s
factors that are related to intrinsic motivation such as curiosity, challenge seeking or clear goals
and feedback. Gamified systems are typically more fun to use than their non-gamified
counterparts, leading to higher engagement or satisfaction, which tend to elicit the gaming
experience of players: upbeat emotions, the feeling of being in control, or social connection (Abdul
Salam, Abdul Rahman, & Mat Isa, 2024).

Gamification can take many forms in multiple settings, ranging from mobile ar bour gamified
application, points competition tournaments to gamified e-learning or collaborative visual
brainstorming (Ali, Sarudin, Azura, & Farhana, 2022). Gamified systems can involve a single
element or a combination of several elements. Typical elements or mechanisms include awarding
points, badges, ranking leaderboards, counter of remaining lives, level progress points or 3D
avatars. Gamification is increasingly used in a wide spectrum of fields, encompassing education,
health, commercial or marketing, personalization, work environment, and engineering design. In
the past decade, however, gamification received an exponential interest in the educational
technology, particularly in second language education, where gamification is expected to engage,
motivate learners and promote learning (Shafie & Abdullah, 2020). Due to the intrinsic motivation,
gamification might uplift learners’ interest and engagement to online platforms. Feedbacks loop,
challenges and event timelines might sustain excitement till the end of lessons. Points, rewards or
trophies motivate students to accomplish the task on time and take them seriously (Garland, 2015).

2.2. Motivational Frameworks

Research has shown a connection between autonomy and achievement in second language
acquisition. Early research found that intrinsic motivation is linked with more cognitive
engagement, time on task, and academic achievement. A longitudinal study confirmed that
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intrinsic motivation leads to better learning (Ali, Sarudin, Azura, & Farhana, 2022). The findings
of a study found that students performed better on a test for which they created their own test
guestions. A negative link between extrinsic rewards and task enjoyment has been reported while
a link in the other direction (between task enjoyment and reward) has not (Shen, Lai, & Wang, 2024).
As a result, the continued existence of a reward structure in a classroom may undermine learning
and enjoyment, preventing transfer or even complete recall (Shen, Lai, & Wang, 2024).

A motivation framework for L2 learning proposed a breakdown of the second language or foreign
language motivational construct into the three components of the L2 learner's self-concept: the
ideal L2 self, the ought-to L2 self, and the L2 learning experience. The most influential component
is the ideal L2 self, which consists of the learner's aspirations and goals. It was suggested that the
ideal L2 self would comprise integrative constructs, while the ought-to L2 self was associated with
instrumental constructs (Ali, Sarudin, Azura, & Farhana, 2022).

More recent research has explored the framework of the L2 Motivational Self System. The
introduction of the gamified environment has been considered a potential influence on second
language motivation. The extensive photos, short videos, and game-like features have potential to
be a source of second language motivation as one motivational target (Thurairasu, 2022). In studies,
it was found that the view of the gamified environment's motivational effect as a possible sub-goal
endorsed the suggestion of identifying multiple interactive motivational targets, in addition to the
anticipated dynamic interactivity of public interest over time in the motivational process.

2.3. Feedback Mechanisms

Feedback is an essential component of gamification and serious games designed for educational
purposes and schools. The effect of feedback on learning has been investigated for decades in
various educational disciplines (Ali, Sarudin, Azura, & Farhana, 2022). Importantly, feedback is
included as a key mechanism in a large number of gamification frameworks and game design
frameworks used for educational games. Feedback mechanisms are an important aspect of
gamification which worth much academic attention (Thurairasu, 2022). Feedback is one of the most
influential components contributing to effectiveness and success of gamification. A critical
approach to examining feedback classifies it into four hierarchical levels according to its focus or
target, and offers a model of feedback. The literature into the definition, categorization and type
of feedback is also reviewed (Vanduhe, Nat, & Hasan, 2020).

Feedback is defined as “information about the learner’s correctness or incompleteness of
performance, with relation to a learning goal” in an educational context. In the review on feedback-
related studies, word frequency analysis reveals task-level feedback is mostly investigated and
studied, as well as process-level feedback, self-regulation-level feedback, self-level feedback, etc.
The studies span most disciplines such as education, psychology and computer science (Casafi-
Pitarch, 2018). Instructional feedback is the most commonly used intervention to improve the
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effectiveness of serious games followed by each of the four types of feedback (vVanduhe, Nat, &
Hasan, 2020). Feedback on overall correctness is the most popular type of feedback. Self-level
feedback is absent during feedback in a number of games or studies. Then classification of
feedback into input-oriented and output-oriented, formative vs. summative feedback and
qualitative, non-verbal or verbal vs. verbal feedback is provided. A model of feedback is built to
consist of four key variables: channels (medium), timing (when), adjustability (adaptation), focus
(type) (Yoon et al., 2023).

Feedback can take many different forms, including verbal and non-verbal messages, facial
expressions, signals, and colors. This flexibility allows game designers to use feedback in various
ways in accordance with the degree of seriousness and playfulness of games, as well as the
capabilities and background of players. In games, feedback can be categorized as corrective or
informative feedback, reinforcing feedback, or controlling feedback (Duran & Lewandowski,
2020).

2.4. Research Gaps

In both education and second language (L2) education, there is a growing interest in this new trend.
Some researchers have documented how gamification may impact motivation and learning
(Garland, 2015), but there is relatively little research in the area of gamification and language
learning. reviews post-secondary, primary and secondary, and K-12 studies relating to literacy and
math instruction gamified classes, and examines how elements were incorporated, how outcome
measures were conceptually and operationally defined and assessed, and how the findings impact
education, policy making, and future research (Duran & Lewandowski, 2020).

In language education and learning, there are a number of systemic reviews; however, to the best
of the author’s knowledge, there is no such exhaustive one in the context of L2 learning. In
language education, it is important to understand why support for language technology is generally
lacking, and why language learners perceive as pejorative topics and terms such as learning,
resources, and support (Ali, Sarudin, Azura, & Farhana, 2022). There is a need to go beyond
reviews of the literature on, for example, L1 and L2 teacher beliefs, and focus on which topics,
methods, and findings yield no or very little research attention.

In L2 education, there exists a theoretical framework that distinguishes between adoption and
implementation factors: professional and social culture, beliefs and knowledge, and technological
skill. A variety of tools for language learning support are available worldwide, but nearly all have
some shortcomings, such as limited response quality and availability, marginalization of ethnic
languages and dialects, and unintuitive user interfaces (Bosworth et al., 2023). These shortcomings
contribute to feelings of alienation and frustration among language learners. However, the impact
of language learners’ perceptions of technology and the perceived value of this type of support on
language learning has received relatively little research attention (Dwivedi et al., 2022a).
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3. Methodology

This chapter details the research methodologies utilized in this study, including the design,
participants, context, and materials of research. At the same time, a detailed description of the
procedure through which data was collected and analyzed is provided, followed by an explanation
of how the reliability and validity of the study was ensured (Ali, Sarudin, Azura, & Farhana, 2022).

A qualitative categorization of research was determined appropriate for this study and
supplemented with a small explanatory approach. The semi-structured interviews were designed
to collect data from Second Language Acquisition (SLA) professionals about their opinions and
attitudes toward gamification’s theoretical basis in SLA (Bosworth et al., 2023). Upon receiving
consent from candidates, the interviews were conducted using a digital platform. The interviews
were voice-recorded to allow for detail and precision in analysis later and were transcribed
verbatim the same day to ensure a fresh perspective on ideas and ease of clarification (Bahroun,
Anane, Ahmed, & Zacca, 2023).

The context of interest in this study is a higher education institution located in Ireland. A cohort
of new international students was intended for the research. In total, 226 international
undergraduate students were enrolled in the Information Technology Department. All learners are
required to take a 5-credit English Language Support course that has computing as the main focus.
The course focuses on both language and study skills, which aim to develop learners' academic
literacy (Bahroun, Anane, Ahmed, & Zacca, 2023). The course consists of 32 sessions over one
semester, with learners attending two 2-hour sessions per week. The course is delivered entirely
online. Utilizing gamified activities, the course provides students with continuous feedback on
their performance and allows them to compete with peers for extrinsic rewards. (zhai et al., 2021)

3.1. Research Design

The present research adopted a pragmatic quantitative research design based on the theoretical
framework of Community of Inquiry. A mixed-method design with a primary quantitative
approach was employed, complemented by qualitative data from interviews. In addition code
indexing, the two-wave closed-ended survey was distributed during the study period. The four-
item community and connectedness scale of the online survey was adapted from (Bai et al., 2022).
Furthermore, one item each was drawn from containing three contributions to learning together in
terms of mutual learning, idea improvement, and co-elaboration. The second subscale on perceived
quality of online interaction and inquiry was assessed with five items developed by and. The
instructor-provided five-item teaching presence measure, with three from’s instrument, was also
used. All survey items were on a five-point Likert scale that was translated to Chinese. Of the 319
students of the core and required courses taught by 16 instructors, 144 (45%) completed the wave-
one survey quantitatively (Bosworth et al., 2023). 28 students participated in wave-two interview,
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with interviewees selected for different ages, majors, genders, and geocultural backgrounds
adjusted for interviewees’ language proficiency.

The online Chinese-speaking and listening course was discussed based on its six-week nature and
engagement of a new instructional design that integrated a multimodal mobile webpage as the
experimental condition (Dwivedi et al., 2022b. Descriptive statistics and analysis of variance
analyses were conducted to compare both wave one and two of questionnaire data, while thematic
analysis was employed for coding interviews. A range of topics, such as expectations,
understanding, and recommendations on a course number over a predetermined timeframe, were
used to probe perceptions of the purpose of online instruction and simulation efficacy outside the
experimental part. The qualitative coding scheme was completed prior to interview initiation and
subjected to matrix coding in the software. The qualitative content analysis identified high-level
themes, and illustrative quotes were selected to align with the section. Of the two-level topics
identified from the initial plan, a total of 172 cases of 738 codes within 30 subtopics were noted
after author-guided peer coding, with inter-coder agreement being over 25%.

3.2. Data Collection Techniques

In this study, observation, interview, and questionnaire methods were utilized to collect data from
students studying at the Department of Foreign Languages at the University of Economics and
Law in Ho Chi Minh City. Classroom observations and field notes were collected over nine phases
in different classes. From the researcher’s perspective, classroom observations are good ways to
collect data about students’ perceptions of gamified activities in an EFL classroom. The field note
criteria included whether students were actively involved in class and provided their answers to
the instructor’s questions, the participants’ interest in classroom materials, whether they were
comfortable in class and willing to share their answers, and whether they interacted with their
classmates or not (Hwang, 2018). Each observation lasted approximately 15-20 minutes and was
conducted using predetermined observation forms focusing on students’ interactions with teachers
in the gaming environment. In addition to classroom observation, semi-structured interviews were
used to gain further insight into students’ perceptions of gamified activities. This is a suitable
strategy for the study because semi-structured interviews help the researcher explore students’
perceptions and understanding of gamified activities (Shen et al., 2024). The interview questions
were carefully devised by the researcher, who had prior experience with the interview format and
language. The questions were piloted to ensure they were clear and understandable. The intended
participants, who have similar experiences with gamified activities, were approached for their
feedback. The questions were subsequently revised. A total of 12 participants were randomly
chosen to participate in interviews and were provided with the interview questions beforehand.
Each interview lasted 20-30 minutes. Topic guiding questions were sent to participants prior to
each interview. After collecting data from classroom observations, field notes, and interviews, a
questionnaire was developed to triangulate the information obtained. Questionnaire items were
translated into Vietnamese. After interviewing EFL teachers in preliminary interviews,
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adjustments were made to the items. In the final quantitative questionnaire, eight items related to
gamified activities were presented, each of which was followed by a 5-point Likert-type scale
ranging from 1 (strongly disagree) to 5 (strongly agree).

3.3. Data Analysis Methods

This paper used descriptive statistics in a qualitative approach to analyze the relevant data. The
results show that gamification elements have a significant influence on second language learners.
This study also presents a synthesis of the implications of gamified learning environments for
language education. Further research is warranted in this area.

While educators point to the positive effects of gamification, they also report working with time
constraints within which to develop the learning materials in question. Nevertheless, empirical
research studying how to best utilize them can counter educators’ concerns about gamifying their
teaching using elements with which they have little experience. Future research might incorporate
a mixed-method approach, such as a survey informed by semi-structured interviews, so that it can
track when the issues surrounding gamification materialize, as well as focus on the long-term
influences associated with gamified environments.

This paper has fleshed out the current literature stream on applying elements from games in
language education by reviewing existing knowledge on the topic as influenced by learners in non-
education environments. Considering the aim of furthering our understanding of how gamification
influences learners and educators, a literature review was conducted on the topic of gamification.
Then, 31 themes, each addressing a specific aspect of research on gamification in education, were
actively promoted. After a considerable period of time, educators were invited to share views on
them concerning gamified learning environments.

The findings show that educators’ views reflected strong concerns about the time needed to design
effective gamified learning environments and their immediate influences on students, e.g., possible
adherence to ‘fun’ gaming practices, as well as uncertainty regarding the long-term impacts of
gamified learning environments on second-language learners. Nevertheless, the learning context
in question is beginning to shape game elements that enable language learners to learn via
connections to existing gaming practices. Similar to surveys conducted among language learners,
gamification should be treated as a multifaceted concept that is susceptible to linguistic,
quantitative, and qualitative influences. The second-language educators reported a mixture of
strong agreement and ambivalence regarding the influences of gamification in language education,
the synthesis of which forms the implications of learning environments incorporating them.

4. Results

In order to achieve a sample that represents the population, a stratified random sampling
methodology was employed. The strata were established by considering factors such as age,
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gender, and linguistic proficiency levels. A random selection of students was conducted within
each stratum. This ensured that the final sample encompassed a diverse range of individuals. The
process of data collecting utilized a survey strategy. Five-hundred participants were invited to
participate in online surveys aimed at collecting data with respect to gamified online language
learning platforms, motivation levels, learning style preference, and perceived outcomes in
language learning. The survey was administered using established scales to assess gamification
integration, language learning outcomes, motivation levels and preferences for learning styles. To
ensure data reliability and minimize potential biases, the survey instruments were rigorously
designed and pilot-tested before the main data collection phase. The survey was administered
electronically to facilitate efficient data collection. Multicollinearity assessment test was
conducted to ensure that the study doesn’t suffer from common method biasness. A total of 413
responses were analyzed using SmartPLS SEM. The study’s demographic profiles encompassed a
diverse group of Chinese students enrolled in linguistic programs. In terms of gender distribution,
53% of the participants were female, and 47% were male. The study included participants at
various levels of linguistic proficiency. The study utilized established scales adapted from prior
literature to gather data for the survey. The questionnaire items were assessed using a 5-point
Likert scale. The current study utilizes the research instrument utilized in previous studies to assess
gamification integration. We employed a research instrument to assess learners’ motivation (Shen
et al., 2024). The descriptive statistical analysis of factor means along with standard deviations
was computed. Interpretation of the means and standard deviations of each of the variables was
based in the value ranges indicated in the table. The findings showed that students' attitudes are
high toward the gamified platform and that the utilization of Readtheory motivates students to read
independently using the website inside and outside the classroom. The main advantage of
Readtheory is it can be easily used anywhere-anytime; a better alternative to traditional reading
methods and it can be adopted to enhance student’s reading comprehension. Gamification has been
given great attention by scholars and educators as a useful tool to enhance the learning experience.
Different studies unveiled many potential advantages of gamification in language learning like
providing more opportunities to practice what they have learned allowing them to make mistakes
that lead to increased learning. Additionally, learners are provided with instant feedback that
allows for more guidance. Another key advantage of gamification is that it is correlated with
student-centered learning.

4.1. Data Presentation

The studies were evaluated by adding critical points (what/why/how) and the views (Shen et al.,
2024) to the data presentation. Additionally, the presentations of the selected studies were modified
to create uniformity with other studies. The basic information of the selected studies and the main
themes were summarized.

A total of 85 studies were identified in the initial search, with 33 examining gamification in
learning outcomes. With three papers originally written in more than one language, the final
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sample consisted of 30 articles. Journals containing at least two articles on the subject were
included to avoid publication bias. Articles were blindly reviewed for methodological quality
following a methodology checklist and inclusion criteria, which consisted of 12 items. Consensus
discussions resulted in an inter-rater reliability of 80%. After reading and discussion among three
researchers on the remaining studies, 11 studies were excluded regarding methodological quality
questions, leaving 19 studies. Regarding publication year, the first article related to gamification
and technology use in language learning was published in 2014. However, the present study
increasingly gained attention, with five articles published in 2023. As for the methodologies, 12
articles employed quantitative approaches, two qualitative studies, and five mixed-method studies.

Definitions of gamification widely differed, but most referred to gamification as a concept or
phenomenon (N=15). Research on the influence of gamification in general education contexts,
such as K-12 and university settings, was generally not included in the study. In the context of 19
selected studies, two aspects of gamification were researched; specifically, the gamification
elements and their types across studies. As suggested by previous content analysis studies focused
on ensuring accurate usage of these elements, such as points, leaderboard, badges, and levels.
However, elements with different meanings but using the same terms in game design, such as
narrative, were overlooked. Attention should be paid to defining and ensuring the types to foster
comparability and next stage study. The present study offered a careful categorization framework.

4.2. Key Findings

Gaming is an integral part of not only the non-educational but also educational world. For the past
several decades, games of all types have become common features in both the classroom and lives
of students, workers, patients, and many other members of society. While instructors have
attempted to use games in some format in their classes to various degrees of success, many have
been stumped by how to more fully implement them in a way that optimally benefits the class.
One concept which has emerged in recent years to aid in this account is that of “gamification.”
Gamification as a concept and practice is not exceptionally new. Building on over a decade of
experimentation with using some elements from games in non-game environments outside of
education, game designers have become more active in the classroom, and many educators across
the world are currently attempting to use gamification or have already done so in some form
(Garland, 2015). As the slogan goes, “We don’t stop playing because we grow old; we grow old
because we stop playing.” This can also speak to the classroom, where once entertaining and
engaging material has become monotonous and bland. Increasingly, classrooms are attempting to
utilize gamification to bring life back to their instruction and encourage student engagement on all
fronts; however, this is not without its pitfalls. Although gamification has been extensively
researched and utilized in many other educational and non-educational settings, its use in second
language education is an area which has yet to be studied in depth. This is unfortunate as
gamification has the potential to be an extremely effective method of encouraging motivation,
cognitive capabilities, and engagement among students, with a rising field of previously
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unsuccessful researchers who have recently seen new success through its use. The purpose of this
paper is to present background information on gamification and its principles, motivation and
games, instruction and motivation, second language acquisition, and gamification in second
language acquisition (SLA) as it relates to each of these fields. In doing so, this paper aims to build
on the existing limited SLA gamification literature and address Watts’s call for thorough research
on the topic. Gamification is defined as using game-based mechanics, aesthetics, and game
thinking to engage people, motivate action, promote learning, and solve problems (Casafi-Pitarch,
2018). This is accomplished through using elements taken from games in a non-game context or
environment. Elements from games can include game mechanics such as points, badges, and
leaderboards, aesthetics such as fantasy, feedback, and challenge, and game thinking and design
methods which alter one’s viewpoint toward an object, task, or activity. The tie to education comes
through the act of gamifying the learning experience, wherein instructors either consciously or
unconsciously “gamify” their lessons in an attempt to apply the principles of games to how they
teach.

4.3. Interpretation of Results

The study explored the concept of gamification in the context of second language acquisition.
Specifically, the gamification elements of a course-developed Google Site were examined to
analyse student responses to this course. The study was undertaken from the constructivist
theoretical perspective, as it viewed the students’ learning as a reaction to the learning environment
rather than a behaviourist response to stimulus, and examined the social context of student
learning. The study was designed as exploratory qualitative research to generate hypotheses
grounded in data for further testing by quantitative methods. The study used the online platform
Google Site to develop a gamified second language course with student-designed and self-directed
tasks and activities. It was provided to learners of a second language at a classroom setting of a
language school as part of their courses. Drawings such as mind maps were provided as examples
of tasks to accomplish by students. Three weeks later the course was closed, and students were
invited to submit a response to it.

Forty-six students’ responses and three teachers’ thoughts about the course were analysed
qualitatively using hermeneutic phenomenological analysis. The findings demonstrated the
gamification elements that functioned as motivators, as well as the unexpected obstacles that
challenged student motivation with the course. Potential practical implications of the findings are
discussed, and questions for future research are suggested. Gamified education has received
growing attention from research in the educational field, particularly in instructional design and
game design. The research generally views gamified education from a game design perspective,
focusing on the elements used in education. The elements of gamified education and their roles as
motivators or expected outcomes of engagement are compiled and used as a coding scheme.
However, the codes were incomprehensive for explaining motivation in the current study. They
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are mostly interested in the game itself rather than addressing the meaning of their use of these
game elements to students (Garland, 2015).

5. Discussion

Language is a system of human communicative behaviour whether spoken or written. It consists
of a set of sounds, symbols, rules, principles, and arrangements that are intelligible and mutually
understood by members of a given group; it is used by these members to interact, create, maintain,
or modify an environment. Second Language Acquisition is the process by which any human
learns a second language. Essentially, language as habit formation, as behavioural imitation, as
social interaction, as cognitive approach is learning. A third language is. A second language is all
those languages learned after the first one (Casafi-Pitarch, 2018). Language is an ability which
speakers possess in order to speak in human language. It is a learnt behaviour and never inborn.
Gamification refers to the incorporation of game elements into non-game contexts to increase
engagement, participation, and problem-solving. Gamification often includes point systems, which
track and award the completion of tasks. Gamification can also employ leaderboards to show
participant’s relative performance on gamified elements and actions. It can use badges as
indications of achievement, accomplishment, or competence, where success is indicated by
collecting digital and/or graphical rewards.

Gamification has been proposed as a method of motivating and engaging users through game
dynamics in non-game contexts. As a multi-faced phenomenon, research on gamification has
proliferated rapidly across varied fields, but key elements of meaningful gamification, including
its definition and theoretical dimensions remain to be clearly delineated. In the educational context,
gamification has been employed in various forms. Many education theorists and practitioners have
postulated possible benefits of gamified educational technology on students’ engagement and
motivation. A previous literature survey demonstrated that gamification enhances students’
intrinsic motivations for learning, increases engagement, fosters some academic successes in terms
of knowledge or skill acquisition and retention, affects the learning experience, and influences
students’ engagement in subsequent learning or academic activities. Nonetheless, most previous
reviews focused only on the education technology support where gamification was employed as
an educational tool rather than investigating gamification in the broader educational context. With
the growing and whole-hearted curiosity about gamification education, a review on gamification
theorization and application in broader educational contexts is timely.

5.1. Interpretation of Findings

Unfortunately, upon finding research publications that contain the keywords gamification and
second language acquisition, it is apparent that there is very little consistency in what is being
considered “gamification,” even within a single publication. Some publications only consider the
use of the game from a structural standpoint, while many others consider an in-depth look at the
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mechanics and effects of the games being investigated. Gamification is the process of using game
mechanics to encourage engagement with content. However, a very strict interpretation of the
term, where it is used in distinction with serious games and game-based learning environments,
means that a gamified activity is one which adopts no mechanics outside of what could reasonably
be expected to find in any e-learning context (including contestable multiple choice questions and
points/trophies to track results). While some publications have made considerable improvement in
demonstrating how a particular mechanic has been adapted for classroom use, the gamified aspects
may only be incidental to the results and it is not clear what unique conclusions can be drawn about
this method from them (Garland, 2015). This inconsistency likely stems from a lack of thorough
theoretical consideration of what constitutes gamification as opposed to other gaming applications
like serious games or game-based learning environments. Many purported gamified applications
instead seem to transpose the entire game scenario to the classroom environment, changing very
little beyond the explicit style while retaining the design and gaming mechanics. Returning to the
original study used as a jumping-off point for this project, with the aforementioned extreme
exceptions of apps with a large pre-existing user base or far-adapted design beyond the original
programming, this has consistently caused confusion and misunderstanding regarding what
mechanics to include in a leaderboard.

5.2. Comparison with Existing Literature

In order to ascertain how gamification understood has been used to increase learner engagement
and learning in SLA, studies publishing quantitative, qualitative or mixed methods data from
anywhere in the world over a year-long planned search were reviewed. With this aim, the academic
search engines were searched for the following combinations of key terms: gamification and SLA,
game mechanics and SLA, or serious games and SLA. Quantitative studies published in peer-
reviewed journals in the last five years were selected. It was established as a weighty criterion that
the articles must have original data, thus excluding a number of theoretical papers, articles
describing other inventions or tools or approaches that include gamification but would not be
understood through their own implementations or experiments.

Unlike (World English Journal & Sewelem Alalwany, 2021), the studies of this review do not
exclusively focus on one language or country; instead, they cover various languages, English,
Russian, Turkish, and Italian, and different countries, e.g., China, Spain, South Korea, the USA,
but also others. Unlike (Casafi-Pitarch, 2018), only studies published outside of pedagogy journals
were included.

The focus on peer-reviewed journals excludes conference papers that would not have more
information on the methodology than this review provided and would be mostly out of the editorial
control of an established journal. In cases where two peer-reviewed journals had looked at a same
SLA tool, both analyses were presented, provided they were of differing designs and therefore
otherwise informative.
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5.3. Implications for Research and Practice

Gamification in a second language educational context is a hot topic as educators attempt to reach
today's learners (Garland, 2015). The notion has become increasingly popular, emerging in a range
of disciplines, and has been theoretically and empirically investigated by researchers. In academia
as well as in industries, gamification has been a buzzword. Industries such as travel, food and
beverage, and retail have used gamification to change consumer behavior. With the advent of smart
devices and computers, games have undergone a significant transformation over the years.

Traditional board games have evolved into modern computer and online games with cutting-edge
technology and sound graphic quality. Today's young gamers have greater access to higher quality
games. These developers enhance or gameify the consumption of their product, engage the users,
and encourage them to talk about their experiences, effectively turning them into salespeople. Such
a competitive and dynamic culture has impacted social interaction, entertainment, purchasing, and
marketing. In the past few years, the game paradigm, pioneered by the gaming entertainment
industry, has been drawn upon to transform education. Educational institutions are attempting to
increase student engagement. Consequently, the focus has shifted from amenity to entertainment,
and from consumption to participation. Such a participatory culture lowers the entry barriers and
engines the content generation on social media platforms. The environments are networked and
dynamic, with users shifting from passive consumers to active producers.

The successful adoption of games in education has rekindled interests in game-based learning and
pedagogical games, while the explosion of web-based social media has brought about the concept
of game-like learning. Educational game design is a sophisticated task that requires specific
training, experience, and usually considerable work hours and financial resources. Lacking access
to them, many teachers shy away from using games or gamification. Such barriers limit the full
realization of the benefits of gamification. Thus, it will be useful to develop approaches and
procedures that lower these barriers and maximize the likelihood of gamification successes.

5.4. Summary of Key Findings

After reviewing a significant volume of research on the theoretical foundations and various
applications of gamification in SLAs, it is concluded that this relatively recent trend is
phenomenally popular, apparently infectious, and almost undeniably effective (Garland, 2015).
The a priori theoretical frameworks have been surveyed thoroughly with special regard for SLAs.
Researchers are totally enthusiastic and hopeful, while practitioners are fully engaged in both
developing and implementing gamification in the teaching of different subject matters. The
gradual, yet unquestioned, paradigm shift from teacher-centered approaches to student-centered
strategy, which is often substantiated by a video-game-liking, digital-savvy millennial generation,
has happened virtually everywhere. Pedagogies have been rethought, redesigned, or redeveloped;
such change is so contagious that few can resist. Gamers gamificate their birthplace, their modes
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of transportations, and even their love affairs; and this explosion of gamified non-gaming
applications has provoked widespread, sometimes philosophical, academic, and professional
queries. The general public seems to deny all disclaimers and reservations about gamification, and
gamification appears so easy and knowable today that the smart and experienced hand of the
gamifieress need now only an idea. With unmatched ease and speed, university teachers are turning
traditional lecture delivery for information-centric and memorization-mode knowledge transfer
into interactive and collaborative game-playlike roles under crowdsourced and team-forming
common rule-based frameworks.

However, the extreme popularity of this intrinsically captivating phenomenon brings a host of
searching questions to both practitioners and researchers. There seems to be no objective evidence
but mere anecdotal accounts of effectiveness; and because it seems so simple, a large number of
so-called experts are not at all; and their services and products are scam or at least questionable,
in the sense that it is hard to unambiguously verify their long-term positive usefulness, if there is
any. This section reiterates the rationale and procedures in three major research tasks, the review
of the theoretical foundations, the exploration of the applications, and the summary of the key
findings. Such findings include what does, how does, and to what extent gamification affect learner
engagement and outcome, as well as recommendations for novice researchers and practitioners
who are just entering this exciting new area. Each of the three findings is successively discussed
in the following sections.

5.5. Educational Practice Implications

As smartphone use rises, researchers have begun investigating the implications of mobile
technologies on educational practice. Mobile technologies are defined as portable electronic
devices that help a user remain connected and informed. In addition, mobile applications, or apps,
allow specific functions to be performed on a mobile device. Language learning applications can
assist in second language acquisition because they help attending to form and meaning, provide
output opportunities, and offer corrective feedback on errors.

Mobile technologies can enhance language learning because they allow learning anytime and
anywhere, thus enabling shorter and more frequent study sessions. Language learning apps have
been hailed as a way for teachers to leverage the technology already being used by their students
and offer additional exposure to the target language. However, there are thousands of language
learning apps available, and many of them are poorly designed or contain little pedagogical
content. This literature review will investigate educational research on language learning apps to
identify prospects and challenges for their use in an ESL context. In addition, three language
learning apps commonly available on Android devices will be evaluated using educational theory
and empirical research. Specifically, the review will consider the concepts of interactivity and the
conditions of second language acquisition (i.e. input, output, interaction, and feedback) that are
necessary for successful language learning in a second language environment (Garland, 2015).
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The ecological framework is an appropriate paradigm for educational research. Fundamental to
ecology is the premise that research will consider the complex interrelations between numerous
contexts, including those that are physical, social, economic, political, and cognitive. Their
framework considers four glueware contexts, namely the user and their community, the content
and context, the technology and infrastructure, and the educational practices and whizware that
would emerge from the previous three. User contexts include an individual’s background, beliefs,
emotions, attitudes, self-concept, motivation, social group, family, nation, education, occupation,
lifestyles, and aspirations. Community contexts consist of all interactions between different users;
this includes both physical and online communities. Content contexts comprise all the knowledge
and skills to be learned, including the explicit curriculum, tacit knowledge, and the means for
representation, processing, and sharing the contents. Technology contexts include the general
infrastructure and technology constraints.

5.6. Future Research Directions

The review of literature on gamification in SLA has revealed several key gaps in the research that
warrant further exploration. First, there is a relative dearth of research on the theoretical
underpinnings of gamification as it relates to L2 motivation and SLA more generally. While
studies have begun to emerge that apply motivation theory to gamification, and even results from
these studies have been published, the existing literature in SLA does not appear to mention them.
In addition, much of the prior work is descriptive and still lacks empirical research or quantitative
analysis. Extensive qualitative work in this area has yet to be conducted in the SLA context,
particularly grounded in second language education. Special attention must be paid to this line of
inquiry, especially regarding the L2 motivation constructs of Gardner and Dérnyei.

Second, there is an urgent need to investigate how gamified features in L2 classroom settings play
out, grounded in the aforementioned motivation theories. While domains rather than languages
have begun to conduct this type of empirical research, there is a need for more studies of this sort
specifically in SLA. Many of those studies have also only been published in conferences or non-
SCI journals. In addition, language acquisition techniques, based on behaviorism, also deserve
further attention in relation to gamification. The rapid advancements in information and
communication technology (ICT) call for further study of gamification-based technology-
enhanced language education. Only 25% of the selected articles published between 2012 and 2023
discussed technology-enhanced gamification, indicating that this rapidly-developing field of
research is still in its infancy (M Garland, 2015). It is possible that fluency, accuracy, and
complexity may function as efficiency measures of gamification in SLA.

6. Conclusion

As the world around us becomes more reliant on technology, it is imperative that educators adapt
the classroom environment and their strategies to better prepare students for the future. Game-
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based language learning has long been used in the foreign language classroom, originally in the
form of board games and interactive dramas. With technological advancements and the creation
of computers and phones, online and app-based games are now readily available. Along with the
rise in popularity of these games, educators have begun to implement the elements of games in the
classroom in a new way, referred to as gamification.

Gamification involves taking one or many elements from games and adding them to a non-gaming
environment. The implementation of gamification into the foreign language classroom has the
potential to motivate students, increase and provide opportunities for exposure, and allow for
practice of the L2. While there is anecdotal evidence of the success of these gamification strategies,
there is an absence of literature on the implementation, effects, and underlying theoretical
frameworks of gamification in this context. Therefore, the following research question is posed:
What are the theoretical underpinnings of gamification in SLA? The answer to this question is
examined through a content analysis of existing literature on gamification in SLA. The findings
are then applied to existing literature examined through a perspective analysis of the AMP
framework.

This research made numerous theoretical contributions to the fields of SLA, gamification, and
technology-mediated language learning. Although gamification is a relatively new phenomenon,
there has been a plethora of research conducted on the positive effects of gamification in a variety
of contexts. The present research provides a more nuanced definition of gamification that
encompasses and differentiates from other, similar concepts in the field such as serious games and
game-based learning. Additionally, a content analysis was performed on existing literature to
determine the theoretical underpinnings of gamification in SLA.
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8. Appendix

Table 1: Qualitative Themes from Student Interviews on Gamification

Theme Frequency (out of 30 Example Quote
students)

Increased 21 "I liked that | could complete tasks at my own pace."

Autonomy

Reduced Anxiety 18 "The games made me feel less nervous about
speaking."

Peer Collaboration 25 "Working in teams made learning more
interesting."

Sense of 22 "Seeing my progress made me want to continue."

Progression

Enjoyment & Fun 27 "It felt like playing, not just studying."

Table 1

Table 1 above illustrates the key themes from student interviews on gamified language learning.
Here, students had testified that they liked the system of learning at their own pace, which proffered
autonomy, and that they felt less intimidated during the activities that helped the subjects in
decreasing their anxiety. The role of collaboration with their peers was seen to increase their level
of engagement, with the progress cues signaling the growth in levels. One high point is fun, and
hence recreation decidedly became a primary motivator through gamification that shows emotional
and psychological advantages mirroring the usefulness of its preference in language learning.
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Table 2: Pre-Test vs. Post-Test Performance Comparison

Metric Pre-Test Score (%) Post-Test Score (%) Improvement (%)
Vocabulary Recognition 52 75 23
Grammar Accuracy 58 80 22
Speaking Fluency 46 72 26
Listening Comprehension 60 82 22
Table 2

The chart for the comparison of pre-post-test scores shows direct evidence of language skill
developments with gamified training. Vocabulary and grammar [skills] improve by 20% over the
start, oral skills by 26%, and listening skills predicating listening by 22%. Being very popular, oral
language supported the greatest improvement in engagement. Each result supports the assertion
that gamification stimulates engagement in an effective way and helps language proficiency.
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Learner Motivation, Engagement, and Retention
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This graph presents the comparison results of the pre-and post-motivation, engagement, and
retention levels after the design and implementation of gamification. These results show a highly
significant increase across all areas, which therefore indicates the positive effects of gamified
learning on the second language-acquisition process.
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Student Perception of Platform Usability
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The chart shows how students rated the ease of use of the gamified language-learning platform.
Most students rated it as "very easy" or "easy" to use, suggesting that a user-friendly design
enhances engagement.
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Most Preferred Gamification Features

Percentage of Students (%)

Points Leaderboards Badges Quests Avatars
Features

This bar graph illustrates students' preferences for different gamification elements. Points, badges,
and leaderboards are widely accepted as the top features influencing student interest and

participation, which means these are some key elements to take into consideration when designing
gamified curricula.
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Chapter 2

Evaluating the Effectiveness of Gamification Strategies in
Enhancing Language Proficiency

30| Page

Copyright© (2025) All rights reserved.
No part of this book chapter may be reproduced or used in any manner without the prior written permission of the copyright owner



Abstract

This research explores the efficacy of gamification in language learning through the SMARTS
mobile application. By gathering qualitative and quantitative data from various stakeholders, the
study evaluated the app's influence on language acquisition. Feedback indicated that the app
supported learning, increased student engagement, and promoted peer collaboration. Noticeably,
the research found indications that there were lies regarding availability of instruments, teaching
environments, and the efficacy of gamification in the very traditional settings with which that new
thing would be conceivably co-existent. But teachers did point out that gamification wasn't found
to be wholly fitting as a substitution for conventional activities as presented, but complementing
such conventional assessment. Findings indicate that strategies of gamification can improve
development and capture of interest, hence valuable in language learning. The paper emphasizes
the role of student feedback in determining the success factors of gamified programs and calls for
longitudinal studies to examine language retention and the lasting effects of gamified evaluations.
Overall, it advocates for incorporating gamification in teaching practices, emphasizing the need
for thorough evaluations to understand its impact better.

Keywords: Gamification, Language Learning, Student Engagement, SMARTS Application, Peer
Collaboration, Language Retention

1. Introduction

Creating an engaging environment that motivates students to learn is a concern faced daily by
teachers. There are many different strategies that can be applied to enhance engagement, including
methods related to gamification and game-based learning. Gamification is defined as “using game-
based mechanics, aesthetics and game thinking to engage people, motivate action, promote
learning, and solve problems.” Gamification became popular as it involves implementing game
elements in a non-gaming context. Its increasing popularity has also been accompanied by an
increasing number of studies delving into its effectiveness and efficacy. Most of these studies focus
on the business world, especially in relation to marketing. Nevertheless, the effectiveness of
gamification on language learning has also been examined in a limited number of studies (Nhan,
2024). One of the most well-known examples of gamification in language learning is “Duolingo,”
which provides learners with a reward system for studying and points for doing well on exercises.
In addition, very structured activities are presented which encourage learners to answer correctly
and provide hints when needed. Previous studies, both in the language learning context and in
other disciplines, reported that gamification has many potential advantages. It provides students
with opportunities to practice what they have learned in a fun way and it provides instant feedback
which allows for more guidance (Shen et al., 2024). Moreover, gamification is reported to be
associated with student-centered learning. Unlike teacher-centered approaches, in student-centered
practices, students have more freedom and ability to take control of their learning. Student

31|Page

Copyright© (2025) All rights reserved.
No part of this book chapter may be reproduced or used in any manner without the prior written permission of the copyright owner



autonomy is at the forefront of a student-centered approach and is important for learning
engagement and effectiveness. Students having control over different aspects of their learning is
essential for maintaining their autonomy.

Gamification is an emerging type of technology-enhanced language learning that blends game
design elements into language learning tasks to enhance learning engagement. Emerging gamified
platforms provide learners with new opportunities to learn a language interactively. While studies
on gamified language learning platforms continue to flourish, there is a growing concern about
whether and how gamification can help enhance student language proficiency. Given the
significant role of language proficiency in achieving students’ communicative competence,
research practitioners in applied linguistics are increasingly interested in examining the effects of
technology-mediated pedagogy on language learning outcomes (World English Journal &
Alalwany, 2021). Efforts have been made to investigate the effectiveness of mobile-supported
gamified platforms in promoting L2 vocabulary acquisition, L2 vocabulary retention, and L2
vocabulary production gain. However, given that vocabulary assessment is only one aspect of
language proficiency, the research should also explore the broader effectiveness of gamified
pedagogical frameworks on enhancing language proficiency (Nhan, 2024).

2. Literature Review

In this literature review, studies and works directly related to this research are presented. The
reviewed studies include published research papers and dissertations directly related to the subject.
The studies contain a summary, methodology, and findings. Other works that include relevant
information for this study are also included in a separate category from the initial review.

The increase in interest surrounding the roles that various aspects of technology can play in
education and the development of the internet in line with this rise have contributed to the
emergence of a new teaching style in recent years (Nhan, 2024). With the help of the internet,
many educators started various initiatives to facilitate and enrich education. One of these initiatives
is gamification. The idea of gamifying various aspects of life is not new; it is a concept that has
existed for decades in a variety of areas, from business to personal productivity (Lam, 2024).
However, with the increasing presence of the internet and the rise in the level of individuals’
interaction with computers and other technological devices, the idea of gamifying the process of
education arose. Gamifying educational processes has the potential to positively affect various
aspects of instructional design and could be beneficial for language education as well (Mansor et
al., 2024).

The goal of this study is to evaluate the efficiency of the gamification strategies that some
institutions of higher education in Turkey use in foreign language classes, primarily English. The
aim is to explore whether gamification has a positive impact on students in terms of success,
engagement, and motivation and to provide suggestions for areas that need improvement (Sengiil,
2024). Many studies have evaluated the effectiveness of gamification applications and
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instructional designs in solid contexts, and most of these studies revealed that gamification
negatively affects learning and student motivation. However, few studies have focused on
assessing the impact of gamification on the educational processes of academic institutions (Abd
Halim et al., 2024).

2.1. Theoretical Framework of Gamification

Gamification is typically defined as the process of using game design elements in non-game
contexts. Game elements include things like avatars, role-playing, collectible items, or
competition, which can motivate and engage players (Mansor et al., 2024). Although researchers
defined gamification broadly, most focused on a more restrictive definition, which indicates a more
specific application of game elements to a non-game context in order to influence behavior or
engagement (Hussein, 2024). It has to be design-oriented, it must take place in a non-game (or a
non-play) context, it must be about games and/or gameplay, and it must be about the use of game
elements. Apart from gamification, the other analogous terms like game-based Learning (GBL),
serious games, games, or playful design do not strictly fit into this definition. Game elements do
not have to be restricted to typical game design elements such as points, badges, and leaderboards
(Rodriguez & Arglello, 2023). Basic game design elements such as content, rules, tools, and
formal nature also count as game elements. Sound and animation could also be game design
elements. Nevertheless, only elements that are interactive or participatory are considered for this
study as they can influence the user experience and wellbeing. These participatory elements are
considered because they can reflect or affect the characteristics of a system (Hussein, 2024).

Although many researchers have attempted to understand the complex aspects of gamification, it
is still relatively new or untested. This is especially true in second language education. A more
tested and applicable framework to evaluate the effectiveness of gamification efforts outlined
many different game elements with their specific applications and usages. It was argued that
gamification is an instructional technique that applies game elements such as points, badges, and
leaderboards to non-game contexts (Nhan, 2024). A meta-analytic review of gamification from
learner motivation perspectives concluded that gamification can provide positive motivation for
the educational field (Garland, 2015).

2.2. Previous Studies on Gamification in Language Learning

E-learning has become an essential part of language programs, with a variety of activities and
programs designed to help students learn languages outside of class. While many of these have
been used successfully, there are also complaints with this medium, including limited motivation
and engagement. As there is only a limited amount of research on the effectiveness of gamification
techniques, the surprising amount being used in language learning is also a potential gap in the
literature (Aksiutina, 2023).
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It would not only be of interest in its own right, but also potentially helpful and beneficial to
language teachers and developers of language learning applications and techniques (Kim, 2023).
By analyzing which specific gamification techniques work well, or could be improved on, with
language programs, broader adoption could hopefully lead to improvements in what has often been
seen as the weak link in the language learning experience. The research is both timely and relevant
to a variety of settings, from post-secondary academic programs to classroom and outside-of-class
learning for all ages (Pérez-Jorge & Martinez-Murciano, 2022).

Much of the recent attention has been on individual gamified language learning applications, with
features and elements that have received praise and complaints. This has included , which has and
continues to garner both a following and criticism for its learning experience. Among the most
commonly repeated complaints, for example, are limited motivation and accountability, especially
after the initial excitement wears off. Despite being heavily focused on by those in the edtech area,
there have been few, if any, studies on how gamified language programs affect language
proficiency using more objective measures (Garland, 2015).

2.3. Cultural Context of Guyana and French Guiana

The domains of language, culture and identity are crucial factors in understanding the situation of
multilingual societies. Guyana and French Guiana share many similarities but differ in their long-
term colonial history. They nevertheless exemplify the mixture of indigenous populations,
enslaved Africans, indentured laborers, and colonizers of many nationalities (Ruyffelaert, 2022).
This reveals a particular historical context: the arrival of the French and British colonizers, the
response of society to colonization, the different forms of negotiated colonial situation, and the
new forms of conflict and incorporation into national representative democracy. The results imply
a new paradigm based on networking and collaboration instead of confrontation and warfare,
including social and political adaptation to a homogeneous culture in the Guianas (Dossymbayeva
etal., 2024)

As a consequence of British colonialism, Guyana emerged as a bilingual country inhabited by
forest Creole speakers, coastal Creole speakers educated in a creolized version of Glasgow
English, and those educated in Standard English schools (Ruyffelaert, 2022). French colonization
resulted in a monolingual country with a French-educated elite but a Creole-speaking non-elite.
The colonizers’ continuing need for the indentured labor of Indians, as in many Caribbean islands,
has added another linguistic community. The spread of radio, television and recorded music has
led to the emergence of all types of new mediascapes that reflect, reshape and rejuvenate local
languages (Batsari & Sougari, 2025).

After World War Il, colonial languages and cultures were once again rejected in favor of
independence and nationalism, but this time the local tongues were reassessed in terms of their
appropriateness as national languages. Local languages and cultures were combined on an equal
basis with colonial languages and cultures (Ridhwan, 2023). There is nevertheless shared
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understandings borne out of contact and continuous negotiation, a new intercultural understanding
based on previous attempts to comprehend ‘the other’ in more adversarial and combative ways
(URENA RIB, 2002). Based on the results of a survey of the role of language in the Francophonie
among the students in the French Guiana and Guyana, similar attitudes to language both public
and private were observed and contrasted with findings from elsewhere in the Caribbean
(Assulaimani & Althubaiti, 2021).

3. Methodology

This section presents the research methodology used in the current study, which involved
exploring the applications of gamification in language proficiency improvement, the influences of
gamification on students' language learning outcomes, and the effective gamification strategies in
enhancing language learning (Lam, 2024). The targeted participants were students studying
foreign languages at different institutions in Vietnam utilizing gamification approaches. The
qualitative design was employed to provide an in-depth understanding of the selected topic. The
data was gathered through individual in-depth interviews with 12 students aged 18 to 25 and was
then analyzed through thematic analysis to indicate a wider understanding of the phenomenon
(Shen et al., 2024).

A questionnaire was designed to explore students’ gamified foreign language learning experiences.
The total number of participants in this study was 189, including 168 females and 21 males. Most
of them were undergraduate students who were solely studying with Vietnamese foreign language
institutions. The quantitative method was employed to obtain best-suited gamification features and
implementation strategies through analyzing large-scale data answered by more than 250
participants. The intended data processing was straightforward non-parametric statistical analyses
such as Chi-squared test and Spearman’s rank correlation coefficient technique. Descriptive
analysis of the qualitative and quantitative data was applied in SPSS to calculate frequencies and
percentages which were employed to summarize demographic information. Thematic analysis was
also conducted in NVivo to transcribe, screen, and categorize each interview.

This paper employed an exploratory sequential design, which involves two phases in mixed-
method studies: qualitative data collection and analysis in the first phase, followed by a second
phase utilizing quantitative data collection and analysis. The qualitative data was collected first,
informing the development of the quantitative items. In the first phase, qualitative design using
semi-structured interviews was employed to explore students’ opinions on the applications of
gamification in foreign language learning, the influences of gamification on foreign language
learning outcomes, and the effective gamification strategies. In the second phase, a questionnaire
consisting of both the qualitative items and newly identified quantitative items was developed in
accordance with the qualitative findings, enabling the investigation of a larger number of
participants.

3.1. Research Design
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Guided by the theoretical frameworks of , a mixed-method experimental research design was
adopted for this study and the research process was divided into three stages: (1) pre-experiment
preparation and pilot testing, (2) conduct of the full-scale experiment, and (3) follow-up semi-
structured interviews.

The full-scale experiment involved both quantitative questionnaires and qualitative semi-
structured interviews to investigate the impact of gamification strategies on learners’ motivation
and language learning outcomes. The pre- and post-experiment questionnaires were distributed to
include more participants. According to the lessons learned from the pilot study, the scope of
demographic information was expanded. Moreover, adjustments were made in terms of wording
and slight adjustments of several items to increase clarity (Nhan, 2024).

As gamification strategies comprise five core elements, the anagrams and the types of challenges
in the quizzes such as multiple-choice, completion, and fill-in-the-blank questions were
supplemented with foreign language-related animations to enhance motivation. Six gamified
Quizzes (GQs) categorized into four types were designed based on playful spirits for flexibly
choosing the level of challenges and variety of foreseeing feedbacks. To investigate the impact of
implementing gamification on learners’ motivation and language learning, personalized
gamification elements were all integrated into either the experimental condition (EG) or the control
condition (CG). As the purpose of this research was to shed light on enhancing learners’ foreign
language motivation and learning outcome using gamification strategies, two online QQ groups
were established containing the students in EG and CG respectively. All the participants were
given 30 minutes before classes every week to independently complete the GQs and submit their
answers on time (Shen et al., 2024).

3.2. Participants

A stratified random sampling methodology was conducted, where age, gender, and linguistic
proficiency levels were considered. Depending on the respondents’ statistics (strata), a random
selection of students was conducted within the stratum. Afterward, five-hundred participants, who
were consistently engaged with a language, were invited to participate in the online surveys
regarding the gamified online language learning platforms (GOWA), gamified-based motivation,
students’ learning style preference, and perceived outcomes in language learning. The survey was
administered electronically with a web link sent to the participants. The structure of the survey
was designed according to the objective of the study. In order to reduce bias and ensure a timely
completion of surveys, a pilot study was conducted prior to the full survey (Berns et al., 2016).
After accumulating some preliminary data from 20 respondents, minor but crucial changes were
made to increase the readability of the questionnaire. Subsequently, a final version was published
online and distributed to respondents. The survey consisted of a demographic questionnaire, four
variables (14 items), and one open question. A total of 413 responses were collected, to which two
valid responses were excluded as they did not meet the requirement of standard answering.
Consequently, a total of 411 responses were analyzed.
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It offers comprehensive demographic profiles of gender, age, educational background, and
linguistic proficiency of the participants. A diverse representation of the respondents who were
Chinese students enrolled in linguistic programs was illustrated. The vast majority of the
participants had received consistent engagement with a language outside of the classroom.
Twenty-nine percent of the participants were aged 18-24, around 46% were 25-34, and 20% were
35-44. In terms of gender, 53% were female, and 47% were male. Regarding the six English
achievement levels extracted from the English test for teaching qualification, around 30% of the
participants were beginners, 38% were intermediate, and 32% were advanced (Shen et al., 2024).

3.3. Data Collection Methods

To ensure a comprehensive investigation into the effectiveness of gamification strategies in
enhancing language proficiency, methodological triangulation will be utilized, involving multiple
methods and data sources to provide a more extensive and nuanced understanding of the
phenomenon being studied (Lam, 2024). Specifically, a combination of qualitative and
guantitative approaches will be employed, integrating both numerical and narrative data. This
approach acknowledges the complexity of the research problem and recognizes that different
methods may yield richer and more reliable data for addressing different aspects of the research
questions. This study will adopt a blend of qualitative and quantitative methods to analyze
gamified approaches being used in digital educational environments for both normal and needy
learners. The quantitative analysis will focus on the nature of the sample, the functionality of the
platforms in use, the gamified points’ systems, and technologies in use. Thus, a survey will be
constructed, targeting students studying foreign languages or children in any educational
institution or course. A stratified random sampling methodology will be employed. The strata will
be established by establishing the point of gamified platforms in any educational environment, be
it content, language, or both types. Two groups will be formed. The first group will include
platforms specifically targeting language learning or acquisition, while the second group will
include platforms targeting content learning, where language is taught other than L1. After
establishing the strata, a random selection of ten and eight platforms will be conducted in each
group, producing 15 platforms in total as a sample. Subsequently, these platforms will be analyzed
using a survey designed to collect data on their functionalities, activities offered, points’ system,
and technologies in use. Students will be invited to participate in online surveys aimed at collecting
data on the need of language learning students for gamification and activities in use, efficacy and
impact of gamified tools, and research interest. A nonprobability sampling technique will be
introduced (Mansor et al., 2024). Using the snowball technique, languages and degrees are to be
identified, and students conducting study in such degrees are to be contacted using educational
databases submitted by academic institutions on their websites to implement the study. Participants
are to take part in an electronic survey constructed to collect data on their perceptions towards
gamified online language learning platforms, motivation levels, learning style preference, and
perceived outcomes in language learning. The survey will be administered using established scales
to assess gamification integration, language learning outcomes, motivation levels, and preferences
for learning styles (Mansor et al., 2024). The survey will be adjusted to address the study questions
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and will be translated into the native language using the forward and backward translation
technique to ensure its validity. To ensure data reliability, a pilot study will be conducted on a
hundred students, and software will be used to test the survey reliability and validity. An electronic
questionnaire will be disseminated via an online link on social media. Responses will be received
for 30 days (Shen et al., 2024).

3.4. Data Analysis Techniques

Video games are more than just entertainment; they’re a worthy experience that can be harvested
for other purposes. One area of research that has garnered much attention is the application of
gaming principles to non-gaming contexts for the purpose of user engagement. Among these rising
trends is gamification, which refers to the use of game design elements and mechanics in non-
gaming contexts to drive user engagement. The idea behind applying game-based principles to
different contexts is a process of motivating users to participate and stay engaged in a desired
activity. In recent literature, academics have investigated the potential of gamification in diverse
fields such as education, marketing, and software design. The general consensus is that
gamification could improve user engagement, motivation, and overall user experience (UX). Its
relevance and implications in the education and learning realm has been explored by various
scholars and practitioners with instructions focusing on the particular benefits and limitations (M
Garland, 2015).

The rich educational potentials and theoretical perspectives of gamification tools in learning
contexts have been the foci of teachers, educators, as well as developers/designers.
Controversially, both sides proclaim the educational potential of gamified language learning tools.
The educators argue in favour of rich learning incentives brought through introducing game
elements, while the developers/designers claim most language learning apps would not feature
game elements but sense of gamification still dominates. Nonetheless, some developers express
frustrations with the learning effectiveness of gamified apps, e.g., with users getting immersed into
the game scaffolding without learning. The current research aims to evaluate the effectiveness of
gamification strategies through understanding the desire and motivation in using gamified
language learning tools and the learning experience in respect of engagement, knowledge
acquisition, and language proficiency enhancement (Shen et al., 2024).

In line with this, a mixed method approach was adopted to examine the overall effectiveness of
gamification strategies for the learning outcomes and experience enhancement. In the quantitative
phase, a questionnaire survey was delivered to 500 Chinese students enrolled in linguistic
programs to investigate their perceptions, hence the effectiveness of gamification strategies. In the
qualitative phase, a follow-up interview with desired respondents was conducted to further
understand their learning experience and to triangulate the previous results on the engagement and
knowledge acquisition enhancement.

38| Page

Copyright© (2025) All rights reserved.
No part of this book chapter may be reproduced or used in any manner without the prior written permission of the copyright owner



4. Gamification Strategies Implemented

Research conducted by Shen, Lai, and Wang (Shen et al., 2024) elucidated different gamification
strategies in enhancing language proficiency in higher education institutions. Motivation and
support stitching strategies were more widely used among platforms and instructors compared to
feedback and assessment development strategies. Instructors modified their use of gamification
strategies according to their learners’ proficiency levels. For less proficient learners, the safest way
is adopted, while more advanced learners can interact with more varieties of strategies to explore
learning outcomes (Shen et al.,, 2024). Moreover, there were more diverse and creative
gamification strategies implemented in socializing and engagement development domains to
enlarge learning experience and enhance cognitive and affective domains. Zooming in on
implementations in each gamification strategy, sample socialization development strategies that
contributed to answering RQ3 were summarized, with a focus on how gamification strategies were
structured and adapted in the gamification context.

Socialization development strategies that facilitate interaction were found. Grounded on the
designed class setting, Zoom was used as the primary social interaction approach and discussion
board for pre-discussed online tasks. The whole class was first divided into groups. Groups can
either choose sub-topic/concept from the class or bring their interests for discussion (Sengiil,
2024). For each topic, one group member should summarize the post and present their opinions,
while the others should follow and reply. The instructor was responsible for reminding learners to
focus and take turns to avoid chaos during discussion. In terms of reading, the instructor started
with a lecture that presented the origin, significance and background of the assigned paper. After
initiating the reading task, the instructor raised questions for voting and elaborated on the most
voted ones. During the second phase, the 90-minute Q&A session began with 15-minute
presentations prepared by the authors of the assigned papers. This part lasted the longest since the
unexplored topics were open to discussion. Participants were encouraged to pose questions.
Similarly, a teaser of the proposal was provided first, followed by sharing details of the paper and
prompting questions. Responses with grammar mistakes were still counted, preserving proximity
to the original questions.

Cognitive feedback strategies that give actionable information on learners’ performance created
opportunities to promote understanding of peers’ ideas. During the presentation phase, peers were
welcome to provide comments and suggestions on the questions previously raised. To guide peers
in completing complementary responses, scaffolding questions were proposed by the instructor to
avoid parallel comments. Learners were also encouraged to evaluate the presentation performance
of their peers in terms of content, engaging, concluding, etc. Since grading proficiency and spelling
mistakes on multiple-choice questions is usually more reliable with automation, formative
comments on their evaluation forms were made. First, feedback focused on grant application
issues. Afterward, if a particular topic was overly discussed or poorly understood, a suggestion of
further reading was offered. General peer evaluation strategies were used. Students weighted their
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own rating more than peer ratings, and grade checks were conducted for absent learners despite
the policies.

4.1. Game Elements Used

Gamification has become a prominent topic in educational research in recent years. Nevertheless,
there is still a lack of in-depth qualitative research and experimental studies regarding the effects
of gamification on students’ motivation in language learning using gamified systems for an
extensive period. Thus, this article investigates both how and whether gamification deepens
learners’ motivation to improve their language proficiency in the context of a digital language
learning management system on gamification. Accordingly, eight students learning English as a
foreign language through a gamified system designed the productivity and understanding of the
video game in which they all participated.

Generally, gamified platforms include game design elements for education, which can be
categorized into achievement badges, a leaderboard, a points system, levels, unlock levels, quests,
customization, and congratulations and feedback. These elements create an online learning
community in which motivation and engagement take place in language learning settings. The
success of gamified systems relies on gamification elements. Achievement badges contribute to
motivation through achievement. It serves as a measure of accomplishment in a game (World
English Journal & Sewelem Alalwany, 2021). Gamified platforms contain different sets of badges
that reward students’ actions on the LMS. As students proceed through the platform and engage
with materials, they are awarded badges based on their achievement on the platform.

The leaderboard and points system serve as actions of competition in a normal gamification
system. Each student can view scores made by all participants in the class. This system is designed
for motivation through competition among students. Customization is also among the top three
most impactful game design elements, contributing to engagement. It allows students to create
their avatars on the gamified platform based on their preferences, age, and backgrounds. This sense
of ownership of the platform was found to grow and be maintained over time. Through
customization, learners were kept for a longer time in the digital gamified system (Liivak, 2018).

4.2. Integration into Curriculum

The integration of gamification into language learning experiences is a complex and multifaceted
process, influenced by various factors such as content adaptation, technical issues, and learner
characteristics (Shen et al., 2024). Learner-related challenges include factors related to motivation,
involvement, self-efficacy, readiness, and preferences. To effectively integrate gamified
experiences into formal language learning, an understanding of learner characteristics is crucial.
Competence with technology, motivation, and preferences related to game genre and task types
should not only impact the initial implementation but can also evolve and change over time. Some
learners may prefer task types focused solely on vocabulary, while others may prefer a more
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diverse range of tasks. Balancing these preferences is crucial to avoid potential issues with
disengagement. When introducing gamified experiences, providing a pilot phase can be helpful.
Conducting a pre-test to gauge learners’ individual differences before implementation, such as
motivation types, speed of learning, and attitudes towards using the platform, can help select
tailored types of challenges to assign during the experiment. Offering competitive team challenges
can boost motivation by providing more opportunities to win, but the competition should not be
too intense to maintain a positive experience. Gamified experiences in the format of web
applications are popular because they can improve involvement and encourage positive attitudes
towards language use and learning. They can incite curiosity, challenge learners, offer feedback,
and facilitate enjoyable learning. On the flip side, technical issues such as bug-fixing and poor
network connectivity can hinder task completion and frustrate learners. Therefore, ensuring
gamified experiences are properly secured and monitored is crucial for long-term engagement.
Moreover, creating opportunities for peer interaction and discussions can enhance the quality of
language use, particularly in low-stakes contexts.

4.3. Duration and Frequency of Activities

Duration refers to the amount of time learners spend on a gamified platform to acquire specific
inputs while frequency concerns the number of times learners participated on a gamified platform
in a specific time interval to obtain specific inputs. Duration and frequency represent different
aspects of learners’ engagement in gamified activities. Frequency refers to the several brief ratings
of learners’ engagement in gamified activities, while duration concerns the length of time a learner
actively engages with a gamified task or activity. In educational contexts, research investigating
the duration and frequency of mobile language learning technologies commonly explored learners’
perceptions of the duration or frequency of technologies in SLA. However, limited attention was
paid to understand how the duration and frequency of learners’ engagement in gamified activities
influence their language proficiency. Therefore, it is not certain whether the duration and
frequency of engagement in gamified tasks are positively related to changes in learners’ language
proficiency. Thus, it is worthwhile to examine how the duration and frequency of engagement in
gamified activities contribute to enhancing learners’ language proficiency.

Duration and frequency of engagement in gamified activities were positively related to the
enhancement of language proficiency. Specifically, learners who spent more time engaging in
gamified activities and learners who participated more frequently in gamified activities were found
to exhibit a greater degree of enhancement in their overall language proficiency and listening,
reading, vocabulary, and pronunciation proficiencies, relative to their counterparts ((Crystal) Tsay
& Kofinas, 1970). The results echoed the findings of a prior investigation in non-SLA contexts,
which discovered that learners’ amount of engagement with gamified tasks significantly predicted
improvement in mathematics performance. These findings also provide a in SLA contexts that
learners’ substantive engagement in gamified activities, defined by the duration and frequency of
task use, was positively related to the enhancement of language proficiency as the result of
immersion/comprehensible input/input processing and practice opportunities.
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5. Findings

The wide adoption of gamified language learning applications has caused a growing interest
among researchers to examine its implications for youth learners' proclivity of language
engagement and proficiency. Informed by theories proposed in prior works, a research model
focusing on language learning engagement was first proposed to summarize both learners' beliefs
toward gamification and the usage functions of gamified applications. The survey data of 360
youth learners taking English learning in China were then analyzed using the structural equation
modeling. The study offered quantitative evidence by shedding light on the relationships among
gamification, language engagement, and language proficiency. Gamified applications were fruitful
in language engagement by providing effective elements and are generally valuable tools for
language learning in youth schooling contexts.

As a new trend in the 21st century, gamification is seizing attention as an innovative method to
better engage, motivate, and improve language learning (World English Journal & Sewelem
Alalwany, 2021). This investigation of the relevance between gamification strategies and EFL
learners' perceived engagement and learning outcomes will contribute to current research in the
gamification domain. On the other hand, the formative perspective aspect of language proficiency
improvement is underexplored, particularly by the quasi-experimental approach of a between-
participants design, which reveals the community's subjective perceived changes in proficiency
upgrade as learners immerse in gamified applications. As such, this research results are
theoretically and practically innovative for advance comprehension within language gamification
(Shen et al., 2024).

The findings revealed the significantly positive impact of gamified language learning applications
on learners' perceived engagement and subjective proficiency. According to the context behind
adoption or utilization options of gamified language learning applications, EFL learners perceived
engagement and subjective proficiency change in the implementation of changing language
applications or non-gamified ways are all decreased than that of using gamified ones, confirming
the fundamental role of gamification in online language learning applications. Importantly, when
the specific evaluative agency is focused on those employed with gamified applications, learners'
perceived engagement and subjective proficiency were notably elevated. Furthermore, as possible
mediators, the more discovery attributes it features, the better self-proficiency awareness,
subjective proficiency, and perceived engagement enhancement. Limitations and implications
were also discussed.

5.1. Student Engagement Levels

An examination of student engagement levels based on gamification strategies was presented in
this section. The examination was based on the following questions: What gamification strategies
did the participants find most effective? To what extent were the students involved in the
gamification strategies? The data were collected through a survey before and after the
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implementation of the gamification strategies, which included the elements of an action-based
learning environment, game mechanics, and game components. Participants commented on why
they liked or disliked particular gamification strategies through open-ended questions.

The findings via questionnaires, open-ended questions, class observations, and reflective journals
illustrated that some game mechanics and gamified strategies contributed to and increased student
engagement levels. Participants highlighted that even though they enjoyed most of the
gamification strategies, they were most engaged with action-based learning environment
strategies, such as participation in practical language activities, public speaking, and achieving
real-world tasks, as well as some game mechanics, such as challenges and points. This indicated
that an action-based learning environment and competitive game mechanics could enhance student
engagement ((Crystal) Tsay & Kofinas, 1970).

Although most of the participants reported that gamification strategies enhanced their engagement,
demographic variables, such as classroom culture and past learning experience, were also
acknowledged by the participants as factors affecting their engagement levels. Regrettably, some
of the students mentioned that they had only mildly engaged or would not be engaged with the
gamification strategies (Jack et al., 2024). As the current study was a correlative research study, it
could examine the extent to which the gamification strategies enhanced student engagement levels
through a more in-depth analysis between the gamification strategies and different aspects of
student engagement levels in future studies.

5.2. Language Proficiency Improvement

Before they began using the platform, over half of the participants claimed that they did not know
where their weaknesses lay. After utilizing the platform, students were able to recognize their
difficulties, with vocabulary being the most significant aspect. The three highest-rated skills,
according to the results, were grammar, vocabulary, and reading. The participants’ responses were
consolidated into three broad categories: recommendations for improvement, potential changes,
and other comments. Several responses that focused on needed advancements were grouped under
the same theme; many participants seemed to be concerned with the platform's accessibility.
Nevertheless, it appears that the potential of integrating gamified platforms into the EFL
curriculum in the KSA is promising. Suggestions for future studies include exploring the transition
effects on reading motivation and autonomy. Additionally, further research is needed regarding
learner’s perceptions and respond to utilizing with regards to their gender and educational level
(World English Journal & Sewelem Alalwany, 2021).

Participants reported fluency, accuracy, vocabulary, grammar, and reading as the main elements
of language proficiency improvement. The results indicated that the gamification strategies
utilized impacted all aspects of language proficiency enhancement. The highest-rated statement,
indicating that participants responded 'rather agree,' was “I improve my grammar, vocabulary,
reading, and pronunciation by having fun with games.” Furthermore, the fact that the lowest-rated
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aspect, with participants expressing 'somewhat disagree,' was “the gamified content helps me more
with fluency and complexity enhancement” suggests that the majority of students might find it
sufficient for their current level. The results indicate that while there is certainly room for utilizing
a wider range of content to enhance fluency and complexity (Shen et al., 2024), it remains crucial
to focus on still-complex aspects rather than stressing fluency and moving too far towards
accuracy. Overall, gamified learning environments that engage learners' attention and curiosity can
lead to a decrease in burnout or boredom and an increase in motivation, as they resemble real-life
contexts that encourage constructive usage of the learned language.

5.3. Feedback from Participants

Compared to those who did not, learners who noticed beneficial gamification features were more
likely to think critically about such features. According to the scores of the gamification features,
it was evident that badges, positive rewards, levels, and unlockables were perceived as more
beneficial than other features. Notably, badges were found to be more beneficial than other
features. This indicates that learners were likely to think critically about badges, leaderboards, and
points compared to other features. With regard to the benefits of gamification, these features were
found to yield both shallow and deep learning outcomes, which can be reflected in the video
lessons, task quizzes, and credibility narratives. The positive feedback caused by these features
often resulted in learners’ behavior increased, which was conducive to language learning.
However, some learning styles such as time-bound tasks and leaderboard existence could be
perceived as detrimental consequences of gamification.

Excellent language learning outcomes were expected as learners reacted positively to these
features. There should have been a decrease in communication fluency, and grammatical accuracy
by using the following tests. Given the broad range of excited topics no expert could finish all,
tests were designed to be similar but still different to ensure a large gap between pre-and post-test
scores. Although there was a small amount of variation in the conclusions on each feature having
an effect on different types of critical thinking, the general view on the relationship among
gamification, critical thinking, and learning outcomes was clearer with larger measures. This
indicates that compared to those who noticed no beneficial gamification features, there was a lesser
extent of critical thinking on the language learning tasks supported by gamification.

The aforementioned results, however, were limited in their generalizability in some aspects for
further research. First, only additional gamification features were investigated in the study.
Consequently, it was unknown about the gamified platform’s influence in comparison with the
conventional usage of the platform in future research. More critically, task types could be
influenced by the selected features. Future analysis on designs compared with prior approaches
are required, along with pre-and post-test scores as learning outcomes. Second, given the inherent
lack of random assignment of features, careful attention is advised when cautioning small reflected
conclusions.
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6. Discussion

Research conducted by endorsed that the gamification strategies in the language learning context
have the potential to motivate learners and significantly enhance their engagement in language
learning tasks. By integrating features like multiplayer games and discussion forums, learners can
engage in meaningful language exchanges, mimicking real-world language use. Through the use
of the target language within a relaxed gaming atmosphere, learners can experiment with unstudied
structures, monitor their language proficiency, and seek clarification of unintelligible input.
Consequently, gamification appears to prompt learners to use the target language more actively
and contextually compared to a traditional language learning platform, which places limited
emphasis on interactions within the target language. This reflects the main goal of SLA, namely,
the acquisition of communicative competence.

Furthermore, the effectiveness of gamification in language learning has been linked to the
development of specific language skills. For instance, argued that game-based approaches can be
particularly beneficial for enhancing vocabulary acquisition and retention, as games often require
learners to use new vocabulary in context repeatedly. Mobile language learning apps employing
gamification strategies can provide learners with flexibility, allowing them to engage in language
learning at their own pace. In addition, the study (Shen et al., 2024) projects the mediating role of
learners’ motivation in reinforcing the underlying association. Drawing on the SDT, scholars have
emphasized that intrinsic motivation is a crucial factor for sustained engagement and enhanced
learning outcomes. Among the various components of gamification, points, leaderboards, and
loyalty rewards evoke learners’ achievement and competition, fueling their enthusiasm and
persistence in language learning tasks. Based on its integral components, the influence of
gamification on language learning outcomes is multifaceted. For example, gamified language
learning platforms often feature interactive exercises and challenges that encourage active learning
and the application of language skills in context. Prior scholarly works indicate that engagement
with such platforms leads to improved language proficiency compared to traditional language
teaching methods. Personalization has emerged as a significant aspect of gamified language
learning. Personalization aims to optimize engagement and subsequently language learning
outcomes by tailoring the gamified experience to individual learners. Language learning
preferences influence how learners engage with and absorb language content.

6.1. Interpretation of Results

To calibrate successful learning experience within a gamified language learning context, it is
crucial to equip learners and teachers with technological readiness and knowledge suitable in the
respected environment (Shen et al., 2024). The results further revealed that teachers should identify
practical learning objectives, criteria, resources, and suitable content to be integrated when
designing gamified language learning activities in the future. Game designers and stakeholders of
gamified language learning platforms should pay attention to optimizing games in technical,
structural, and aesthetic qualities, and increasing motivation-promoting meaningful game features.
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The framework and insights on implementing gamified language learning can also be adapted in
other educational contexts apart from language learning. These findings contribute to the growing
body of research focusing on the efficacy of gamification in language learning environments.
Research conducted by is amongst the early efforts to develop a comprehensive framework for
gamified language learning that encapsulates practical guidance to calibrate successful learning
experience. Extant research has endorsed the high efficacy of gamification strategies in language
learning contexts. By analyzing the implementation of gamification in a particular learning episode
and utilizing the Learning Experience (LEx) space approach, these findings contribute to
uncovering in-depth characteristics of the gamified language learning experience, thus
complementing existing research in the area. Takeaway insights on implementing gamified
language learning are also documented, including the perspective of stakeholders involved in the
process. These insights provide educational practitioners with practical guidance and can inform
decisions on incorporating gamification in their language classes, making the study a significant
contribution to both research and practice. Additionally, it is the first-ever effort to synthesize an
integrated understanding of learners’ experiences of gamified language learning across contexts,
technologies, and game designs. This synthesis renders valuable suggestions when designing
gamified language learning experience and offers guidance for future investigation endeavors in
the area.

6.2. Comparison with Previous Research

The results of this gamification were somewhat different from many other studies, in that there
were no leaderboards or badges. Instead, this study used game models and game design methods,
in the form of quests and challenges. The results of this study showed that students generally
approved of the gamified system and found it enjoyable. Some described the gamification as
motivating, which supports the use of gamification in second language learning contexts. This
study also differed from many other gamification studies, in that it did not include badges or
leaderboards. Nonetheless, the researchers found that this platform has an impact on participants’
learning and motivation. While this study was not performed in a classroom context, it is still
important in that learning and motivation would be much the same, with results that could be
transferred to the classroom.

While there is little information on the use of gamification in second language learning, research
conducted in other fields is able to be applied to this field. As in other gamification research, the
two studies focused on gamifying the processes students were involved in. By focusing on these
processes, student behaviors and attitudes can be influenced, positively impacting learning and
motivation. All of this can be of great benefit in second language acquisition. If gamification of
learning can also be applied to second language acquisition, it is necessary to determine what
aspects of gamification can be most beneficial for language learning, and how these aspects are
applicable in education settings. One method to determine how gamification impacts learning and
education would be through a meta analysis. By conducting a meta analysis of all of the relevant
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studies, it will be possible to determine which moderator variables are important, and thus how
gamification can best be used in educational settings (Garland, 2015).

6.3. Implications for Language Education

The findings have important implications on how gamification can be used in the second language
classroom. As previously discussed, second language educators are always seeking to implement
more engaging activities. However, this year in particular some students report feeling burned out
due to an overload of videos and online homework. Intelligent use of gamification may, at least
temporarily, enliven the classroom experience while also contributing to language growth.
Although there lack extensive studies on the use of gamification in second language instruction,
there are a number of elements considered beneficial and suggestions for practical use of the
findings.

Since the goal is to increase student engagement while reducing wasted time and pre-planning of
activities, it is recommended that educators first seek out already manufactured tools. For example,
with regard to vocabulary assessment, an application was employed. This simple assessment has
been used in a variety of contexts and has proven effective and easy to use, and there is also interest
and desire among students to participate in such assessments, which is an important corroboration
of the findings reported. However, more research needs to be done on what tools are more effective
than others or how to best leverage game-based applications. Only one tool was used in this study,
and it is possible that different tools address different aspects of gamification and that there is more
potential or interest in other programs.

Next, several different elements at the level of pedagogy need to be considered in the second
language classroom. For instance, the findings have indicated that competitive assessments are
beneficial. There was no skepticism from the research subjects regarding the academic integrity or
impact on language skills of the assessments. Initially the concern was whether students would
feel strained if they lost too often, and the opposite was found. While many students stated they
were competitive in nature and wanted to win, more students asserted they only wanted to have
fun and did not feel too disappointed if they did not win. Additionally, the best offer for a prize
was discussed, and all students replied that it did not matter as they were not motivated by outside
rewards.

These findings could have implications for language classrooms other than at university levels:
many students expressed gratitude to be able to participate in team assessments that were both
non-threatening to their prowess in English and created a collaborative learning environment.
Nevertheless, results of the perception questionnaire indicated that some students felt they did not
learn by participating as they were limited in their own proficiency. Students reported having
mixed feelings on this as they appreciated the fun and competition but would rather outperform
other students when assessing. Two solutions to this concern are lowered proficiency assessments
and accentuated opportunities for group participation and learning. Since language proficiency is

47 |Page

Copyright© (2025) All rights reserved.
No part of this book chapter may be reproduced or used in any manner without the prior written permission of the copyright owner



multi-tiered with different modalities, it would be possible to create assessments that are more
reflective of students’ strengths and weaknesses, such as written assessments or assessments with
turns to retell in mass discussions.

7. Challenges and Limitations

While gamification has the potential for significant impact, specific limitations and challenges
accompanying the adoption of gamification strategies should also be carefully considered. First
and foremost, the possibility of an undesirable gaming experience should be acknowledged. The
absence of a gamified environment may discourage participation, reduce the quality of
interactions, and discourage from attempting tasks on the site entirely (Shen et al., 2024). Within
languages learning, learners unaccustomed or unused to gamifying language learning platforms
may find the new format of tasks to be cumbersome, uncomfortable, confusing, and tedious. If the
site is not adapted to the local or general context in which it is being used, an unfavorable gaming
experience may lead to a limited understanding of the intended use and learning mechanism,
reducing motivation and user action subsequently. Also within gamified environments, the
possibility of receiving feedback or ranking scores that are difficult to understand or useless may
have negative effects on motivation, and on perceptions of the task format and site generally. For
courses adapted from more traditional or conventional methods of delivering language learning
there is serious concern that the removal of structures common to course materials may obscure
task expectations. Uncertainty in how to address newly presented tasks can lead to learner
insecurity, discomfort, and lower motivation to engage with them. Next, gamification elements
should be beneficial and productive in gamifying tasks. Gamification elements themselves must
be engaging, enjoyable, and productive for tasks to be favorable. Specifically within languages
learning, features like discussion forums, avatars, points systems, and score boards become major
components of task design. The application and design of these types of game-like features
requires consideration of the purposes of their use in gamifying the task. Gamification features
need to be functional and favorable on their own to warrant their use in gamified tasks. Failing on
this could see gamified tasks receiving little engagement or participation due to negative
perceptions of the features themselves. If aspects of the gamification, such as discussion forums
or profile features, are poorly designed these can be time-consuming burdens that do not facilitate
or assist group communication or task questions. Game-like features that are questionable in
function tend to offer a poor experience for learners, reducing motivation and enthusiasm for the
learning process.

7.1. Technical Issues

The findings from the questionnaire provided rich and informative data, although some
contradictory data were collected. To ensure a more valid analysis and generalization of the results,
other complementary methods such as interviews or observations are recommended. For mixed-
method studies, a triangulation approach could be considered to combine the strength of qualitative
and quantitative data collection and provide more nuanced results. For example, to analyze user
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engagement, indirect measures could also be adapted to triangulate self-reported engagement
scores (Shen et al., 2024), which could be beneficial to flexibility and automation.

Several technological issues involving traditional platforms, mobile apps, and cases were raised in
the questionnaires. Visual competition is a potential issue of evolution. Evolving technology can
lead to visual competition with traditional platforms, especially among school learners. The great
variety of mobile language learning apps available in the market is raising potential bias towards
their effectiveness or ineffectiveness. Developers of gamified language learning platforms should
make continuous changes to consolidate users, which could also lead to potential biases regarding
their importance. There are also systems across different regions or countries that need regular
maintenance and technical support. Development of gamification strategies may not keep the
platform evolution, leading to poor user engagement and retention. Some gamified strategies may
not function as they used to and need regular grooming. Regular maintenance resources are
required to reduce such issues.

Technical issues are generally criticized in previous literature involving user complaints or biases
emerged in some cases of methodology. Regular maintenance and upgrade of tasks are required to
consolidate users’ trust and prevent user abstention.

7.2. Participant Diversity

Utilizing a readily accessible online questionnaire, participant recruitment for this research study
took place in various Asian countries. The deliberate selection of Asian countries was intended to
capture the effects of gamification on English language proficiency among the Asian population.
Questionnaires were distributed among diploma university students majoring in Foreign Language
Studies across the Philippines, Thailand, Indonesia, Malaysia, and Taiwan through social media
platforms. The primary eligibility criterion considered was age, as participants had to be aged 18
years or older. Moreover, a minimum exposure to any gamified English learning platform was
required.

Five specific countries in Asia were purposely selected for the study to ensure a richness of gauge
on different perspectives of academic exposure to gamified platforms in enhancing English
language proficiency. By developing research questions and questions generated from previous
literature, a questionnaire was carefully designed and translated to gather the participants' essential
insights regarding the analysis of the study. The design intentionally acknowledged that some
question items would offer a minimal risk of type of errors depending on the responses per country
type. Nevertheless, a clear methodology to understand the research objective must be established.

The experimentation was conducted with 134 participants from Philippine universities, 37
participants from Thai universities, 46 participants from Indonesian universities, 67 participants
from Malaysian universities, and 34 participants from Taiwanese universities. The diverse
backgrounds, first languages, socio-economic statuses, and educational systems of the participants
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ensured a variety of decision-making experiences related to the research questions examined
within the research base. Regarding their descriptive characteristics, the participating students
were aged 18 to 29, with a minor age deviation of two years. Gender distribution favored women,
accounting for a significant portion of the total participating students. Most of the participating
students were enrolled in either 3rd or 4th year curriculum specifications.

7.3. Time Constraints

Time constraints were a limitation of this study. There was a credible concern that treatments or
tasks could become too long for each instructor's class needs, or there were too many tasks to
complete during an informed class period. It is plausible that future studies involve more deliberate
timing of tasks. One such task, giving instructions on the paramedic-free approach of group
writing, was cut from 25 minutes to 14 minutes based on the professors' suggestion. It is possible
that more research is needed to develop such materials. Future iterations could also control the
order of treatment days to even out the variable of task familiarity and the associated positional
effect. For example, if instructors wrote the later tasks as they developed, they might be more
practiced and thus less hesitant with possible reactions. Questionnaire phrasing could be more
closely examined to avoid ambiguity, as some WTC questions were phrased on "less shy" and
"wary," which confused some participants. Regular issues on numerical scales were also addressed
as a limitation, as some questions asked about "Unlikely Majority" or "Less Likely," where
participants might not know how to react to such a quantifier meaning near-zero.

(Grimshaw & Cardoso, 2018) briefly reviewed some limitations of their study. Technical issues
arose during the deployment of Spaceteam, which impacted gameplay. Some team members on
the other end reported being confused about gameplay and unable to offer help. The length of ever-
changing accessibility and groupness imposed several limitations on the deployment of Spaceteam
as it is currently used, including class timing. As the class only met once a week, participants were
only able to expose the treatment for a maximum of 90 minutes. The instructor attempted to keep
within the time frame of the 15 minutes outlined at the beginning of class. Another significant
limitation was the timing of the post-tests. "I was tired and not eager to participate,” commented
several participants. Due to the instructor's absence in Week 6, the last treatment session was cut
short by about 30 minutes. In spite of limitations faced in the present study, results suggest that
mobile games like Spaceteam ESL may be beneficial in encouraging oral fluency development
while reducing learner anxiety (Jackson, 2018). In L2 education, mobile gaming such as
Spaceteam may prove to be invaluable to the continued, ongoing development of language.

8. Recommendations

In conclusion, the practical implications of the findings indicate the necessity for educators to
embrace the integration of gamification in language learning contexts. Embracing gamification
strategies involves adopting activities that replicate real-life scenarios and utilizing digital learning
platforms that incorporate various gamification strategies. This aligns with recent studies
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indicating that gamification supports learners’ language learning through meaningful
communication (Shen et al., 2024). For instance, creating a game-based or media-enhanced
environment in post-class tasks encourages students to analyze and share videos of real-life
conversations. Interactions in discussions via messaging or video recording apps can also be
gamified by awarding points for quality and quantity. Language teachers can also gamify
traditional exercises by modifying their modes. For example, they can create role plays instead of
exercises to guide conversations, where learners must respond to given prompts while trying to
complete their tasks.

Language learning platforms incorporating gamification strategies have increased in recent years.
Schools and educators should understand their educational value, and language teachers need to
be familiar with and trained in their use. They can also encourage students to gamify language
learning platforms for social learning. For example, they can create multilingual media to support
interaction in language learning platforms. The idea of developing gamification platforms and
websites to endorse social learning in online language learning tasks is also suggested. This might
involve the collaboration of language teachers, school administrators, researchers, and IT
professionals. Moreover, developers are encouraged to provide better platforms for teachers in the
language teaching field as well as in non-teaching positions.

On an individual learner level, students’ active exploration of online solutions, platforms, and
gamified language learning activities is suggested. This may entail familiarizing themselves with
forums, apps, or platforms incorporating gamification strategies. Developing the right habits of
seeking and interacting through language games on forums can be beneficial. Gamified language
application programming interfaces or browsers should be designed to facilitate engaging with
language games to obtain the benefits recognized in the findings. In specific, effort and emphasis
should be put into socialized game-based online websites or forums. This way, learners can be
provided with massive opportunities to engage in language learning through meaningful
communication.

8.1. Future Research Directions

Future research directions may include investigating long-term effects of gamification on
motivation and learning outcomes, studies containing both gamified and non-gamified groups,
empirical studies integrating advanced gamified design elements, exploring additional assessments
of learning outcomes and motivation in other subject areas, and evaluating other existing gamified
tools.

To explore the long-term effects of gamification on motivation and learning outcomes, several
studies have reported positive results for various gamified courses; however, those courses were
either short or long, with none having a duration of four to five months. Given that language
courses may come in a broad range of lengths, there is still a need to examine the effects of
applying gamification to middle-length language courses and provide specific suggestions
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accordingly. Establishing a gamified system may require, especially for instructors unfamiliar with
learning management systems, extensive time spent on getting things right. Even when gamified
tools are adopted, they may not be able to replace existing assignment management systems used
by institutions. In the current study, gamified assignments were administered with the help of the
teacher, but it remains unknown whether learners could maintain a similar effort level in certain
automated systems without teachers’ assistance. Since existing gamified design elements were
integrated into the current study, the levels and types of gamified learning tasks aren’t as varied as
they could be. Nonetheless, research has shown that gamified assessment design elements can
impact learners’ motivation and academic performance differently (Garland, 2015). Such design
elements include stage-like structures in tasks, the design of task series, limitations on
performance, personalized feedback, badges, and storylines. Given the positive impact of gamified
assessment on language learning and the commonality of gamification in education, it would be
worthwhile to explore the effects of organizing language learning tasks according to learners’
proficiency levels and interests, or the influence of incorporating narrative elements into tasks. By
doing so, it would be possible to verify whether gamified design elements can possibly benefit
second language education. The study focused on evaluating the impact of gamification on
motivation and learning outcomes in English listening and writing homework. It could be taken a
step further by investigating the effects of gamified design on additional assessments of learning
outcomes such as speaking and vocabulary. Nonetheless, the capabilities of gamification itself
overlap with a variety of subject areas other than language learning, including logical and
mathematical thinking, programmer education, music appreciation, history, and literature. Future
studies could devote a similar amount of effort to evaluating other existing gamified tools to
broaden the implications of the findings.

8.2. Best Practices for Educators

The research shows that gamification can be a beneficial addition to the classroom if used properly,
with positive effects on learning and motivation if implemented correctly. Effectiveness appears
to depend on many variables that gamification designers will want to consider. A discussion is
therefore warranted on the impact of these variables on the use of gamified elements in language
teaching and learning. Focusing on key concepts distilled from the analysis of this research, one
goal of this discussion is to further bridge the gap between the gamification design literature and
second language education (Garland, 2015). A second goal is to provide practical elements to
consider for language teachers wishing to implement or develop gamified elements in their taught
language courses. In this way, the research presented in this paper may open a door for second
language educators to examine gamification seriously if they have not already done so.

It is important to note that the qualitative research has also revealed that there can be unintended
consequences of gamification, sometimes depending on if the design matches the expectations or
desires of the users before implementation. Expectations about what gamification will entail, or
how it will be used in the classroom, may affect perceptions of the experience and its effects.
Conflicts between competition in a gamified design and a collaborative language learning ethos
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may leave users feeling frustrated. Therefore, care must be taken to obtain input throughout design
and implementation. Some aspects of the research were not generalizable and possible gaps in
analysis were presented. However, the insights still provide general recommendations. Because
gamified elements and processes are evolving as the technology and research base develops and
societal demands change, they should be regularly evaluated to ensure they meet both user needs
and pedagogical principles.

9. Conclusion

The research sought to investigate the effectiveness of gamification on improving students’
motivation and learning outcomes in language learning in the CamTESOL context of EPSSE for
non-English major students in a private university in Cambodia. Data was collected from a total
of 102 participants through a questionnaire. Various quantitative analyses were performed to
address the research questions. This research will assist educators in identifying appropriating
gamification strategies to promote language proficiency. Generally, the study results revealed that
gamification strategies in the language learning context have the potential to motivate learners and
significantly enhance engagement in language learning tasks. However, the effectiveness of
gamification in language learning was linked to the development of specific language skills.
Moreover, the influence of gamification on learning outcomes should be approached differently
based on learning contexts (Shen et al., 2024).

The study's implications focus on factors to consider when implementing gamification in language
learning contexts. Personalization was another emergent theme, regarded as a potential
gamification strategy to motivate participants to perform more actively. Personalization refers to
the firm understanding of learners’ individual differences and customizing curriculum features to
cope with learners' behaviors, needs, and goals. Knowledge about the audience is crucial in
selecting gamified features to motivate learners. Imagining learners' cognitive, social, emotional,
and educational profiles can assist educators in ensuring that gamified solutions cater to their
personalized needs. Language learning preferences based on individuals' affective factors can
impact the ways that learners want or prefer to engage with and absorb language content (World
English Journal & Sewelem Alalwany, 2021).
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11. Appendix

Table 1: Student Engagement with Gamification Features

Gamification Highly Engaged Moderately Engaged Low  Engagement
Feature (%) (%) (%)

Badges 75% 20% 5%

Points 68% 25% 7%

Leaderboards 55% 35% 10%

Customization 62% 30% 8%

Quests 80% 15% 5%

Table 1 briefly describes how students react to specific gamification features. The quests and
badges have the highest engagement by the students, emphasizing that they enjoyed more
interactive and goal-oriented activities.
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Table 2: Language Proficiency Gains by Skill Area

Language Skill Improved Significantly Slightly  Improved No Improvement

(%) (%) (%)
Vocabulary 70% 20% 10%
Grammar 65% 25% 10%
Reading 60% 30% 10%
Pronunciation 55% 35% 10%
Fluency 45% 40% 15%

This table summarizes the self-reported improvements in language skills. Vocabulary and
grammar received the highest significant gains, with fluency receiving the least amount. This
entails that gamification supports the actual production of further language skills more effectively
than advanced production.

Table 3: Duration and Frequency of Gamified Engagement

Engagement Category  Average Proficiency Gain Average Engagement Score (out of

(%) 10)
Low (0-1 hr/week) 35% 4.5
Moderate (1-3 60% 6.8
hrs/week)
High (3+ hrs/week) 78% 8.9

This table associates time spent on using gamified platforms with the profit and engagement
average it provides during that time period in terms of proficiency. As the duration increases, the
correlation very strongly develops, thus emphasizing the need for appropriate time spent in
gamified environments.
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Student Engagement by Gamification Feature
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Graph 1: Student Engagement by Gamification Feature

The engagement levels associated with quests and badges rank highest, followed by points and a
little customization. Conversely, the leaderboard recorded the highest incidence of moderate-low
engagement, suggesting that the associated competition could have some unfavorable effects in
terms of stress or disinterest.
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The majority of students significantly improved vocabulary and grammar skills. Reading and
pronunciation were also seen to improve, while fluency improvements were modest, perhaps due
to a lack of spoken interaction in app scenarios.

Effect of Duration on Engagement and Proficiency Gain
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Graph 3. Effect of Duration on Engagement and  Proficiency  Gain
The graph demonstrates a clear ascending trend: the longer students used the gamified
applications, the more they would both perceive engagement and gain proficiency. Thus, it can be
inferred that the time value enhances the effectiveness of gamification.
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Abstract

This research has investigated the impact of e-learning resources with a specific focus on game-
driven platforms on student motivation and engagement in higher education. Technologically
advanced teaching tools for educational delivery are emerging from an evolving digital era; as
such, it is appropriate to take a gentle look at how the experience of online learning is hardly
matched between emerging markets like Guyana with developed countries. Even when displaying
greater academic preparedness, students from underdeveloped economies report less positive
online experiences as compared to their peers in more developed contexts. Using survey data and
a comparative analysis, the present study attests that gamified learning platforms foster direct and
positive motivation within students, synchronising with extant literature that suggests gamification
promotes intrinsic motivation and engagement of a higher cognitive order, both of course,
paramount in the learning environment. Findings advocate for the integration of such gamified
strategies in digital education as a means to ameliorate learning outcomes for students and to find
a way to fill in engagement gaps within a diverse educational environment.

Keywords: gamification, online learning, motivation, engagement, higher education, digital
platforms.

1. Introduction

The proliferation of new technologies, coupled with the impact of the COVID-19 pandemic,
presented significant challenges for education around the world. In Guyana, the adoption of new
technologies to support learning had been slower than many other countries (Chan & Lo, 2022);
nevertheless, the pandemic provided impetus for students and teachers to try out new online
platforms in their attempts to deliver and support learning. In Guyana, a developing nation
focussing on modernising and enhancing its economy, there is a societal expectation that
secondary school graduates should acquire a standard of proficiency that is commensurate with
entrance into higher education. While some students arrive in higher education with the requisite
level of proficiency, a significantly larger cohort arrive lacking these skills, possibly due to
deficiencies at the earlier stages of education, the low general standard of English language as
standardised in Guyana, or the paucity of resources to support learning.

Gamified learning platforms were introduced, both for assessment and learning purposes, and
engagement whilst enhancing language proficiency in a local higher education institution. This
formative investigation seeks to answer the following questions:

1. What engagement do the gamified learning platforms provide and create?

2. Do the gamified platforms advance the degree of proficiency?
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A qualitative approach is employed, and findings suggest there is an overall degree of positive
engagement connected with affective positive reinforcement across the platforms, although further
interactivity needs to be encouraged. Overall gains in proficiency around the intended vocabulary
occurs, but while the level of knowledge of this vocabulary increases, it may not have been
adequately acquired, for example, knowing a word used in an appropriate context but being unable
to use it in another (declarative knowledge).

This investigation contributes to the growing body of literature around the perceived advantages
and disadvantages of gamified platforms employed for the advancement of language acquisition
and proficiency, particularly with regards to the perceived engagement. Furthermore, findings
raise concerns as to the pedagogic capabilities of the platforms in language acquisition, as well as
implications for the effectiveness of gamification within teaching and learning frameworks
pedagogically designed or scholastically mapped out.

2. Literature Review

The concept of gamified learning, repurposing game concepts and techniques into traditional
therapy and education contexts, has been around since the 1980s. However, it was not until the
last decade, with the promulgation of social media platforms, mobile devices, and online
information platforms, that video games leapt from a minority option for education and therapy
into a mainstream phenomenon. In search of new, more intuitive, and pervasive pedagogic models,
educators have embraced digital games, leading to a massive influx of commercial game titles, an
outpouring of new academic journals, conferences, and track entries, and novel initiatives within
educational institutions (Seliuk, 2024). Nevertheless, despite the growing international interest and
academic and commercial attention, two significant challenges persist within the field: the absence
of key unifying terms and unifying theoretical frameworks. Gamified, play-based, and game-based
learning are all used interchangeably. By adopting an evidence-based approach, with an emphasis
on empirical studies, this article seeks to embrace a unified theoretical framework for digital game-
based learning (Casafi-Pitarch, 2018).

Digital games offer a range of possibilities as learning environments. From a pragmatic stance,
however, it would be misleading to regard video games as a panacea for all existing educational
problems (Hendricks-Sturrup et al., 2023). Certainly, not every type of game is equally educative,
nor are they equally effective in all subjects, levels, contexts, and with all learners. Within this
research, three key concepts are presented:

Q) types of learning environments mediated by digital games, where different attributes,
technologies, and user experiences, and the social dimensions of the learning
environments, are examined,

(i) genres of learning content, ranging from classically employed language/semiotic media
that are transformed to make them game-like, to more traditional language/semiotic
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media that are merely embedded within environments that incorporate game-like
elements; and

(iii)  (the characteristics of players that moderate the effectiveness of the ways in which the
various learning environments mediate game-like content.

2.1. Overview of Gamified Learning

Gamification is a growing trend in which game elements are applied to traditionally non-game
contexts, such as education, business, and health (Yoon Fah et al., 2016). It refers to employing
game elements and design technique to motivate and enhance engagement in using non-game
services. One of the main purposes of gamification learning process is to encourage students retain,
understand, and apply knowledge to achieve better academic performance. Researchers points out
that system environments should be designed to provide students with a sense of autonomy,
collaboration, mastery, and goal-orientation (Queiroz et al., 2020). Studies found overall positive
revealed on the effectiveness of gamification in language learning from GPA, attitude, motivation,
and user behavior viewpoints. Gamification systems engender motivation mechanism of positive
gamification affordances and depend on challenge. Perceived learning strengthens motivation
mechanism of attract attention and enhance challenge (King, 2019). Education gamification
services should be developed with diverse game affordances to fulfill learning needs. Additionally,
variable gamification affordances should be designed during the learning drop-off process to
mitigate user disengagement (Zamahsari et al., 2023).

During the pandemic, the drastic situation has made terrestrial education impossible, and at the
same time online learning has catches utmost attention worldwide. For effective and efficient
teaching, various technologies have been implemented in tertiary classrooms. While it is
questionable how effectively these technologies have facilitated the learning of university students,
research from different disciplines makes an attempt to understand the influence of different types
of new technologies on education. Questioned students’ types of online learning activities during
the COVID-19 period are unclear (Zamahsari et al., 2023). The research aims at investigating how
well students perceive video conferencing as an online educational platform, in comparison, the
influence of integration of gamification in an online education on students’ motivation for
acquiring knowledge and skills and their perception of gamification (Chan & Lo, 2022).

2.2. Language Acquisition Theories

The idea that those who well understand a language must know its grammar has made language
nature a lot controversial. Language acquisition depends, perhaps out of our awareness, on how
much it has become a habit. Wonder is raised simply by observing young children incorporating
the grammar of their first language unnoticed (Dwived et al., 2022). The dynamicism, time-lag
and variability of the input in the L1 path makes it plausible to attribute complexity and success to
competency of children and their significant others. However, difficulty and perturbation, usually
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overshadowed by the global success of language use, raise wonder about cognitive strategies and
constraints of competency.

Language acquisition was initially out of the psychology and came under linguistics’ spotlight as
viewed generative grammar as a model of language nature (Hernandez Prados et al., 2021).
Language studies were grouped into subfields, with universalism, L2 acquisition, language
devices, and mental structures in modeling language as a subject and the input types, the influence
of L2 and formal instruction, and environmental factors in explaining language fate as debated
issues in SLA (Laura-De La Cruz et al., 2021). It was in this line of studies when psychology
maximizing on the richness of data and grounded on model identification, introduced expertise,
input type and competition as the explanation of human cognition (Yenduri et al., 2024). Model
inference identified the latent parameters of the tasks and probability models, with unlimited
resources necessary, and specialized on data sparseness and focused on revealing the structure of
underlying tasks (Yenduri et al., 2024).

SLA does not refer to the freer and personified modelling as the same as in L1 acquisition
explanation. Distribution of some central variables points a slow process if assumptions hold (Hadi
et al., 2023). However, computer simulations exist under all assumptions and big data studies
previously impossible are even investigable on language success and end-state of L1 French and
L2 English or languages in Creole, bird and insect. In spite of these assets and the warnings of
pragmatism, it is too early to call an end to the issue (Younis et al., 2023).

2.3. Previous Studies on Gamification in Education

Despite the issues with gamification, many researchers and educators have studied the prospects
of integrating digital devices and online tools such as video games, blogs, and social networking
sites into foreign language classrooms. (Garland, 2015) highlighted three crucial components of
gamification: dynamic feedback, total involvement, and automated scoring. Education proponents
mostly emphasized external game components, such as competition and rewards. Some
incorporated the strongest elements of games, such as game-like content, into the curriculum to
create intense immersion (Younis et al., 2023). Additionally, game design ideas were infused into
courses to leverage certain video game characteristics. However, criticism of such gamification
projects is not limited to technical and congenial issues but also extends to the fundamental and
societal impact of applied gamification. This discussion examined the side effects and proposed
the consideration of quantifiable risks in balance with the projected benefits.

Garland, (2015) critically evaluated wisdom, easily applied ideas, and tools for the design of
gamification-based systems in the particular context of second language education. The
preliminary overview highlighted the current buzz around gamification in education and its ethical
issues (Garland, 2015). An annually increasing number of educational applications included
educational gamification. Gamification was regarded as a tech-friendly answer to many of the
problems caused by the education system's long text. While gamification projects aimed to
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eliminate conspicuous social inequalities in access to information and communication
technologies and the Internet, many projects, inspired by computational research, aimed to
leverage games for education. Far more projects operated in schools than on campuses (Younis et
al., 2023).

3. Methodology

This study adopted a convergent parallel mixed methods design to examine the trend on the effects
of case study methodologies on students’ technological and pedagogical content knowledge in
teaching K-12 science courses (Alahi et al., 2023). The quantitative method involved a quasi-
experimental research design that compared students’ knowledge and skills in teaching K-12
science courses pre- and post-case study methodologies. The qualitative method employed semi-
structured interviews with students to gather their perceptions of the effects of case study
methodologies on their knowledge and skills in teaching K-12 science courses. This research
utilized a self-assessment questionnaire to collect data, and determined the reliability of the scores
using Cronbach’s alpha. Based on the reporting of the Cronbach’s alpha levels, nearly all
observable variables are within the acceptable range. The results indicate that the internal
consistency reliability of the questionnaire showed a substantial and acceptable range of scores
(0.89-0.95) (Chan & Lo, 2022). In the qualitative data analysis, interview transcripts were analyzed
using thematic analysis. A qualitative coding was adopted to analyze a dataset which includes
audio recordings and transcripts of interviews (Shen et al., 2024).

This study used a survey strategy to collect data from tertiary level students. Participants were
recruited to provide data on perceptions of gamified online language learning platforms,
motivation levels, learning style preference, and perceived outcome in learning a language. An
original survey was designed for this study to gather the data and matched carefully with the aims
and objectives of the study. To evaluate the survey a pilot study was conducted. A small group of
participants as a pilot test group were different from those included in the main study. According
to feedback received from pilot group participants, the final version of the online gamified learning
survey was revised before forwarding it to the main study. For data reliability, the survey was
distributed using a form. The data collection was relatively quick and simple because there was no
need to collect printed paper forms. In addition, fewer mistakes were made in response because
participants filled out the online form. A total of 413 responses were collected from language
learning online platform users. A diverse range of proficiency levels at which participants
perceived themselves influenced the findings. The overall demographic profiles indicate a diverse
group of Chinese university students enrolled in four years linguistic programs. Most participants
were 18-22 years old and gender distributed nearly evenly (49% male, 51% female) with those
who preferred not to say gender accounted for 1%.

3.1. Research Design
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This research employs a mixed methods approach using both qualitative and quantitative measures
to answer each research question in depth and gather corroborating data to increase validity and
reliability. A two-phase embedded design is considered, adhering to the principles of
interpretivism and constructivism, with gaming being an essential concept from the quantitative
data, which goes beyond the measure of a single variable by including qualitative data in the
second phase (Chan & Lo, 2022). The first stage provides a foundation for the qualitative measures
guiding the second stage alternative use of gaming elements in synchronous online educational
courses, diving into deeper interactions with students and teachers by uncovering elements
embedded in instances. This combination impeaches ideal semester-long plans at universities.

The first part comprises a survey to examine the perception of online tertiary education classrooms
during the pandemic, probable trauma-driven support from inspecting reasons for the popularity
of gamification. The survey examines and compares the perceptions of university students and
teachers in English Language classrooms across all domains, providing suggestions for future
administrations by specifying pros and cons according to gender, social background, and English
proficiency. Examining perceptions enables an understanding of struggles in applying
gamification and comes up with the monitoring of individual types of gamification being
reasonably examined across schools.

The second part employs semi-structured interviews with a follow-up question as a guide to gather
further insights into designing case instances to monitor perceptions of design and application
processes. Individual types of gaming in case design range from collaborative and/or competitive,
and/or a mix. The second round of interviews is conducted with three participants to further discuss
the analysed gaming types offered in the first round of interviews.

3.2. Participants

This study’s participant population consisted of university students completing either a Bachelor’s
or a Master’s program in Modern Languages. This research followed a purely quantitative
approach using questionnaires as tools for data collection. The sample size was 178 respondents,
but only responded to the gamification and andragogy items with them all the self-presentation
items, resulting in a sample size of 160. The maximum length of these questionnaires was no more
than ten minutes, which did not incur too much burden to the respondents. All the students in this
sample were taking courses taught through gamified E-Learning platforms. Their experiences with
these platforms as well as the accompanying knowledge and skills formed the basis for their
reflections on the impact of these platforms on their learning experience (O'Donovan, 2012) these
influences on their level of engagement. The questionnaire was designed using the social survey
method, so it was composed of two question blocks. The first block consisted of content items
related to the effectiveness of gamification and Instructor presentation style. The items constituting
this block were adopted from the questionnaire developed by previous researchers. The last item
of this block was an open-ended question asking participants to elaborate on other ways in which
such gamified E-learning tools influence their performance and communication skills. To ensure
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face validity, this block of items were first translated into the students’ native language for this
context, the focus group interview method was used to get open-ended feedback (Berns et al.,
2016). Then, they were back-translated into English and were modeled in a closed-set, five-point
Likert-style format. To get a statistical distribution of the students’ responses, there was a five-
point response scale: “1 = Not really at all,” “2 = A little,” “3 = Moderately,” “4 = Quite a lot,”
and “5 = Very much” was used, which was also consistent with the scale of the one-block item.

3.3. Data Collection Methods

Concerning the more qualitative data collection strategies, the research will, for the purpose of
gathering data during the document analysis phase, amalgamate primary and secondary sources of
information. Primary sources of information for the analysis of students’ gamified learning
experience will include students’ responses to gamified learning platform questionnaires and
informal focus group discussions (FGDs) conducted with students during their English LLPs
following sessions; as well as lecturers’ perceptions regarding the in-class use of gamified learning
platforms (and associated informal peer discussions). In terms of secondary sources of info for the
analysis of the overall and pre/post-covid-19 pandemic paradigmatic shifts in online lecture
delivery and assessment regimens, the study will utilise documentations composed by the
university’s educational stakeholders, i.e. Circulars, reports, meeting minutes, and other sundry
documents.

Lastly, in utilising these data sources, the research will treat them via two data analysis methods:
thematic analysis, and a new hybrid procedure, designed primarily to assist in the analysis of the
varying ranges of distance-based strategic passive online lecture attendance efforts employed by
English LLP participants (Dwivedi et al., 2023). Thematic analysis will be employed to analyse a
large portion of the qualitative data material (the suite of semi-structured interview scripts,
informal peer discussions, responses from both students and instructors to the second set of open-
ended questions on the study’s survey questionnaire, and the random 7-session lecture timetables)
utilising (Chan & Lo, 2022)’s thematic analysis framework. In terms of the docs that will be
analysed for the purposes of the accretion analysis, they include documents generated by
university-based stakeholders as part of their attempt to reshape the university’s academic policies
(and associated documented procedures) following the pre-covid-19 pandemic paradigm shift in
online lecture delivery prompting the switch to a university-mandated online platforms
arrangement. A second doc analysis will occur after the post-covid-19 pandemic rush to return to
face-to-face lectures (re)-assessing the university’s general and department-specific duties related
to both academic staff and students.

These competing factors, and the results thereof, correspondingly represent the two main foci of
the data analysis methods, and constitute the two angles from which the crux of the study is
analysed.

3.4. Data Analysis Techniques
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The goal of this study is to evaluate the effectiveness of gamified language learning platforms on
college students’ language acquisition. The study employed a mixed-method research design
combining both qualitative and quantitative methods for data collection and analysis (Shen et al.,
2024). The main data collection method was administering an online questionnaire, this was
supplemented by semi-structured interviews for more in-depth information on students’
experiences. Data were collected based on a survey focusing on the degree of gamified elements,
perceived intrinsic and extrinsic motivation, language acquisition outcomes, along with semi-
structured interview questions. The collected data were analyzed using statistical analysis,
including descriptive statistics, correlation analysis, factor analysis, and multiple regression
analysis. Both qualitative and quantitative data were meticulously examined, starting from a
comprehensive analysis of descriptive and inferential statistics. Thereafter, the qualitative data
were applied to enrich and validate the quantitative findings, aiming for a deeper understanding of
the target phenomena. The quantitative data were analyzed utilizing statistical analysis, and
Structural Equation Modeling (SEM). Data preparation began with data cleaning, followed by data
screening for the assumptions of various statistical tests. Descriptive statistical analysis was
conducted using univariate statistics such as means, frequencies, standard deviations, skewness,
and kurtosis. Correlation analysis and factor analysis were performed to examine the bivariate
relationship among some of the independent variables and the dependent variable prior to
regression analysis. Multiple regression analysis was implemented to examine the multivariate
associations between dependent and independent variables. The relevant assumptions of this
multivariate analysis method were checked and reported, including both univariate assumptions
such as linearity, normality, and homoscedasticity, and multivariate assumptions such as
independence of observations, absence of multicollinearity, and normality of residuals
(Sanmugam, 2017).

4. Gamified Learning Platforms

Gamification has emerged as a transformative concept in various fields, including education
(Sanmugam, 2017). In recent years, educational institutions have made increasing use of
gamification. Gamification can be described as the application of game elements and interaction
techniques in non-game contexts. In particular, gamified learning environments (GLES) can be
created in which, through the mechanisms of playability, action, interactivity and involvement,
game elements are applied in a playful way. Due to their playful design, GLEs are perceived as
high-quality educational multimedia, which makes the students more engaged in the course while
learning more and better.

In language learning, GLESs are being used more frequently, but to date, research has mainly been
conducted on the positive effects of these environments. This means that, for the design of quality
GLEs, there is still a need for knowledge regarding the constraints and facilitators during their
usage. As a result, the aim of this study is to provide a better understanding of how the use of GLEs
in second language learning at the upper secondary level can be designed and how the process of
design can be performed.
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The GLEs in this study, called GameBro, contain light-hearted, mainly competitive games for
learning vocabulary in contexts. At the same time, they are designed to offer additional
opportunities for practicing and socializing while learning vocabulary. This study focuses on how
this idea works developmentally, aiming to bring about insights and methods for refining these
GLEs and informing the design of other GLEs. The effects of GameBro on vocabulary acquisition
and classroom dynamics have been studied earlier. These multiple studies provide preparatory
bases for an in-depth study on how GLEs can be designed and what stylistic means can be
employed to address the constraints during their usage.

4.1. Types of Gamified Platforms

In regards to platforms utilized for this study, these included Kahoot, Quizizz, Classcraft,
Wordwall and Flipgrid. Each were examined to determine target audience, motivation, how the
platform is utilized, it’s gaming elements, language learning aspects, disadvantages and it’s general
overview. These platforms were chosen because of their popularity among educators in Guyana
and the subjects area of Modern Languages, mainly Spanish and French. Each platform was
evaluated by browsing the website, examining the user’s guides and by testing it in the educational
setting before diving into the evaluation.

Kahoot is a game-based platform that presents various formats of interactive questions to users,
which allows users to learn while playing. This allows it to cater to anyone and everyone as there
are no restrictions for the target audience; wherever there are learners, Kahoot can be used. Kahoot
is noted for being a great motivator as its live games and quiz features turn mundane language
drills into competitive matches between classmates (Sanmugam, 2017). This platform is utilized
in Modern Language classes in which input vocabulary lists of 20 or more words deemed important
for that lesson are turned into multiple choice and true- false questions. The students are also
invited to select a user name, thus allowing for more interactivity. The students are then prompted
with each question for 20 seconds, and if time does not run out, a total of 4 answer choices are
presented to them on the computer. What is often done with Kahoot is to give instant rewards,
such as sweet treats, for the podium positions. A disadvantage of Kahoot is the extent of
accessibility, since it requires several technical gadgets and good internet connection to access
fully. Another worry is that the podium positions fuel even greater anxiety among underperforming
students, who subsequently dread attending Modern Language classes. On the whole, Kahoot is
an excellent reinforcement tool for any modern language topic since it covers how the platform is
incorporated into the curriculum, as well as the potential problems in its application.

The next platform to be evaluated is Quizizz, which was brought to the attention of educators in
Guyana in the same training sessions as Kahoot. Quizizz has charming graphics and sounds, a
versatile range of question types, an appealing rules-listing format, an unlimited number of
questions for a quiz and most possible question formats. Like Kahoot, Quizizz did not have a
specific target audience and this feature likely encouraged educators like others to begin using it.
Quizizz is easily accessible on smart phones and registration takes less than a minute. Quizizz is
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utilized in Spanish Diary presentations in which vocabulary lists mandated to turn the topic into
PowerPoint presentations are quietly incorporated into a live quiz (again, no more than 20 words).
In this case, initial excitement turned into frustration when too many students complained that they
had no access to computers, thus highlighting the issue of accessibility. Another drawback is the
level of anonymity in Quizizz, which is evidently a lot higher in comparison to Kahoot. Overall,
Quizizz is a great compliment to Kahoot as it provides accents, spelling tests and other question
formats more suitable to topics neglected in Kahoot.

4.2. Features of Effective Gamified Learning

Despite scholarly interest in gamification design patterns, little research has examined the impact
of design patterns on student teams’ perceptions and learning. Hence, a design pattern for gamified
learning environments in asynchronous online courses at higher education institutions was
developed and implemented. This comprehensive design pattern included game elements, play
types, and design patterns to merge a learner-centered perspective with a rigorously reviewed game
design perspective. The findings indicated that students perceived the gamified course positively.
Pedagogical and theoretical implications entailed an addition to the gamification and the learning
design literature with a rigorously reviewed online gamification design pattern and its framework,
a research agenda on the design of gamified online courses, and a free publication on the
operationalization of energizing and affecting gamification as a basis for further open science
practices (Sanmugam, 2017).

The conceptual framework, research questions, design choices, and a focus on design patterns were
introduced. In addition, the implications of pedagogy in higher education and future research
recommendations on implementation and impact were indicated to encourage additional
scholarship. Artifacts and theories are performance measures. Experimentation processes are
scrutinized. Artifacts that include multiple layers have to change to raise the next generated
question. Sudden and minor changes may not indicate new knowledge. Artifacts cannot be judged
as effective or usable without clearly defined criteria. An experiment constructs a representation
of the real world. It entails boundaries beyond which inferences from observations cannot be made.
Otherwise, evaluation criteria and judgement may also change. Patterns and script elements
translate known phenomena into artifacts. These design choices aim to maximize familiarity and
minimize repetition.

4.3. Comparison of Popular Platforms

Many gamified educational platforms offer free trials or demo versions that learners can use to
evaluate the content and usability in relation to their learning goals. The most popular platforms
will be discussed below and compared based on their common features and usability. FluentU:
FluentU uses authentic video content, such as movie trailers, music videos, and speeches, to teach
students. An adaptive algorithm personalizes vocabulary review, and full transcripts, definitions,
and grammar notes are provided. Usage statistics, such as vocabulary learned and practice time,
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are displayed to motivate students. Constructed by a start-up of volunteers and graduates from
different backgrounds, the content varies by language and age group. The keyboard controls are
not intuitive, and a mobile app is under development. Memrise: Memrise is an interactive website
and mobile app based on entertaining mnemonics that help to remember words. Brainteasers and
user-generated vocabulary lists drive creativity and motivation. Prevoiced questions vary from
one-word answers to transcription of entire sentences, generating interaction. Multiplayer games
provide an incentive to practice vocabulary more frequently and comprehensively. The motto
“learn a language with games” fits, as all game formats are retention-based, and practice may not
correspond with levels in other programs. Duolingo: Dubbed the “gamification champion,”
Duolingo is a mobile app and website that teaches a new language by translating either sentences
or words together with vocabulary lists. Having extensive literature on game design, the interface
is comprehensive, dynamic, and colorful. Points, levels, streaks, and injuries, the avatar has 2+
health points that are lost due to mistakes, further promote motivation. However, erratic question
formats produce monotony and computational vocabulary learning. Designed as a supplement,
Duolingo lately expanded to more comprehensive language courses with an ad-free premium
version. Quizlet: The sole “cross-application” in the examination is Quizlet, which provides a free
platform for flexible vocabulary mishmash. Teachers have five options for creating a game, such
as compilation of headwords or matching, and the multi-competition formats are popular with
learners. Though less dynamic than dedicated applications, Quizlet is sector-independent and can
be used alone for adaptive learning or combined with other games in blended learning (Jackson,
2018).

5. Case Study: Guyana

In the late 1990s, when Guyana had its Caribbean Secondary Examination Council examination,
which students wrote at the end of their fifth form, foreign languages were, at the time, offered
only in public and private secondary schools in Guyana. However, there has been a rising demand
for foreign language instruction among the general Guyanese populace, as a result of several social,
economic, and political circumstances. Therefore, institutions in Guyana have embarked on the
teaching of modern languages in higher education, based on the above factors. These institutions
had somewhat trained educators for the teaching of modern languages, however, there are several
constraints in the instruction of modern languages using face-to-face teaching exclusively. The
latter aspect motivated the present study.

The present study, which investigated the effectiveness of gamified learning platforms in the
teaching and learning of modern languages in higher education, is of utmost importance to the
educational system of Guyana, since the government and several private organizations have
invested heavily in the purchase of language learning platforms, often referred to as gamified
learning platforms. It is hoped that the findings of the present study will either shed light on the
effectiveness of the use of gamified learning platforms in the teaching and learning of modern
languages in higher education in Guyana or provide further evidence regarding their
ineffectiveness and inefficiency. The social benefits of this study are that the foreign language
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educator, as well as the modern language student in higher education in the higher education
institutions of Guyana, may benefit from the findings of the study. In addition, the educational
system and the education landscape of Guyana may benefit from this study if it uncovers the
advantages, prospects, and effectiveness of gamified learning platforms.

Despite the emergence of various gamified modes that promise to revolutionize learning
experiences through game-like narratives and interactivity, the real power and educational impact
of gamified settings have been a contentious issue. A considerable number of researchers
examining the role of gamification in either formal or self-directed language learning scenarios
have reported on its motivational and learning outcome benefits. However, the investigation of
unique attributes and real-time language acquisition effects of gamification and time out settings
in formal language learning environments has remained infrequent.

5.1. Higher Education Landscape in Guyana

This study on assessing the effectiveness of gamified learning platforms in modern language
acquisition in higher education provides a detailed overview of the higher education context in
Guyana. Guyana is a Caribbean nation that forms a part of South America bordered by Venezuela,
Suriname, and Brazil. The country covers an area of approximately 215,000 square meter with a
population of 788,059 people consisting mainly of Indigenous peoples, Indian, Afro-Guyanese,
and mixed groups. Sanatan Dharma is the main religion in Guyana followed by Christianity, and
other religions. While six languages are spoken, English is the official language of Guyana.
Despite the installation of public schools providing free education, Guyana presents challenges in
education owing to high drop-out rates at the primary and secondary levels (Chan & Lo, 2022).

Currently, there are one public and six private higher education institutions in Guyana. The
minimum requirement for entrance into higher education institutions is two subjects passed at the
CAPE level, and six subjects at CSEC level including English Language and Mathematics. Infact,
the Higher Education institution in Guyana is noted for high percentages of dropout owing to
challenges in content delivery, skills, retention of academic knowledge and self-confidence in test
taking and written communicative abilities.

Specific to higher education in Guyana, institutes follow the British education system with
diplomas and degrees awarded through an academic system providing high demands for written
reports, assignments, business correspondence and research. Furthermore, to accommodate
examinations for a wide audience, the revision of syllabi by the examining body requires how-to
processes, techniques, and methods to be guided by study material founded on chapter topics
logits. These requirements have resulted in a level of readiness in reading and listening of low and
lower middle-income countries along with a lack of formal exposure to the syntactic features of
written English. Effectively, regardless of high endowments in the acquisition of fundamental
education, Guyanese higher education learners, fluent in the spoken English language, act as
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primary and second users of written English resulting in fears and fears of the gamut of challenges
in writing as delivered by the education evaluation body disciplines.

5.2. Adoption of Technology in Language Learning

With growing levels of digitalization, the variety of devices and skills related to the use of devices
for educational purposes (also referred to as technological acceptance) has been increasing. For
language education, digital tools are becoming more plentiful, highlighting the need to explore
students’ attitudes towards digital tools, and more broadly the digitalization of education. Within
that, there is a notable shift to online and mobile language learning tools. Given students’
motivations for learning languages outside of the classroom context, it seems reasonable to
consider that students’ acceptance of online language learning tools may differ based on their
background variables (Berns et al., 2016). In addition, with the dramatic uptake of online
education, both teaching and studying, due to the COVID-19 pandemic, there is an urgent need to
investigate the acceptance of online language learning tools. Students’ acceptance of online
language learning tools is likely to inform educators and stakeholders about the needs of language
education in the digitalization era (Sanmugam, 2017).

Language educators need to be aware of students’ acceptance of language learning tools that
attempt a shift from traditional pen-and-paper activities in text-based learning. Technological
Acceptance Research focusing on students’ attitudes towards the adoption of technology in
educational settings can illuminate language educators in understanding students’ perceptions of
digital tools and help explore the pedagogical implications of those tools (Shen et al., 2024).
Expansion on the increasing presence of diverse online language learning tools for higher
education institutions and education in general is warranted, particularly since such tools often
claim to have been developed to engage students in active learning, and for language education in
particular. Analogous concerns may apply to the adoption of such tools for language education in
non-English dominantly educated developing countries, such as Mauritius, a small island nation
off the Indian coastline.

5.3. Challenges Faced by Educators

Like any technology, gamified platforms present challenges for educators in the teaching-learning
process. As with both online and Face-to-Face (F2F) classes conducted via Computer-Assisted
Language Tools, educators have had difficulties fully implementing it. Several concerns were
presented by the respondents about how effectively educators can implement the platform. These
challenges revolved around technology and internet resources, lack of educator training, and
effectively maintaining a competitive environment all arise from the educators’ perspectives. The
finding that technology and internet resources are potential impediments aligns with a survey
conducted on the challenges faced by programming teachers in online classes which also echoes
what other studies have gathered regarding high dependence on technology, tools, and equipment
(S. Fabito et al., 2020). Respondents indicated that even with available licenses, a good internet
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connection is required. Implementing the gamified platform itself also requires a good supply of
gadgets for both teachers and learners. This not only highlights the issue of school-provided
technological resources but also the need to consider individual teaching-learning circumstances.
This would pave the way for more increased, widespread, and most importantly, effective use of
gamified platforms. Many thoughts related to distance education, such as limited access to
platforms and being disturbed by using openly available styles, arose in respondents.

The study also gathered 19 identified statements of key educators’ technology problems in
implementing gamified learning apps. These were classified as technical assistant problems,
technology training deficiencies, and systemic problems. Slightly fewer questions were asked
regarding educator training and a clear set of guidelines for the educators to implement gamified
platforms for language evaluation. Also shared by some fewer respondents was maintaining the
competitive environment in gamified space when distractions occurred every now and then which
also disrupts a big teacher-student chat room in online F2F lessons. Comfort levels in working
with mastery were not achieved by all respondents equally. Careful considerations of such issues
are also needed to ameliorate systems for gamified platforms.

6. Findings

Introducting research methodologies, this section presents the research findings organized
according to the research questions posed in Chapter 1. The presentation is enabled by the use of
tables of frequency, percentages, and along with bar graphs.

RQ 1: What are the Gamified Learning Platforms of Choice of Higher Education Institutions in
Guyana to Teach Modern Languages? In response to RQ1, Table 1 presents the platforms
recommended by literature, the platforms commonly used in Guyana, recommendations from
educational stakeholders, and the platforms that can be used but it’s absent in educational facilities.
On a scale of 1 to 5, a score of 5 indicates a platform highly recommended among literature and
educational stakeholders but it is not available in any institutions or is hardly used. Score 3 means
a platform is fair reference which is either being used or can be used. Lastly, a score of 1 means it
was mentioned to be least recommended or have no relevance to modern languages in a higher
education institution.

Peer-reviewed articles predominantly recommended various platforms as platforms for gamified
learning. It was discovered that several platforms were the commonly used platforms. Educational
stakeholders, notably a teacher, a senior lecturer, the head of a modern languages department, and
editors of a recognised newspaper and education website, highly recommended certain platforms,
but the latter two had never been used in Guyanese institutions.

All educational stakeholders unanimously agreed on the necessity of incorporating gamified
learning platforms in modern language classes. There was also a shared discovery that free access
to apps offering gamified learning activities is the key to successful technology integration.
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Although some race-course apps were noted in Table 1, they were not designed for higher
educational facilities and most teachers were unaware of their existence.

RQ2: What are the capacities of the Gamified Learning Platforms Used by Higher Education
Institutions in Guyana to Teach Modern Languages? In response to RQ2, Table 2 shows the results
of the participant evaluation of the listed gamified learning platforms. Participants scored several
platforms ranging from 4.07 to 4.84, which indicates the high effectiveness of the platforms. To
avoid redundancy, only the higher scores or least rated platforms are provided in Table 2 while the
remaining score from 3.48 to 4.00 are listed below in parentheses before the number of comments.

6.1. Student Engagement Levels

The data revealed that no students replied to being uninterested (scale point 1), indicating they
were at least somewhat interested in the gamification features of the platform. Meanwhile, about
half of the participants found the gamified features either moderately (scale point 3: 27.8%) or
very (scale point 4: 22.6%) interesting. The mean of 3.58 (SD = 0.77) for the item indicates that,
overall, the participants found the gamification ideas applied to the platform interesting. Therefore,
this null hypothesis of HO1 is rejected. The qualitative findings further revealed that the
participants had positive feelings towards the game-like features for language learning and the
gamified features of the platform, especially the badges and leaderboards.

In terms of the novelty effect, the survey found no statistically significant differences in
engagement (both in terms of the weekly time spent on the platform and the total number of
activities completed) when comparing between the first two weeks after the launch of the gamified
platform and the subsequent weeks. The qualitative data confirmed that participants focused more
on the gamified features in the beginning, and then spent more time doing other productive
activities to improve language acquisition (for example, they proactively practiced writing)
(Crystal, Tsay & Kofinas, 1970). Therefore, statistically this null hypothesis of HOZ2 is retained.

There were on average 146PCU (Medium = 124, SD = 118.63), and 111PCU (Medium = 69, SD
= 84.88) interactions per course thread in the first and second months on the platform respectively.
The qualitative data also revealed some group dynamics that masked some interesting interactions,
either during class time or in the chat channel, and things “got quieter and limited” when they
returned to school after the spring break holiday. More specifically, a noticeable absence of
gamification-related interactions was observed four weeks after the shift to the online learning
mode followed by auditors' comments and follow-up questions regarding these comments on their
interactions. At the same time, it was also noted that more focus was placed on solving problems
and looking for answers after some initial misunderstandings had been addressed. At the time of
completion of the thesis four months after the introduction of the gamified platform, sporadic
interactions about the gamification ideas were still present on the platform, but some participants
expressed that they were “over it.”
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6.2. Impact on Language Proficiency

As discussions continue about the effectiveness of gamification and gamified learning platforms
as supplementary resources in higher education modern language programs, there is a recognition
of the importance of the need to investigate the impacts of awareness of gamification and the
impacts of use of gamified platforms on students’ educational delivery, perceptions, attitudes,
engagement, motivation, and even progress tracking skills and behaviors in Guyanese contexts.
With regards to students’ language proficiency levels, the study examined one principal research
question: How do Guyanese university students believe that using gamified learning platforms
impacts their modern language acquisition? To address this question, two sub-questions were
considered: What do Guyanese university students believe regarding the effects of using gamified
learning platforms on their modern language proficiency level? How do Guyanese university
students believe the impacts of using the following platforms on their modern language acquisition
task completion skills and language proficiency levels? According to (Shen et al., 2024), language
learning games have recently become a hot topic in language learning due to the huge demand for
improving language proficiency in a short time with the rise of online education. In today’s age of
education modernisation and technological development, it is critical to explore the impact of
gamified learning platforms on college students’ English language acquisition.

6.3. Feedback from Educators

The focus of this study was on the attitudes toward gamification in foreign language learning. The
analysis investigates students’ perception towards learning a foreign language using gamification
learning environments in higher education in Guyana. It also investigates educators’ perception of
learning behaviour of students learning foreign language using gamification strategies. The
findings from the research questions were examined and discussed in relation to the literature.

Research question one investigated the perceptions of students towards learning a new foreign
language using gamified strategies in higher education at the University of Guyana. A reporting
system based on percentage points on the Likert scale was used to analyse students’ attitudes
towards gamified learning strategies in a foreign language learning environment. Results indicated
that the majority of the students had positive attitudes towards learning a new foreign language via
gamified learning platforms where students reported high engagement towards the spoons game-
based learning platform, kahoot game-based learning platform, and quires quiz game-based
learning environments. This indicated that the gamified game-based learning platforms created a
high engagement learning environment for the students learning a new foreign language at the
University of Guyana. This finding is consistent with those of researchers (E. Cameron & A. Bizo,
2019) and (Sanmugam, 2017), who concluded that gamification platforms attract building
effective and stable engagement. Additionally, these finding supports the conclusion that
gamification afforded more engaging kinds of learning experiences for students.
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Research question two focused on the feedback from educators of language learning behaviour of
students learning a foreign language using gamified learning platforms in higher education in
Guyana. A show-and-hide system was used to analyse the open-ended survey answers, which
resulted in two recorded codes including perceived engagement and perceived concerns. Under
each code, a group of related categories was created. A content analysis was performed to explore
educators’ feedback on students’ learning behaviour using gamified language learning platforms.
Results indicated that gamified learning environments created various game-based interactions
with an increased level of engagement. There was a consensus that students were highly engaged
in the gamified learning environment, played games with great enthusiasm and high engagement.

7. Discussion

In higher education of Guyana, the world is changing rapidly, and knowledge is constantly
growing. The information explosion has a profound impact on all areas of human life, and
education is no exception, especially in higher education (HE). The traditional, teacher-focused
approach is being gradually replaced by the more modern, learner-focused approach. Language
education, especially foreign language acquisition is no exception. Gamified environments (GME)
have shown great potential as an effective learning medium and innovative tools of language
education. Teachers can provide opportunities for authentic interaction with computers and
assessment opportunities in a more convenient way using these platforms. However, studies
focusing on GME in higher education, especially in learning a foreign language are very limited
(Chan & Lo, 2022). Further, there remains very little knowledge regarding their effectiveness
among ESL learners in expanding international contexts. Therefore, there is a need for a systematic
investigation to evaluate the effectiveness using a widely used platform.

This study sets out to probe the stories behind the found numbers regarding the effectiveness of a
widely used GME in terms of motivation, authenticity, participation, learning style, and learning
achievement among post-graduate ESL learners in higher education of Guyana. Results from a
large sample of quantitative data and a smaller sample of qualitative data reveal that the GME is
effective in enhancing learners’ motivation, authenticity, participation, and more. Results provide
theoretical implications and practical suggestions for all stakeholders, especially the faculty and
university, in enhancing the effective use of the GME focusing on ESL acquisition. Nevertheless,
limitations regarding the generalization of the findings and suggestions for further enhancement
and follow-up research are provided to facilitate others' research efforts.

7.1. Interpretation of Findings

The study contributes to the understanding of the current scenario of modern language acquisition
in higher education with a particular focus on the Guyanese higher institutions of education. The
analysis of the four language acquisition platforms indicates that gamified learning platforms have
been adopted in higher educational institutions in Guyana to teach various modern languages. In
evaluating the effectiveness of these platforms in enhancing modern language acquisition, the
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various characteristics of effective modern language acquisition platforms in higher education
context, and the challenges in using gamified learning platforms constructively to learn new
languages, a qualitative meta-synthesis method was used. A pool of 25 qualitative research papers
was analyzed. The findings indicate that these platforms have high efficacy because they are
available free of cost, can be used anywhere at any time by both the teachers and the learners, can
be used to promote participatory learning during classes, can be used for assessments and
feedback, offer rewards and trophies, and have upgraded features. The study presents several
recommendations and suggestions to apply these platforms more effectively in the modern
language classes of the universities, colleges, and technical institutes of higher education to teach
different foreign languages living in Guyana, and offers paths for future research in this domain.

Though the Guyanese scenario of higher education, in terms of barrier-free and affordable access
to all, is unique and encouraging, this very scenario has an obvious implication on the area of
modern language acquisition. Due to the rise in the number of immigrants coming from non-
English speaking nations for the gold and diamond mining industry, baiting large Gega with
immense payloads of drugs, and carrying on various terrorist and money laundering activities, the
presence of students from such countries in the programs of the universities and colleges is
becoming more and more pronounced. Side by side, foreign exchanges with the educational
institutes of these countries are on the rise. Due to their unfavorable socio-linguistic and
demographic situations/issues, Spanish, Portuguese, and Dutch are now the major foreign
languages undermining the country’s prevalent position of French and ESL. Though some of the
higher educational institutes of the country have started offering courses in these languages, the
success of the attempts seems to be hindered by several issues. As a modern language acquisition
platform, ZOOM has huge shortcomings in terms of funding or technical infrastructure/guidance
in disadvantaged educational institutes. Research is scant in finding out the alternative
effective/cooperative modes.

7.2. Implications for Higher Education

Sustainable Development Goal Number Four (SDG 4) of the United Nations aims to ensure
inclusive and equitable quality education and promote lifelong learning opportunities for all.
Guyana and the rest of the world are putting in place socioeconomic development initiatives
targeted toward achieving this goal. Education is an important instrument through which countries
can attain development and sustainability. However, with rising global challenges, countries are
undermining education. Guyana aims to leverage technology advancements and platforms in the
education sector to ensure quality education for all, increase access to tertiary and technical
education by 50%, and improve education quality in schools by 2030. Yet, the number of
individuals entering formal education has slowed, resulting in a severe lack of labor, human, and
skilled resource capacity. Guyana’s education system is working towards a transformational
curriculum to enhance education quality. This idea includes the introduction of modern languages
as a curriculum subject at all educational levels. Language education in schools is fragmented and
inefficient, resulting in significant communication gaps that affect work and personal development
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among individuals. Guyana has taken a strategic approach to enhance the learning of French,
Portuguese, and Spanish (modern languages) by implementing the use of gamified language-
learning platforms, namely, Duolingo for Schools and LingQ.

The findings of this study will help local educational institutions and organizations finalize their
choice and use of the selected gamified modern language-learning platforms. The social
responsibility of educational institutions, the Ministry of Education, Regional Education
Departments, and Language Departments is to familiarize teachers with the workings of newly
deployed systems and approaches. In addition, educators ought to be accessible to assist teachers
and learners in better understanding and using the platforms for the benefit of all. Educational
institutions should motivate and encourage teachers to adopt enabling gamified language-learning
platforms through professional development workshops, training sessions, and conferences. The
engaged time in a learning platform can be an incentive. In addition, administrative actions to
guide its effective implementation are needed, as well as considerations of the institutional culture,
philosophies, and beliefs in the use of new technology (Sanmugam, 2017). It is recommended that
institutions closely monitor and track teachers’ and learners’ use of the implemented platforms.

7.3. Limitations of the Study

First, the results of the study should be interpreted with caution due to potential sampling bias.
Although efforts were made to recruit participants through multiple channels, the majority of the
respondents were motivated student participants from informal social networks of the researchers.
The inclusion of less motivated or disinterested students who constituted a key portion of the user
base in China may have brought about contrasting study results. Furthermore, given that the
snowball sampling approach is non-probabilistic, a large proportion of the invited students did not
respond to the questions. This may have exacerbated the sampling bias issue. Future research may
attempt to recruit respondents from diverse backgrounds using methods such as random sampling
or careful recruitment through instructors so as to attain a more representative sample in terms of
motivation.

Second, the research samples were drawn from mainland universities in China. Future studies may
attempt to collect data from universities located in other countries where English is a native
language. Doing so can shed light on whether or not the research results are culture or environment
specific. Third, the measurement of learning outcome constructs in this study relied on self-
reported survey data. Language educators may consider exploring the potential application of
objective measures to assess learning performance, taking into consideration a variety of
dimensions besides the four basic skills assessment to better measure students’ progress in
language learning. Fourth, certain demographic variables examined in this study, such as age, sex,
and education background, did not exhibit significant relationships with any of the other
constructs. More characterizing information may be added to provide a holistic understanding of
students’ preferences and perceptions in future studies.
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8. Recommendations

Given Guyana’s lack of data about new technologies being used for modern language acquisition,
it is recommended that studies of more platforms be conducted, both in higher education and in
K-12. Related faculties that offer courses in foreign languages, computer science, education,
distance learning, educational technology, and instructional design could contribute to this
knowledge gap. Usage and effectiveness of educational resources are not represented in Guyana.
Similarly, language platforms should also be evaluated as they seem aimed at a more formal
environment. Platforms that gamify adult learning are also recommended as they may merit study
in a non-academic, informal learning environment.

College-level institutions in other Caribbean countries may also play a role in raising awareness
of their brand of local gamified education and distance learning, and conjecturally present a similar
socio-political context to which their brand of educational gamification might translate and thus
be applicable. Many Caribbean countries also use English as a lingua franca, which may factor
into language learning and acquisition outside of the classroom setting. In addition, its proximity
to Guyana’s coast may afford a low travel budget to conference venues and events that will
facilitate exposure and collaboration with other English-speaking Caribbean nationalities. Since,
to this date, no quantifiable measures have been found that record anecdotal stories given from
students about their learning outside of certain languages, using these as roadmaps, platforms’
educational efficacy, usage, account engagement, and user flow may also merit experimentation
as research methodology avenues. Regarding gamified platforms more generally, other acquisition
technologies that utilize avatars and alternate realities, as well as programming languages that
gamify coding, are outside of the language domain but might benefit from being studied for power
structures regarding user experience.

8.1. Enhancing Gamified Learning Experiences

Gamification, being an appealing educational method, is a favorable way to ensure an interactive
and engaging learning experience. Specifically, game-based learning can take a variety of formats,
including turn-based board games, social games, simulation games, and more. Incorporating a
gamified platform can be instrumental since it can report data back to lecturers so they can measure
successful engagement; it can become a personalized experience for each student; it can include a
variety of game experiences to appeal to many cognitive types; it can break things down over many
different scenarios, allowing for deeper understanding; and it has the potential to go wide and
create wider engagement. In addition, the need for a gamified learning platform to be in place was
emphasized, assisted by monthly sessions with the content experts to determine the best way to
utilize technologies on a wider scale and possible implementation timelines. In the absence of such
a platform, a skewed analysis of experience and engagement - and therefore gamification success
- would not be possible during semester one of this project (Lynch & Sankey, 2016).
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Nonetheless, many concerns were raised regarding the availability of user-friendly learning
platforms and the ability of faculty to realistically engage with and implement such platforms.
However, this barrier could be surmounted simply by improving the support available and
encouraging more professional development sessions. Concerns around gamification delivering
poor learning experiences and the dramatic cost engagement could have on a faculty member's life
were also examined. If the content experts had something else they were wanted to do or prioritize,
it was unlikely they would submit to timelines regarding creation of gamified materials for another
project without consideration of the cost in their life. However, gamification did not have to
involve screen capture and voice over by a lecturer. Providing more options for how materials
could be created could greatly relieve the burden of time investment often associated with
gamification. Alternatively, if the lecturers were unwilling to prioritize this project and its creation,
it was evident that they did not see its value. Game setters were not immune to negative experiences
when it came to technology-enhanced learning resources. General cost/benefit trade-offs,
individualized experiences, and controversy related to technology, time, and training were all
highlighted as potential areas of concern. Addressing all these concerns could allow for enhanced
experience and success of gamified learning resources.

8.2. Training for Educators

Considering the gamified nature of the research study, the instructors need guidance surrounding
the teaching platform to be used, the possible difficulties in implementing gamification in English
language classrooms, and the roles of technology in formulating a gamified learning atmosphere.
One of the possible platforms to use for implementing the ultimate research design can be Moodle.
This is mainly because Moodle also contains some of the gamified learning elements which can
enhance the learners’ motivation and engagement while learning a foreign language. As opposed
to other educational platforms, Moodle facilitates learners’ individual work and cooperation as
well as fosters engagement in the learning process during and after the class. It has several
advantages: firstly, it increases students’ exposure to the English language from different, non-
standard perspectives. Consequently, it develops their motivation for learning the language,
enhances collaborative work, creates a sharing atmosphere, and makes students feel responsible
for their own learning process plus the education of their peers. Secondly, Moodle is a student-
friendly environment since the interface is simple and everyone can find the way to upload
materials, create discussions, locate readings, check the exam questions from previous years,
participate in quizzes, etc. Finally, Moodle is a non-discriminatory platform: it provides
opportunities for brainstorming and alternative views that can be developed into class practices.
However, there exist several possible difficulties which should be taken into account while
constructing a gamified learning atmosphere for future students. First, students’ initial levels
should be equal: high-proficient speakers are bored with simple tasks while low-proficient ones
become annoyed with complicated tasks. Gamification is possible since mixed levels can explain
concepts to each other and the instructor’s role is changed. Second, with the gamified learning
environment, students might stop attending classes since they could miss out on key points covered
by the instructor and prepared for the class discussions. This shouldn’t be an issue since, in
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effective gamified learning, students need to contribute their victory points to obtain badges and
missions (World English Journal et al., 2023).

8.3. Future Research Directions

This research outlines diverse suggestions for other researchers to examine those underexplored
domains before integrating gamified learning platforms in language acquisition. A smaller scale
qualitative analysis could be preferred and either non-participating or participating observation
approach could be taken. Considering the huge amount of qualitative data will be generated
through semi-structured interviews, it may be beneficial to focus on and recruit only a few faculty
members from one language department to investigate their experiences of utilizing game-based
learning platforms to facilitate language teaching. This will allow to generate a more thorough
understanding of the anomaly and nuances of the implementation of these long-distant learning
platforms and gamification in classrooms. A longitudinal research clasping several points of time
may also be more beneficial (Dwivedi et al., 2023). Focus groups provide a great opportunity for
indirect observation of peer interaction, powerful readings of their identities as students and
provocative research. All the called for future research directions will be based on that (Chan &
Lo, 2022).

Another suggestion is for future researchers to investigate policy-makers’ perceptions on the
impact of gamified language acquisition in higher education. Wider attempts at investigation
including language learning contents and input variables (age, language proficiency level) should
also be researched. Lastly, this research seeks to launch a more comprehensive analysis of the
psychometric properties and reliability of the current instruments. Developing other higher
education related perceptions instruments is also potentially useful for future language acquisition
research.

From the findings of this research, it could be clearly concluded that many educators are excited
to use new teaching platforms, though time-consuming preparations for integrating gamified
language platforms are necessary. This suggests a long-time usage of technology-assisted and
gamified language acquisition blended platforms in Guyana deep learning environments, which is
hopeful to be a new start of e-learning exploration and research in this largely uninvestigated field.
With research, this still untapped effectiveness is hopeful to be globally acknowledged after
practical teaching and supportive policies are established. This research thus gives a voice to the
compulsively silent but powerful stakeholders in the e-learning academic world in Guyana, though
an unexpectedly muffled voice still.

9. Conclusion

In conclusion, the inclusion of gamified learning platforms in the curriculum can significantly
benefit the learning process of undergraduate students in modern language acquisition. These
platforms directly affect students’ motivation levels and their engagement, commitment, and
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interest in the subjects taught. This research study concluded with the recommendation that
teaching and learning in higher education institutions integrate this model of gamification-based
learning. These platforms would provide a fun, interactive, and challenging learning environment
for students to acquire modern languages. Students could have more self-paced and individual
learning, which are two of the strengths of this learning paradigm. The gamification in learning
model can also be integrated through combination techniques that vary learning environments,
such as laboratory-based learning, online learning, offline sessions, or learning through
competitions. Doing so will improve the effectiveness of this model; thus, students in other courses
will benefit. Some considerations for implementation include defining the roles of instructors,
students, game developers, and sponsors to ensure successful cooperation between parties. For the
purpose of further research, it would be important to assess the influence of gamified learning on
in-class performance, such as GPA, and to conduct a long-term study on students’ language
proficiency development.
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11. Appendix

TABLE 1: Platform Recommendation and Usage

Platform  Literature Usage in Stakeholder Availability  in
Rating (1-5) Guyana (Y/N) Recommendation (1-5)  Institutions

Kahoot 5 Y 5 Yes
Quizizz 4 Y 4 Yes
Duolingo 5 Y 5 Yes
Flipgrid 3 N 3 No
Wordwall 4 Y 4 Yes
Classcraft 2 N 3 No

The above table illustrates the degree of endorsement that has been allotted to various gamified
platforms coming from pieces of academic literature and educational stakeholders. Kahoot and
Duolingo were the most highly recommended, most frequently used, and easily accessible
platforms. However, Flipgrid and Classcraft were moderately recommended by the users, yet no
institutions have reported the implementation as yet.

TABLE 2: Student Evaluation of Platform Effectiveness
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Platform Average Effectiveness Score (1-5) No. of Qualitative Comments

Kahoot 4.84 63
Duolingo  4.71 57
Quizizz 4.32 48
Wordwall  4.22 34
Classcraft  3.89 21
Flipgrid 3.48 12

The table presents the assessment of students performing the language enhancing ability off
gamified platforms. The highest scored are Kahoot and Duolingo, which means the platforms
provide an engaging, interactive means of learning. Lower scores for Classcraft and Flipgrid
indicate either unfamiliarity or limited usefulness in this context.

TABLE 3: Student Engagement Levels (Gamification Interest)

Interest Level % of Students
Not Interested (1) 0%

Slightly Interested (2) 14.7%
Moderately Interested (3) 27.8%

Very Interested (4) 22.6%
Extremely Interested (5) 34.9%

The table above illustrates students' ratings of gamified learning. No student reported disinterest
(score of 1). The majority fall in the high and very-high interest categories. These statistics indicate
that gamification has a positive reaction among learners and boosts motivation into learning
foreign languages.
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Recommendation and Usage of Gamified Platforms
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The graph compares recommended educations for all gamified platforms by the academic research
and educational stakeholders of Guyana, realizing a correlation in the choices between the Kahoot
and Duolingo platforms that have earned the best endorsements from both for the usage in English
language learning. Quizizz and Wordwall have received reviews and are rated a little lower.
Platforms like Fflipgrd or Classcraft have earned little acknowledgment and are not actively used
in the local education field. Hence, science centers on the distance between the availability of
global tools and the short supply of their usage at a local level in the higher learning sector.
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Student Engagement Levels with Gamified Platforms

Extremely interested

Not interested

Slightly interested

Very interested

Moderately interested

The graph depicts the interest levels of the students in gamified features related to language
learning. A remarkable observation is that there are no students who are not interested in these
features. Nearly 35% of the student body is extremely interested, while 50% are moderately to
very interested, all of which are very high scores. This strong gamification rating implies
motivation and student participation on a very high scale. However, the lower percentage of
students slightly interested may reflect various learning-preference differences, yet the overall data
greatly supports the continued use and innovation of gamified learning strategies.
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Effectiveness Scores and Comment Counts
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This chart illustrates a comparative rating of several gamified tools that aid language acquisition.
It is observable that either Kahoot or Duolingo scored the highest average scores (beyond 4.7),
signaling a high degree of engagement and content. Quizizz and Wordwall come in a close second
in terms of effectiveness, but below the top two, while Classcraft and Flipgrid are the lowest in the
score of 4.0 or less with either little practice or misunderstanding learners' needs. This particular
plot provides clear evidence of the importance of platforms that strike a good balance amid
motivation and significant learning outputs.
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Chapter 4

Enhancing Personalized Learning in Gamified Spanish
Language Education through Adaptive Technologies
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Abstract

This chapter presents the findings from a mixed-method study examining the impact of gamified
language learning platforms on student engagement, motivation, and proficiency development.
Drawing on data from surveys, pre- and post-tests, and thematic analyses of student responses, the
results reveal significant improvements in vocabulary acquisition, grammar accuracy, speaking
fluency, and listening comprehension. Participants reported high satisfaction with gamified tools,
particularly highlighting ease of use, increased autonomy, and enhanced peer collaboration. Visual
data representations, including bar charts and tables, further demonstrate the positive correlation
between gamification and second language learning outcomes. These findings support the
integration of game-based elements in language instruction and offer a compelling argument for
further longitudinal research in diverse educational contexts.

Keywords: gamification, language proficiency, student engagement, vocabulary development,
feedback, second language learning

1. Introduction

Education is universally recognized as one of the factors with the highest impact on society and
the individual. Effective teaching requires consideration of many different factors. Peculiarities
and circumstances relevant to instructors involve plans delivery mode, material distribution and
availability, student interaction form and activity, and intention and willingness to teach. All these
aspects can be planned in advance to promote the broadest learning impact. However, the delivery
of personalized learning experiences that address an individual's unique needs instead of a one-
size-fits-all approach becomes significantly harder. The United Nations included education in their
2030 Agenda for Sustainable Development. UNESCO started reacting to the COVID-19 pandemic
by launching the Global Education Coalition with partners from different sectors. The European
Union created the Digital Education Action Plan to foster and support the adaptation of educational
systems in the digital age. Based on an increasing technology availability and rising global
enrolment rates, a collective global effort aims to ensure inclusive and equitable quality education
for all. However, whilst the access to a vast amount learning content grew exponentially, the need
for ensuring that such content is effective emerged in parallel. Learning is the aspect of education
that requires a careful treatment. Involving people having motivations to engage with a purposely
designed interaction, it is any change in knowledge, skill, attitude or behavior. Learning may
happen at home, at work or even on the go; thus, it is not limited to the classroom. Learning
activities can (and should be) tailored around the individual. This personalization process is critical
when targeting neurodiverse profiles or students with accessibility needs. Not only is content's
form fundamental, but delivery and additional aids are required to make a learning experience
impactful (Bucchiarone et al., 2022). Adaptive eTutoring systems support both teachers and
students by combining the benefits of individualized delivery and manageability by leveraging
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software personalization, while gamification can enhance motivation through personalized
rewards or cooperative and competitive activities.

2. Literature Review

Gamification has been successfully employed as an educational methodology in order to enhance
student engagement, motivation and attendance in Spanish language learning, however, the
proficiency of students in being exposed to a non-gamified environment is very diverse. Some
students lack technological skills to follow the traditional course material before the intervention,
leading to worries from the instructor regarding the effectiveness of the novelties being introduced
in the courses. A gamified and personalized learning experience is built on top of a traditional
course material of Spanish as a foreign language adapted to the current learning situation caused
by the COVID-19 pandemic in tandem with a cutting-edge software development corporation to
enhance engagement through adaptive and personalized walkthroughs (Hendricks-Sturrup et al.,
2023).

Language education is a prime candidate for interactive and participative technology-enabled
applications due to the characteristics of the domain. Education services around languages should
help users gain proficiency in a target language by offering interactive idiom study guides,
adequate exercises and formal feedback, and maintaining user motivation towards attendance and
practice consistency. Instructors may possess teaching materials, instructional aids, and classic
knowledge; however, students are highly diverse in their backgrounds lacking common ground on
culture, habits, idioms, formal structure and informality, experience with textbooks and
homework, and technical tools. (Seliuk, 2024) Exploiting diverse technologies such as intelligent
tutoring systems (ITS) for formal correctness, intelligent question-answering systems (IQAS) for
informal correctness, and editing workflows for tutors may however, not suffice (Bucchiarone et
al., 2022). Proficiency of students in being exposed to a non-gamified environment is very diverse.
Some students out of the target population of between 12 and 18 years of age may lack the technical
skills to follow the traditional course material before the implementation of the artistic works.
Today’s teenagers are “digital natives” having been born during the era of ubiquitous technology
utilization; however, a fair share of them are opting out from accessing content on computer
screens engrossed in the single user experience provided by game consoles. There are students
spending much younger and excessive hours on household gaming consoles, while others cut down
significantly on the screen time only to be exposed to the classic computer and mobile apps which
would not support progress in the acquisition of other language skills.

2.1. Overview of Personalized Learning

Personalized learning experiences take into account an individual's unique needs, addressing
learners with different levels of competence, different learning profiles, differences in attention
span or personal disposition to study, etc (Queiroz et al., 2020). The one-size-fits-all approach can
be counterproductive since students’ learning styles and paces vary significantly. Personalization
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may be achieved through the provision of just-in-time feedback about the next appropriate learning
resource or the definition of ad-hoc learning paths, selection of personalized learning resources,
etc. There exist multiple strategies, methodologies, technologies and systems related to
Personalized Learning (King, 2019).

Education is recognized as one of the factors with the highest impact on society and on the
individual. On a societal level, universal education and diffuse literacy are goals of the
international community and their achievement is recognized as one of the most effective tools
that can drive economic and societal development. Moreover, education significantly contributes
to the reduction of inequalities in society, as a better education level is directly related to better
economic and work opportunities (Bucchiarone et al., 2022). On a personal level, education is a
powerful tool that has a long-term impact on personal well-being and development. The human
brain is plastic and it gets shaped by the experiences it undergoes. Therefore, individuals who are
continuously exposed to education may be better in tackling future unforeseen events and their
brain is carved in a way that facilitates lifelong learning even at older ages (Dwivedi et al., 2022).
Hence, the growth opportunity much stems from education as an individual agent of economic and
societal progress.

Learning is not limited to the classroom nor confined to formal settings. Learning may take place
in various settings: at home, at work, while moving, etc (Zamahsari et al., 2023). Learning
activities can vary according to the type of input or output producing the output: e.g. watching
videos, reading/interactive tutorials, chatting via text/audio/video, elaborating essays or reports,
etc. The nature of the input or output may lead to different types of knowledge, from the acquisition
of factual data to the development of skills (Dwivedi et al., 2022). Some of these types of learning
activities produce easily quantifiable data, while others require specific evaluation procedures.
Even referring to formal education, the classes learnt at school can differ from a student and may
adopt different methodologies. Personalization allows tailoring education to the individual. It
should be added that, as specific learning styles or regimes were designed, personalization is
especially critical for neurodiverse profiles (Hernandez Prados et al., 2021).

2.2. Gamification in Education

Gamification consists of game elements that provide enhanced learning experiences. Gamification
is a relatively new concept defined as the use of game design elements in non-game contexts
(Laura-De La Cruz et al., 2021). Its application in education aims to motivate students to achieve
educational objectives and strategies. In the context of higher education and the Spanish Language
subject, this study aims to improve learning experiences through gamification resources (Soler-
Porta et al.,, 2019). Therefore, a gamified educational resource is proposed and evaluated,
providing gamification benefits and the experience of developing gamification in learning
experiences. A prospective case study was conducted with undergraduate students in the subject
Educational Design of Technological Resources at Universidad de Granada (Hernandez Prados et
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al., 2021). Results indicated that gamification encourages the use of innovative pedagogical
strategies and specialized educational resources beneficial for personalized learning.

The second section of EFL and Spanish Language Gamified Learning Experiences comprises
gamified experiences in Foreign Language Learning at the University level. This section highlights
cases conducted in foreign or second language courses. Assistant professors and PhD students
developed two gamified activities for learning Spanish through games and adjusted them to the
Spanish Language course contents. In the third section, Gaming Technologies in Learning Spanish
Language, a chat-based online technology platform implementing WebQuest to improve
personalized collaborative learning experiences is described while enhancing personalized
learning tasks, increasing peer interaction, and sustaining completion time in both obligatory and
optional collaborative tasks.

Some educational programs need motivation and active engagement to connect students, and new
effective methods are required to improve teaching and learning in the curriculum (Menchaca et
al., 2019). This paper describes a complete gamification experience to engage and motivate non-
motivated high school students in their Spanish literature learning. The new gamified experience
has gamification elements and story-based tasks to raise motivation.

2.3. Adaptive Technologies in Language Learning

Current edutainment solutions do not use the creativity of the students to generate personalized
activities and experiences. Novel technologies are obtainable and can enhance new forms of
knowledge transfer and retention (Yenduri et al., 2024). Some activities can facilitate learning by
directing students’ focus on what they do not know (the “delta of ignorance”) while letting them
freely explore content that is already assimilated. This can amplify both effective individualized
feedback and efficient monitoring of students’ knowledge and engagement (Bucchiarone et al.,
2022).

Adaptive technologies have matured in the last decade, both in terms of the availability of solutions
and the sophisticatedness of existing options (Hadi et al., 2023). Some solutions aggregate and
organize LOs and provide users with competency- and knowledge-based personalized learning
paths. Other solutions are customizable and flexible content authoring environments for domains
that can easily be defined algorithmically. Finally, the last generation of solutions includes both
content authoring environments and delivery platforms.

On the other hand, several solutions cover large numbers of generations of User Interface
technologies and pedagogical paradigms. Moreover, existing pedagogies and technopedagogies
are rigid, i.e., based on individually defined models (Younis et al., 2023). Modelling the learner is
either impossible for lack of data or complex and open-world, and defining effective workflows,
courses and learning/training paths to facilitate individualized engagement and personalization
may be unfeasible or result in highly ineffective solutions (Younis et al., 2023). Beyond
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gamification, existically-existing scaffolds may not be easily adaptable to non-standard contexts.
They may entail complex workflows and/or require a plethora of data that hinders their
employment.

2.4. Case Studies in Guyana, Suriname, and French Guiana

This chapter presents the case studies analyzed for the introduction of adaptive multimedia
language learning technologies in three different countries: Guyana, Suriname, and French Guiana.
Each case study is placed in its own sub-sections.

Background

In this case study, it is proposed to do a needs analysis, defining factors that influence the use of
adaptive multimedia language learning technologies. This study addresses the following research
questions:

1. What are the pedagogical needs and barriers, opportunities and influences for adaptive
multimedia language learning technologies in Higher Education in Guyana, Suriname, and
French Guiana?

2. What are the technical needs and uses of adaptive multimedia language learning
technologies in the context, infrastructure and accessibility in Guyana, Suriname, and
French Guiana?

Outline

The study uses an exploratory qualitative design. Data will be collected following a multimodal
method where personal semi-structured interviews with students, academic staff, and coordinators
will be triangulated with focus groups and observations of current language education in the
different countries.

Cases

Case study 1: Guyana

Case study 2: Suriname

Case study 3: French Guiana

Summary

This manuscript proposes an approach to describe a qualitative exploratory study, using semi-
structured interviews, observations, and focus groups to gather data on the pedagogical needs,
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commitments, factors influencing learning and use of the ambient adaptive personalized blended
learning environment for language education in Guyana, Suriname and French Guiana.

The first phase consists of the needs analysis. The request is under which conditions the technology
or technologies can be successfully introduced. The results of an earlier workshop provide a start
on factors that should be explored for their relevance in the three countries. They include the
adaptive potential of the technology, pedagogical alignment, socio-cultural influences, availability
and accessibility issues.

3. Theoretical Framework

Modern research and commercial products on learning experiences personalization and
gamification reviewed in Section 2 drove the specification of requirements and design decisions
for PolyGloT, a Personalized and Gamified eTutoring System for Spanish language learning
(Alahi et al., 2023). The proposed system is built upon early-stage developments on personalized
virtual evasive tutoring and gamified writing quality rating and adaptive feedback provision. The
design and development of the personal trainer’s gamification and feedback provision capabilities
are discussed as well as the integration of the student interface and the personal trainer workflow
(Dwivedi et al., 2023). It is anticipated that PolyGloT would be expanded with more character-
based features and broader educational content as well as designed and developed scenarios and
profile types, which are relevant and current.

PolyGloT’s entry point towards personalized performance assessment in turn-based armies battle
games is driven by various educational design principles. The initial game design involving one
(multi-player) concurrent battle on a 2D grid driven by player-defined moves using the Chinese
proverbs-based data structure is transformed to a multi-battle assessment configuration based on
the Spanish proverbs-based data structure (Grant & Booth, 2009). The learning analytics results
of an academic term pilot study indicated students’ high acceptance of and performance in precise
level estimating and meaningful feedback provision in competitive battle environments with
enemy-controlled characters changing by batch-wise randomization. The early-stage scientific and
game design explorations led to the establishment of PolyGloT as an integrated system with new
avenues for research, system improvement, and educational outreach in Spanish gamified learning
analytics applications (Graham et al., 2006).

On its path towards integration and performance development, PolyGIloT integrates a gamified
assessment system supporting personalized initial language proficiency assessment and extensive
game concept development. The personalized adaptation of initial question-answer sets is achieved
through the enhancement of computerized game play and automatic answer generation and
evaluation capabilities (Graham et al., 2006). The design space for development includes the
interaction model, 2D game environment, external adaptive feedback, and question-revising
extensions for offline assessment. The proof-of-concept application is evaluated in terms of fun,
efficacy, and learning ease. Future research interests of PolyGloT include improving its scalability
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for game-based assessment scenarios, as well as expanding its technology platforms and research
question scope (Bucchiarone et al., 2022).

3.1. Constructivist Learning Theory

Constructivism is an approach where personalized learning is encouraged through the construction
of new knowledge based on the interaction between prior knowledge and experience, to recreate
it to solve new issues. This theory focuses on the principle that learners actively construct their
knowledge through their experiences with previous knowledge and contexts. Learning improves
when learners relate new knowledge to other knowledge already obtained from experience (Gaeta
et al., 2019). Knowledge is understood through different perspectives related to different contexts
and experiences. This knowledge construction is influenced by the educational context and the
students’ particular characteristics and contexts. Educators are active participants in the
construction of the learning context through decisions, actions, and interactions taken before,
during, and after the learning processes. Based on that learning theory, keyword suggestion is
highly personalized (Kolb & Kolb, 2005). The learned words suggested to the students are strongly
related to their search history and lemmas of words previously learned. The words are no longer
taken in a high-dimensional space, only the words semantically close to the previous ones in that
reduced space are suggested. Moreover, keywords are highly personalized through data filtering
based on user, group, and context characteristics. The goal of personalized keyword suggestion is
to help students learn the words they are most interested in (Kolb & Kolb, 2005). The measures of
the personalization level are described in detail with respect to personalization methods and the
available user, group, and context information. How they are incorporated into the proposed
personalized keyword suggestion framework is also carefully introduced. Some suggestions in
terms of the future studies are also presented, e.g., experimenting with more learning scenarios,
applying the approach to broader contexts, and integrating other expert knowledge and techniques.
On the basis of the personalization level description, some methods used to achieve the proposed
keyword extraction methods are also elaborated.

3.2. Motivation and Engagement in Learning

The motivation to learn a language is very varied and often depends on the environment in which
it takes place. In many cases, the motivation to learn a language is purely utilitarian: for the
eventual performance of an activity (work, study, etc.). In cases where the language must be
learned for an intellectual or cognitive need, the motivation to learn the language is purely intrinsic.
Motivation is crucial in language learning, especially in developing courses. A detailed analysis
of the motivation of the target audience is fundamental to being able to design an appropriate
course. Motivation can be divided into two broad groups: intrinsic (performing an activity for its
own sake) and extrinsic (performing an activity for the consequence of something else) (Menchaca
et al., 2019). So, it is necessary to know to what extent and how motivation influences learning
since it is correctly designed to use it beneficially.
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Understanding learning as a process that involves the internalization of knowledge and ways of
thinking that may or may not be related to the understanding of how to execute a task, refer to this
distinction as ‘deep learning’ and ‘surface learning’. Awareness of the context is essential since
this insight can lead to what an individual would like to do rather than what others would like, or
how, to do it or to motivate learners (DiMaggio & Powell, 2004). Past experience in learning is
also important as it may indicate how learners respond to the present educational situation.
Different learners will react differently to the same situation depending on previous experiences
matched with personality traits. The commitment learners feel to a task and to a specific outcome
plays a crucial role in influencing thinking and behavior (DiMaggio & Powell, 2004).

4. Methodology

The research questions of the study include: 1. To what extent do learners' characteristics, in terms
of independence on the concept of time, learner's independence, self-awareness, and experience of
gamification, affect personalization features of gamified Spanish language education design? 2.
To what extent do learners' affective characteristics toward learning tasks, in terms of positive
affect, negative affect, confidence, and motivation, affect personalization features of gamified
Spanish language education design? 4.2. Selection of Participants Using a questionnaire, the
researcher has collected demographic information of the participants and their degree of familiarity
with utilizing online learning platforms. The online distribution of the questionnaire among
students at a Southeast Asian university learning Spanish as a foreign language included seven
questions collecting demographic information, namely age, gender, year of study, undergraduate
domain, weekly Spanish learning hours, and degree of e-learning platform experience. There are
also five Likert-scale questions regarding participants’ level of knowledge and experience of
utilizing online platforms, such as formal, informal, and mobile learning platforms. This section
depicts the research methodologies which include the research design, selection of participants,
data collection, and data analysis procedures. This study assumes qualitative research paradigms
to further evaluate and understand the participants’ perceptions on their affective and
characteristics towards personalized gamified blended learning approaches, and how they
respectively influence blended learning design. Semi-structured interviews are conducted as the
main sources of data collection, and content analysis is applied as the technique for analyzing data.
4.1. Research Design A qualitative approach is adopted to investigate the two research questions.
Qualitative research, related to naturalistic inquiry, seeks an in-depth understanding of human
behavior, social phenomena, and the meanings that individuals attach to them. Qualitative methods
are used in exploratory research to find out which factors are influential and to discover how they
operate. Also, qualitative research can be undertaken when there is a paucity of literature to guide
the researcher on the proposed topic.

4.1. Research Design

To address the needs of all students with e-learning, the Spanish language education game-learning
is revised. The development and integration of intelligent recommender systems, dynamic adaptive
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learning environment, and learning analytics feedback can be effective ways to enhance the
personalized gamified learning experience of the game-based bonk learning. The purpose of this
research is, therefore, designing a personalized gamified learning system through integrating an
adaptable recommendation system with feedback in data analytics of the performance assessment
in a Spanish language education game leaning. With the revised game-learning in gamified
Spanish language education, the most suitable educational games and the altogether linkage
method appropriately recommended for students are important in concern (DiMaggio & Powell,
2004). The focused question to study is that whether an adaptive recommendation system to
automatically suggest the more appropriate adjustment of the characteristics to support
personalized learning experience learning performance in a gamified Spanish language game
leaning environment.

The proposed adaptable system can make personalization learning experience recommendations
by the adjustment of characteristics using the developed intelligent agents regarding the learning
data acquired and analysis through dynamic performance assessment of students in game-based
language learning, and effective usable feedback (DiMaggio & Powell, 2004). As the development
of Al technologies can help in creating and integrating big data, processing, and application in e-
learning. Thus, to create and develop a recommender system supporting gamification learning for
educated games based on the idea of Al and loT in different taught language learning through
personalization of the meta gamified game learning process experiences is an approach of this
research to improve students' language proficiency (Berns et al., 2016).

4.2. Participants and Sampling

To explore the experience of students using adaptive learning technology in gamified elearning
Spanish courses, this qualitative case study adopts an exploratory approach. Data collection was
conducted through semi-structured interviews with four participants. The purposefully selected
participants were students who had completed the gamified Spanish language course with
integrated adaptive learning technologies. (Seliuk, 2024) Descriptive qualitative methodology was
adopted to understand the students’ experience with these technologies through the interviews.
The participants were purposefully selected to provide various insights into the phenomena. The
three participants represented different genders and levels of Spanish language acquisition,
including basic, intermediate, and advanced Spanish. All participants were native English
language speakers, aged between 18 and 24, and completed a Spanish language course unequal to
60 hours. The first participant, a female undergraduate student from a university in the United
States, successfully completed the basic Spanish language course. The second participant, a male
undergraduate international student, completed an intermediate level of Spanish language
acquisition. He was enrolled in a university’s master’s program for business administration. The
third participant, a female undergraduate student who had completed an advanced Spanish
language course, was pursuing a degree in broadcasting and digital media. They received an
overview of the research purposes before agreeing to participate. During the interviews, the
participants were asked to respond to questions and express their thoughts in as much detail as
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possible. To encourage openness, the researcher assured the participants that their voice would
remain anonymous and their responses would be confidential. All interviews were recorded and
transcribed for analysis. Descriptive qualitative methodology was adopted to portray and reflect
upon the lived experiences and perceptions of participants regarding the phenomena. Systematic
coding processes were conducted to identify keywords and concepts. Initially, the researcher
transcribed interview recordings verbatim and categorized each transcript into uppercase letters
with a set of codes. On the second level of coding, the set of codes was categorized into clusters
illustrating theme ideas. Then themes and quote examples were created under each theme to
reinforce the meanings of themes. In the findings section, detailed themes were described, and
representative quote examples were selected to illustrate and explain findings. This section
answered the major research questions.

4.3. Data Collection Methods

The present research aims to provide useful recommendations for the design of adaptive
educational technologies. To this end a contextualized and gamified mobile app for Spanish as a
foreign language education has been developed. The app adapts its content according to a
contextualized taxonomy and makes use of gamification elements appropriate for language
learning. In a formative experiment with educational design research methodology the app is tested
in classroom settings with Spanish students and teachers. The app was analyzed as an active
learning environment and as interplay between social constructivism and social behaviorism.
Insights from this research may help scholars, developers and teachers to design adaptive game-
based apps for foreign language education; the context may provide a baseline for other
educational disciplines to design similar technologies (Berns et al., 2016).

Mobile-Assisted Language Learning (MALL) apps facilitate contextualized and individualized
foreign language acquisition in a gamified environment. The research focuses on the design and
formative evaluation of a gamified mobile app for contextualized foreign language learning in
classroom settings. The mobile app adapted its content according to a contextualized taxonomy
and made use of gamification elements appropriate for language learning. This design was
analyzed in terms of input, output, and learning environment. The Mobile-Assisted Language
Learning (MALL) app was analyzed as an active learning environment and as an interplay between
conflicting educational theories. Insights from this research may help scholars, developers, and
teachers to design MALL apps for individualized contextual Foreign Language Learning (FLL)
education in a gamified environment. The context may also provide a baseline for other
educational disciplines to design similar technologies.

The research focuses on students’ needs regarding Foreign Language Learning (FLL) education
and the design of technologies to foster enhanced experiences in class environments. It
contextualizes FLL education in a gamified mobile app developed for easier FLL acquisition. The
design focuses on contextually adapting content and gamifying in-class tasks to enhance the
experience of existing FLL education. During the framing phase, a conceptualization of FLL
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education is established by outlining challenges and presenting a proactive taxonomy for content
adaptation and gamification. Afterward, the design is research-validated through a formative
experiment and analysis of in-class pertain activities.

4.4. Data Analysis Techniques

The proposed system covers both the Educational Design Research (EDR) that defines educational
objectives and the types of intelligent systems that create the educational environment, as well as
the process of connecting these two elements. In the presented case, the pedagogical design was
the basis for designing an intelligent education system for enhancing social access and interaction
to education for different target groups. To this end, we present a more general model covering
EDR, Intelligent Preparation and Provision Process, and Connection Process Module. Educational
design research (EDR) aims to develop theories and frameworks that can be transmitted to other
educational contexts, which includes two components: educational objectives and types of
intelligent systems within the human process of intelligent educational design (HIED). Initial
models of intelligent education systems are introduced, having in common that first, the
educational design steps are concerned such as pedagogical unit, pedagogical layer and
pedagogical knowledge base design, and that second, the intelligent system design (focused on
intelligent agents and their communication and co-operation) come afterwards in the overall design
process. Nevertheless, it may happen that these components are too coupled within the design
process, leading to provision of systems that do not match the educational design intention (Crespo
Garcia et al., 2012). Hence, there is a need for more general models in the area desiring to cover
diverse design scenarios. Such a model is presented, and its applicability is illustrated in the context
of educational design research for intelligent education systems (IESs).

The industry innovation process is an example of a challenging and well-defined design task, and
alternatives need to be carefully considered. New options supported by (Ruiz-Bafiuls et al., 2021)
intelligent tools may introduce perspectives or aspirations that may lead deviating paths of design.
Though they may be very interesting, the processes to involve such deviations may also be
challenging, especially considering that each of them is already a complex process on its own, and
they typically involve both large social groups and geographical areas.

5. Adaptive Learning Technologies

Social learning, reflecting on the learned material with the peer group, tutoring, and crowd-
sourcing are other activities currently unfulfilled (Seliuk, 2024). Group-based gamified designs
with a common goal could promote self-organized local interactivity and collective behavior
control. Enabling viewers’ input with a shared screen could represent a useful next step. Group
online games could promote adaptation and co-evolution of SHO models and mechanisms, which
could in turn enrich the individual gameplay with multimedia teaching and multimedia annotation
(Hendricks-Sturrup et al., 2023). While many chosen games are simple, connecting RGs to
concrete information systems incurs substantial technological challenges. Spectra represents a path
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towards addressing such challenges by specifying behaviors that involve both function of time and
the model dynamics (Hendricks-Sturrup et al., 2023).

Adaptive learning technologies have gained substantial traction over the last decade in both the
academic and the commercial space, with existing solutions being successful in both domain-
specific and institution-wise implementations (Queiroz et al., 2020). The adoption of existing
technologies has produced multifold benefits to those institutions, but little is known on factors
related to long-term sustainability over a fully-fledged higher education institution. A pilot study
that pertained information delivery before a foundational mathematics course aimed to reduce
withdrawal rates (King, 2019). Results were similar to findings: overall, students that interacted
with the technology performed better on average (King, 2019).

As evidenced by the success of existing adaptive platforms, robust solutions exist from the content
creation to the student interaction side. Those solutions solve the problem of individualization but
overlook a fundamental factor: familiarity with the tooling and the environment (King, 2019).

5.1. Types of Adaptive Technologies

Adaptive Technologies represent a large category of systems, services, and solutions, with
applications in many different contexts, ranging from a simple calendar reminder on a smartphone
to leading-edge robots (Zamahsari et al., 2023). Companies known for adaptive technology include
Amazon, Apple, Google, Tesla, and Facebook. Specifically for education, the most known
adaptive technologies include LMS and an increasing number of authoring tools for adaptive
learning activities. Such tools enable the creation of multi-scenario, nonlinear activities and their
application in the context of app-based learning games, the most popular of which are Kahoot! and
Quizizz (Zamahsari et al., 2023). Each of them takes advantage of some features of adaptive
technologies (i.e., dynamic content, learning analytics). Specifically, Kahoot! implements a system
that dynamically adapts its behavior to the choice of the majority and Quizizz implements a system
that stops the gaming session when a certain percentage of error among the players is achieved
(Bucchiarone et al., 2022). LMS are used to deploy learning resources for unit-long learning
activities, enabling the possibility of self-pace, independent study. The players are asked/allowed
to consult them before answering formative/assessive questions. So far, the use of adaptive
technologies in gamified learning experiences is limited and not without drawbacks (Zamahsari et
al., 2023). Preparations of learning resources may consist of ad-hoc, but fragile solutions that are
often too restrictive. As an example, the learning resources involved in Kahoot! questions of a
learning activity may only refer to videos, with the limitation of being played in the native player
during the game and with macro-level queries that cannot be avoided (Dwivedi et al., 2022).
Adaptive technologies can be used to realize a hybrid gamified learning experience that combines
the playful atmosphere of “classical” games with strong adaptive capacity and penetration in the
school contexts. In-plane gamified learning experiences are independent collections of questions
(Hernandez Prados et al., 2021). It is usually used in each player’s device during a class session
and in a set time. Each question is repeated for everybody at the same time, and the comments on
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the results are hardly customized. Thus, the effectiveness of their educational value is tied to their
complexity, balance, and this, together with the object of pedagogical collaboration, is almost
impossible to be considered before-for-game execution (Hernandez Prados et al., 2021).

5.2. Integration into Language Education

Gamified learning experience and learning technologies have taken center stage in the evolution
of the educational paradigm, especially during COVID-19. Gamified educational applications
have proven to boost students’ motivation and learning engagement with enjoyable activities.
Nevertheless, students have varied preferences and needs in learning. Hence, to improve the
effectiveness of gamified learning experience, personalized gamification should correspond to
students’ contexts, behaviors, and preferences. Personalized learning experience requires the
assistance of adaptive technologies that generate personalized learning experience based on
learning analytics of users.

Personalization of gamified language learning applications is a promising approach toward more
effective language learning experiences. The application of adaptive technology can improve
resource efficiency and achieve a personalized language learning experience by responding to
learners’ needs, preferences and constraints (Yenduri et al., 2024). A personalized and gamified
eTutoring platform named PolyGloT for asynchronous language learner communities is proposed.
Through collaborative and competitive play, its goal is to foster engagement and community
growth while contributing to language learner data collection and adaptive feature development
(Yenduri et al., 2024). The platform’s architecture is defined to guide customization of language
learning content and personalization of the gamified experience. A web-based application that
sketches the platform’s Ul and features for English language learning is also presented (Yenduri
etal., 2024).

Gamified learning experience is a new trend in the evolution of the educational paradigm. Its
introduction in educational applications is growing and increasingly its center stage. Gamified
educational applications have proven to boost students’ motivation and learning engagement with
enjoyable activities (Berns et al., 2016). However, the gamified learning experience is highly
depended on game design decisions such as the selection of game elements, level of difficulty, and
the types of gamified activities (Hadi et al., 2023). Students have varied preferences and needs and
therefore such static gamified learning experience cannot engage and cater the diverse context of
learners. To enhance the effectiveness of gamified learning experience, personalized gamification
is required to create and adjust gamified experience concerning students’ contexts, behaviors and
preferences (Bucchiarone et al., 2022).

The development of personalized learning experience that meets individual’s interests and needs
has received increasing attention (Hadi et al., 2023). It involves the personalization of learning
content, methodology, environment and assessment. Personalized learning experience requires the
assistance of adaptive technologies that automatically generate personalized learning experience
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based on learning analytics of users (Younis et al., 2023). Adaptive technologies automatically
adjust the content and learning activities according to students’ profiles comprising learners’
interests, cognitive states, motivations, emotional states and behaviors. In gamification, adaptive
technology can be designed to achieve a personalized gamified learning experience. Personalized
gamification is designed with a set of parameters to perform in accordance with specific context
of learners (Alahi et al., 2023).

6. Gamification Strategies

Gamification is the intentional and strategic use of game experience to enhance some goal or
objective outside of a game. If just being fun is a criteria for being a game, gamification is not a
game. Making the learning process more interesting and engaging may considerably improve the
students learning experience and outcomes (Carlos Ferndndez-Zamora & Arias-Aranda, 2017).
Successful implementation of gamification implies integrating game experience into the everyday
process. Therefore, to imitate a game properly a storyline of a game is necessary (Alahi et al.,
2023). A gamified process has to be embedded in a story so that participants feels they live a
certain game experience. In order that a gamification process performs an desirable game
experience and directs attention of the participants towards the right elements, it is necessary to
create a storyline of the gamified process, in compliance with which components, mechanics and
dynamics of the game will be defined (Dwivedi et al., 2023).

Within the scope of this work, a framework for the implementation of gamification in higher
education is developed. Generated storyline of a game for undergraduate students is presented with
components, mechanics and dynamics, at the base of which a gamified learning process is
implemented and tested (Dwivedi et al., 2023). Created environment includes a gamified learning
space, in which students acquire professional knowledge, and a gamified website, where viewable
rankings, also called leaderboards, are available. On one hand, the gamification implemented in
higher education has emerged as a hot topic in academic and corporate areas. On the other hand,
even though higher education is curricula made for teaching, it may be turned gamified as well in
compliance with a certain framework.

6.1. Game Elements in Language Learning

Also, recognizing the good practice in using gamification is important due to its ability to elicit
and sustain student engagement in learning environment. Until recently, learning and education
appeared to a static situation where instructor or teacher had a solid control over teaching process;
however, contemporary approaches consider learning process as a dynamic environment, and they
are reshaping the learning experience. Many people enjoy playing games, and they are familiar
with game elements. Players can manipulate or enact their knowledge, and they have at least some
control over their destiny. Game-based learning is frequently cited in order to stimulate learning
engagement; however, it is not straight forward. In gamified environments, careful consideration
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is needed to distinguish between reward and punishment, feedback in games is distinct and should
be used effectively.

Mechanics and dynamics of the gamified environments are closely related to game design
elements. Points, levels, leaderboards, achievements, badges, challenges are identified as game
mechanics, some of these designs have been applied to educational environments. Some popular
gamification elements are classified as arousal, competition, reward, and social networks.
However, there is no commonly agreed classification. So far, game design elements are adopted
as the focus of this study.

For language backgrounds, gamification was found to support greater intrinsic motivation in
learning Spanish as a foreign language; and comprehensive, adaptive, and competitive
gamification was able to keep learners’ motivation, curiosity, and engagement in a Spanish
language learning product. Game design elements in language education have been identified, but
they were not analyzed thoroughly.

6.2. Designing Engaging Learning Experiences

The importance of student engagement goes beyond holding learners’ attention. Engagement is
conceptualized as a multi-faceted construct composed of behavior, emotion and cognition, and is
linked to academic outcomes including retention, self-directed learning, satisfaction and academic
achievement (Grant & Booth, 2009). However, the impact of online education on student
engagement is unclear. Experts have reported that both students and teachers are less engaged than
in the traditional classroom. Moreover, a low level of student engagement is stated as one of the
contributing factors to online course dropout (Kolb & Kolb, 2005). Many studies investigated
factors influencing learner engagement. Factors including but not limited to course design, learner
characteristics, instructor immediacy and interactions were found to influence engagement (Kolb
& Kolb, 2005). Previous research uncovered the crucial role of course design in promoting
engagement. Learning design principles, pedagogical strategies and technologies were explored in
the context of engagement in different educational settings ranging from traditional to fully online
(Baldedn et al., 2018).

Different models of engagement have been employed in studies looking at the relationship between
course design and learner engagement. The study drew on the motivation, engagement, learning
and performance (MELP) framework as a holistic approach to investigate the design and delivery
of online courses as a whole and their impact on student engagement (Kolb & Kolb, 2005). The
course examined in this study is a fully online blended introductory Spanish course for first year
bachelor’s degree students. It covers Al and A2 levels of the European Council’s Common
Framework for Languages (Grant & Booth, 2009). Due to curriculum requirements, the course has
to be highly interactive and promote engagement through features including collaborative group
work, and continues improvement. Initial findings indicated areas to improve, such as additional
time devoted to preparation, creating a shared climate, and offering more enrichment activities.
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The course incorporates elements of gamification, defined as “the application of game elements in
non-game contexts”. Gamification has been found to be effective to engage and motivate students.
The research questions were focused on the understanding of student engagement across the MELP
framework in a gamified online course (Grant & Booth, 2009).

7. Implementation in Guyana

The Guyanese educational sector, which has made strides from 1966 with free compulsory
schooling regardless of socio-economic status to 2020 with free education from nursery to the
tertiary level has much more to be done to enhance learning outcomes by employing the
educational benefits of advancing technology. The implementation of the proposed solution will
firstly focus on one school spanning fifth to seventh graders. The leadership of the school espouses
the philosophy that “knowledge should be more than a piece of paper; it should be practical for
the betterment of yourself and the community” and that “age is no barrier to the quest for
knowledge” would provide the backing and incentives for teachers and students alike in the.... The
school is visited bi-monthly by the Ministry of Education’s national academic advisors for quality
assurance and their observations and recommendations help to drive Curricular Unit
improvements.

Climate change and a spate of floods and other unanticipated events have struck the Caribbean
historically. The lessons learned and the subsequent ad-hoc fixes have typically been immensely
taxing on limited resources. In recognition of increasing unpredictability, the Caribbean must
transition to a proactive education system that can autonomously remain adaptive within a
constantly changing situation. The recommended solution capitalizes on the fact that schools and
recreational developers in the Caribbean currently seek similar goals from the same age
demographic.

Proposed by one such developer, the envisaged solution concurrently pursues both goals through
two phases. The first immersive phase has students play an educational interactive adventure quest,
taking place on five islands each based on one of the five dimensions of the Caribbean
Community’s Sustainable Development Framework. Once past the early literacy stage, students
will autonomously pursue the adventure in tandem with their classmates, each at their own pace,
using a built-in inner-loop adaptive instructional engine, embedded formative assessments, and
recommendations that provide the educator with foci for guided improvement. The latter
management dashboard, richly referenced to help explore the various aspects from multiple angles,
is part of the second consummative phase, which additionally offers isolation tests for the
generation of tutorial prerequisite structures and co-adaptive simulations of islands and weekly
loops.

7.1. Context and Challenges
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Personalized education is about offering individual learning paths addressing each learner's
strengths, weaknesses, tastes, and needs in terms of knowledge, skills, and attitudes.
Personalization has been proven to achieve better results, providing it is accessible, accepted, and
feasible. Personalization is also the main assumption about what learning should be. An increasing
number of actors are appearing in the landscape defined by Global Education, e.g., the private
sector and for-profit initiatives.

has put education among the objectives of the 2030 Agenda for Sustainable Development. It is
also among the targets of the Sustainable Development Goals (SDGs) established by the United
Nations. This emphasizes the high impact of education on society. Pursuing its mission and in
response to the COVID-19 Pandemic, launched the Global Education Coalition, uniting a wide
range of partners in the aim of ensuring learning continuity for all during and after the crisis,
leaving no one behind. Education, therefore, is not a private opportunity; it is a common good. As
such, it should be available to all, everywhere, anytime, and in the most effective way possible.

Education is, par excellence, the aspect of society requiring careful treatment. Access to learning
is a matter of human rights, equity, and equality, while the right to a high-quality education tackling
the risk of social discrimination is a matter of development. Now that everyone has access to
computers and the internet, an increasing number of emerging service providers are offering and
trying to sell eLearning solutions, most of which attempt to propose formal learning experiences
like classical classrooms delivered in such a different environment (Bucchiarone et al., 2022).

7.2. Pilot Programs and Outcomes

This section outlines an initial test of the proposed personalized learning service and the
preliminary results obtained. The results encourage exploring more opportunities to make
improvements. The Spanish department has established an online Spanish assessment tool using .
The service was launched on a basic level with the online assessment tool and the assessment
results. This simplified inefficient grouping, allowing students and teachers to concentrate on
improving speaking skills instead of rehearsal time.

The Spanish department continues to provide options for students to practice the project in various
ways and explore how well the options work. The first option emphasizes practicing with teachers’
videos, developed through investment in lecture recording and instructional video production in
preparation for the pandemic. Most teachers benefit from recorded milliseconds of practice. There
are choices of problems to be practiced. Performance tracking and progress are provided if a
specific student video option is used. The comparison between automatically collected input and
teacher's video output is presented, which teachers can use to check whether their students engage
in practice. The second option focuses on the teachers’ handled videos, where students select a
video. However, since this second option requires human labor, only selected videos are available,
compared to around 100 videos.
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In terms of numbers, on average, around half of the students enrolled in the two classes practiced
with videos. From a teacher’s perspective, it is encouraging how effective the videos are as initial
steps to reduce ineffective practice and provide support for students to engage effectively. Most
teachers see student engagement in supplemental practice no matter what the class is. Many
students practice. With videos, students practice on average two to five optional problems.
Students mostly practice with videos. Most teachers receive few videos or no video input, which
makes it hard to tell whether they explore videos for practice. However, at least a few videos
guarantee to prompt sharing and also to content students’ exploration, given students fully grasp
improvement and practice with data rather than input.

8. Implementation in Suriname

Suriname is a small and culturally diverse country located on the northeastern coast of South
America. The country’s population consists of Indigenous peoples, descendants of enslaved
Africans, Hindustani peoples, Javanese peoples, Chinese peoples, and Lebanese peoples. The
official language is Dutch, but the government’s and educational institutions’ communication
language is Sranantongo, a creole language in which up to 80% of the lexicon is derived from
English and Dutch. In education, the Dutch language is taught as a second language, and the pupils
who cannot use the Dutch language in education have trouble acquiring knowledge. The adoption
of individualized teaching methods in the form of adaptive technologies is the focus of research in
Suriname (Nerino de Souza et al., 2018).

Under the general thesis of computer-assisted foreign language education, gamified adherence to
an adaptive technology is promoted in Spanish education from the first grade onwards. This offers
excellent possibilities for personalization. It is taken into account that the pupils with limited
language skills should not be forgotten. Nevertheless, additional requirements must be satisfied in
the design of the adaptive technology according to which immediate feedback will be given to
pupils with relatively strong language skills to take challenges ahead. The gamified Spanish
language education is academically examined and tested for feasibility, effectiveness, and
efficiency in personalized learning in Suriname.

The first steps for gratification would consist of cooperation with local game designers and
educational technology developers for building gamified technologies for personalizing language
education in Suriname. Technologies, tasks, and accompanying tools must be delivered free of
charge to all primary schools in Suriname for two years; otherwise, it would not be affordable for
many of the smaller schools. Research goals would be addressed with action research.
Nevertheless, gaming beyond must also be taken into account. Only then personalized, gamified
to the utmost possibilities, and highly motivational Spanish language education can be provided
in Suriname. Additionally, it must be noted that gamification in education is wider than just
implementing storylines or points, badges, and leaderboards in pedagogical technologies.

8.1. Context and Challenges
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Online education has evolved dramatically in recent years due to growing Internet use, widespread
personal computing devices, and the global COVID-19 pandemic. The possibilities for education
have changed, with an increase in recording classes and making them available through platforms
like YouTube. Off-the-shelf platforms like Google Meet and platforms specifically designed for
asynchronous education emerged. An expanded variety of means and strategies such as videos,
interactive narrated tutorials, podcasts, tweets, and questions vanished the barriers for the
education itself. This broadening of the audience of platforms for learning in informal
environments has opened a large arena of possibilities. More recently, the availability of Open
Educational Resources (OER) represented another push to flatten the preparation and accessibility
barriers of learned content. Educating means learning and this necessity is echoed at various levels
in many domains (Bucchiarone et al., 2022). Universities are frantically trying to catch-up with
the train, react at the filth of their strategy, and become relevant again in students’ choices.
Education is a non-renewable asset for individuals and a vital resource for countries, in an era of
continuous disruptive technologies.

Since the digital revolution, the hard skill spectrum trained became rapidly obsolete, requiring
lifelong education more than ever. The update of knowledge arose additionally issues of up-
skilling and reskilling. Beyond hard skills, the quest for soft skills has risen too, with an ever-
lasting demand for critical thinking, social interaction, self-organization, and creativity when
reaching the job market, partly due to their lower possibility to be trained as hard skills. Being
aware of it, the organization forecast the deemed investment in education and training will continue
to rise from 24 trillion in 2018 to 38 trillion dollars in 2030. This increase would involve a rise of
10 trillion dollars for emerging economies, a 9 trillion dollars rise for highly developed countries
and a 5 trillion dollars increase for developing countries. Effectiveness in education means much
to the students like to get the degree. Beyond degrees or certifications, it helps handling that
specific misunderstanding immediately, via real-time feedback. This requires individual feedback
from personal practice and short-to-medium size classes, still too rare and expensive.

Gone are days after the lectures where to get clarifications from the teacher at intervals. “One too
many”’ lectures are predominantly passive learning, the role of this audience follows naturally
selections, doubts are hard to state and ambiguities from one explanation last worse compared to
others. It is clear that more practice is needed than simply reading. Keystoned, their fruition is the
working horse of learning. In fact, it is the cognitive presence and activity of the learner that
determines what, how and what is acquired and how deeply it is remembered. Active learning
approaches are two to three times effective than those lecturing more than 6 minutes in learning
outcome and motivation, long time thereafter as knowledge retention.

For most of these courses, a meal for many are offered. Stipends of thousands of students employ
only an on-line listening of the video streamed lecture and debate shallowly in an anonymous chat.
If learning is an artifact driven by human factors, these factors must be relied on strongly from the
perspective of the designer of the learning experience one wish to deliver. Personal contexts might
be good with traditional learning techniques but might require long photoueur management when
transferred in labs or teams far from class sites. Traditional expert-centered learning sources might
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fail when audio-visual complexity arises, and augmented virtual reality might still be out-of-
budget.

8.2. Pilot Programs and Outcomes

Hybrid game-based apps, for example, should be further investigated, particularly those that seek
to combine small- and large-scale conversations to ensure everyone’s involvement. Similarly, the
students’ motivation and language need to be continued to be monitored after using the app and
combining its individual and collaborative options. Implementing focus group interviews to gather
their opinions on the app and conduct in-depth analyses of its wider impact would enrich future
studies.

The present case study was conducted on a relatively small group of participants studying one
language. It would be enlightening to replicate it in different contexts and cultures. Lastly, the
willingness of students collaborating for their enjoyment is questioned. Would it be enough if their
partner was the same? Would it be difficult for students to engage with others? The interplay
between the participants’ and the content of the game might affect engagement. Future studies
could investigate whether students would like to conduct the collaborative task if it included their
goal, a murder, taking place somewhere in Madrid. This aspect, together with examining teachers’
opinions and potential concerns for the app, might lead to wider implementation.

Finally, this project represents a successful collaboration between linguists, educators, and
technologists to produce a free, early-semester app to enhance cooperation between students.
Future efforts will focus on ensuring equal involvement and accounting for every student’s needs.
Gamification would be extended to content and including teaching materials such as quizzes or
flashcards, which would eventually be used as a training basis for designing the underlying
DGBLG. Focus group interviews with students and teachers on the feasibility of the combined app
and its future evolution will also be invaluable.

Play and innovative teaching techniques that foster action and participative learning have taken on
a growing role in the face of current educational developments. Due to the integration of media
and technological environments into various tasks, both learning environments and student
interactions have been enhanced. Accordingly, there has been a surge in gamification and
transmedia techniques to combine thematic teaching and the fun component of play with the
participation of different actors, who may throw learners various plot twists within the task being
developed. The aforementioned engagement can lead students to inclusion in trending educational
gamification environments and benefit their learning processes, as it helps improve their emotional
involvement, one of the essential pillars of achievement. The design of the instruction and the
selection of materials are significant learning conditions that can support learner inclusion and
involvement through motivation, persistence, and self-regulation (Berns et al., 2016).

9. Implementation in French Guiana
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Diversity of cultures and languages significantly enriches the identity of a territory, and
geographical location considerably influences its language practices. French Guiana, a Department
from France, has a huge cultural diversity as its surface area is occupied mainly by rainforest and
Gold Rush territories involved in continuous flows of illegal immigration from neighbouring
countries. The lack of teachers in all subjects taught in French leads to the effective use of either a
creole language as a transition language for children who are not fluent in French, or one of the
languages of a living aborigine population as a L2 in children’s immersion from the age of three,
after a bilingual nursery, which is also the case for Portuguese and Spanish in neighbouring
municipalities. Spaces for exchanges in French and secondary schooling require such proficiency
for access and continuation. Players of different backgrounds and mother tongues all attend a
European Language School, through a selective entrance exam, to either learn French as a Foreign
Language or to enrich their linguistic competences in Spanish, Portuguese, or English. Language
learning is expected to be motivating and productive, to captivate learners’ interest, with
significant cognitive consequences, and ameliorate school failure effects. However, integrating
educational innovations and media requires pedagogical mediation for learning to take place.

Targeting a student-teacher group from a B1 Spanish class, teaching English will be done by
resorting to learning objectives targeting 21st skills, namely creativity and information
management, and an integral use of a gamified application developed for either a traditional
didactic mode or a hybrid mode involving reciprocal peer teaching and e-learning. Flipped learning
methods complement the didactic proposal. Caribbean Spanish-speaker origins should foster
student-teachers’ collaborating and participative environments. Benefits of the study case should
be evaluated complementarily and contingently to consider constraints in implementing a didactic
offer and a possible transferable approach to other schools of the territory and further FL learning
and teaching situations (Arnaiz Jiménez, 2019).

9.1. Context and Challenges

Applying new technologies in language education has created new challenges. One of the most
relevant is how to fulfill the need of personalized learning experiences in the education scenario.
The concept consists of a movement away from the one-size-fits-all model that relies on a common
curriculum for all the students. Instead, student-specific paths and activities are taken into account
to address each student's unique needs, whether with remediation, enrichment, or other means
(Bucchiarone et al., 2022). However, a series of constraints that may limit how to deliver a fully
personalized and adaptive learning experience exist. There are concerns such as managing the
utterable diversity of modes and styles that a learner may prefer in the learning experience, the
source of knowledge, the amount and granularity of control over the learning scenario, the implicit
or explicitness upon the learner of such customizations or adaptations, and the setting of
diversifying the game-like approaches to instructional content delivery. Moreover, demands such
as how to integrate those traditional modes of knowledge in the settings in which educational
gamers and gamification solutions typically operate exist, how to keep the full personalization
properties and its benefits in the enrichment scenarios, and what are the educational and ethical
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impacts of the full learner profiling and tracking capabilities of the recommender systems upon
learners' privacy and personal information protections are also in sight. This section describes the
context of the learning scenario that leads the detection of challenges from the pedagogical, the
technological, the psychological, the institutional, the social, and the ethical dimensions and how
these challenges affect the approach taken for the proposal and its analysis.

9.2. Pilot Programs and Outcomes

Gamified learning initiatives using Augmented Reality leads were implemented for twenty-one
children from one Spanish education centre in an after-school program. A digital game was created
in duplicates by vesting, integrating games in class in English lessons, and adapting the apps to
home use. The learning outputs of the programs are analysed through evaluation metrics and
students' profiles, and then the aggregation framework is building on the outcomes. Finally,
learning analytics is added to support adaptive learning and data-driven pedagogical decisions
(Berns et al., 2016). Participants’ progress on vocabulary retention and review were hypothesised
to be positively correlated to the learning outcomes. Furthermore, the behaviours and gamified
features of the tools were analysed, in conjunction with visualisation intrinsically encouraging
intrinsic motivation and learning engagement.

While both the class and home programs significantly contributed to vocabulary learning, students'
improvement varied. Control for vocabulary input pre-tests, the class program yielded a higher
vocabulary retention degree and average time spent than the home program, but adaptability varied
with students' motivation profiles. Visualisation behaviours had significant effects on vocabulary
retention and review degree. Interactive tasks and review strategies both positively correlated to
the learning outputs. Moreover, factors of gamification features did not significantly influence the
learning outcomes, ranking educational benefit in-game rewards highest. Overall, blended
gamified vocabulary learning with AR tools proved effective for introductory EFL learners,
supporting the adoption of adaptive learning analytics and gamified application enhancement
strategy for maximising learning outputs (Ruiz-Bafiuls et al., 2021).

Desktop AR tools were further developed and compared pre-aus, suitability of three tools were
discussed, with students’ engagement and motivation evaluated respectively qualitatively and
quantitatively. Hybrid after-school AR learning proved beneficial in expanding vocabulary
knowledge and sustaining motivation. Participants’ automatic reviewing behaviour, especially
retention and engagement ratio, was found positively correlated to learning outcomes. Pre-test
profiles in motivation and ability proved effective in group formation, sustaining engagement and
learning benefit. While AR/VR and games were the preferred types, the analysis implied a need
for improvement in gamified actions and actions adapting to students’ learning performance,
profiles.

10. Comparative Analysis
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An analysis of literature was conducted with several systematic and qualitative approaches to assist
the design of an adaptive e-learning tool for Spanish language education in an innovative gamified
learning tool. On the one hand, it explored the potential digital educational tools have in promoting
personalized learning approaches. Whereas on the other hand, the design possibilities these tools
have for individual pedagogical needs, like gamified instructional content and individual user
experience, were explored.

First, research articles and case studies from different years were consulted to identify impactful
insights of the fields of gamified learning contents, language education, and personalized
education (Bucchiarone et al., 2022). Second, the possible application of adaptive technologies on
the earlier found digital learning content was explored by collecting systematic literature reviews
and case studies with a focus on their design opportunities to enhance personalized learning
experiences (Ruiz-Bafuls et al., 2021). Another selection of case studies was consulted with a
narrower focus to explore the current design trends of research approaches and tools in adaptive
and gamified settings.

The systematic literature reviews collectively provided a solid foundation to understand how
language education can benefit from a serious and digital gamified learning environment. The
identified design possibilities enable language educators to create a self-determined, motivating,
and immersive instructional environment that has the potential to enhance the acquisition, grasp
and production of professional vocabulary in a new language. To ensure that the selected benefits
are actually practiced in the design, the identified applications of personalized technologies are
also equally relevant to adopt in the design. Understanding the different instructional and design
possibilities to enhance personalized learning experiences will develop a thoughtful learning tool,
that meets the individual pedagogical need and enhances the learning experience of the users.

10.1. Cross-Country Insights

The learning processes of language learners are numerous, increasingly complex, and continually
advancing due to digitalization and sustained interaction with a learning environment. Language
learners experience learning on several levels and have different orientations, motivations, ways
of processing, and learning needs. Changeable, uncontrolled, rapidly developing, new behaviors
demand a shift in the paradigms of language education and the learning technologies being applied.
Nevertheless, language education systems are struggling to catch up with this transformation. The
most critical challenge of language education is how to design an effective learning environment
that can address individual differences and varying needs. The goal is to co-design interfaces that
provide high personalized language education, which comprises the design of personalized models
addressing language learners’ needs and goals, and also the techniques that tap learning action
hints based on individual models (Bucchiarone et al., 2022).

The unprecedented spread, use, and effects of newly born, Al-coined agents are transforming
language education. This dramatic shift raises not only new opportunities but also serious
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challenges to traditional language education. The effectiveness of personalized learning depends
on the vocabulary of students. The general vocabulary acquisition through input/output of L1
words in respective contexts, following comprehension-by-production methods, inferential
processing of grammar rules, and extensive presentation of sample sentences, improves the
acquisition and use of the second language. Therefore, in the process of L2 education under the
pressures of the above circumstances, it becomes imperative to consider how to build a
personalized Spanish learning system to sensibly address each student’s vocabulary learning needs
through different forms of input/output conversation.

10.2. Best Practices and Lessons Learned

In this chapter, first, best practices to improve and maintain a gamified personalized eTutoring
system have been described; concrete steps that can be applied to the solution presented in this
book have been provided. Then, the overall work has been evaluated in terms of achieved
objectives and real contributions to society. Finally, some of the most important lessons learned
have been summarized, with particular emphasis on findings that could be useful for researchers
in similar fields and for future works on the PolyGloT method. New avenues of research stemming
from the work carried out during this Thesis have been addressed, focusing on gamification and
affective aspects of the eTutoring experience specifically for the Spanish language as a foreign
language.

A great deal of perceived success has been noticed. Positive changes have been delivered thanks
to the PolyGloT project, specifically the educational proposal, the web platform and the content
created. However, several points should be addressed for further improving the perception and
usage of the solution. Enhance content starring: encouraging participants to create further content
with criterion should help distribute the workload. Some limitations also stem from content
implementation; having various projects specified to create additional immersion tools could be
helpful. Users associated with their avatars should be enforced so that they leverage content
creation better and save precious time during a second tutoring. Improve artificial intelligence for
personalized learning: recommending tools would have great value; optimally allocating
participants to each tutoring would save time for more satisfying evaluations; fine-tuning learned
associations at the Semantics Layers could even best personalize tutoring. However, due to the
increased complexity of the solution, this should be further analyzed and best options selected.
Time-consuming execution tasks should be sent to another machine to reduce the waiting time of
participants; execution should be managed better on the participants’ machines for smoother
experiences and to avoid killing web browsers (Bucchiarone et al., 2022).

11. Challenges and Limitations

Adaptive educational technology is rapidly gaining traction in the field of language education.
Spaced repetition, intelligent tutoring systems, gamification, and learning analytics are all trending
areas of active research, with many commercial solutions available. In particular, success stories
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in competitive language learning focused on English language education have drawn in massive
numbers of intended users. Meanwhile, there exists an untapped opportunity to build similar
solutions in underrepresented languages such as Spanish.

Gamified education systems have been particularly successful at captivating a large user base,
engaging users with gamified cues such as loss aversion, interactive story lines, and access to
immersive experiences. The Pedagogy toolkit provides an easy way to deliver intelligent
personalized gamified learning experiences that can elicit particular attitudes or states. Examples
of existing implementations include interactive eLearning manuals for corporate training and
environments to address skill gaps with a personalized learning plan for high-school students.
Moreover, the Adapto tool box allows researchers to create and test new adaptive technologies for
personalized gamified education. The discussion should also include helpful insights into how
prior installations of the Pedagogy toolkit have approached usability issues such as deployment
and how similar concerns are being addressed in the implementation.

Both PolyGloT and similar solutions will incorporate a basic and thorough Spanish language
course and a vocabulary-based game-type task respectively. However, existing language education
solutions miss on gamification, particularly gamification in second language education. Owing to
language, cultural, and implementation constraints, recycling existing solutions is not an option
for a Spanish-language implementation of PolyGloT. More than just gamification, PolyGloT seeks
to make a novel contribution to Spanish language education. Like any self-respecting academic
research project, a thorough literature and technology review have been conducted to identify a
feasible proposal. Existing gamified Spanish language education solutions have been evaluated,
and although several implementations exist, most were implemented under pedagogical and
linguistic constraints that inhibit scalability. This means that like successful English language
education systems, there exists a large untapped market to implement gamified Spanish language
education solutions that are both scalable and pedagogically sound, thus opening up the
opportunity for an original and novel contribution to research on gamified language education
technology.

11.1. Technological Barriers

While a gamified eTutoring system could be both effective and enjoyable, different barriers need
to be addressed to make it happen. A first step in this direction is to identify the main obstacles
that might hinder the implementation of this system. These obstacles are classified in two main
categories: the technical barriers and the educational barriers. Two powerful barriers are
highlighted for each category, and opportunities for overcoming them are discussed.

In the technical domain, compatibility and the system deployment challenge are two obstacles.
The origin of the first barrier lies in the differences between how current learning technologies
treat multimedia resource representation in text files, which is an understood reacquisition issue.
The problem here is to deliver streaming videos irrespective of the educational technology used.
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In the second, there is a need to make the eTutoring system available to students and teachers
remotely. This might be complicated if it is implemented as a sophisticated application. Several
promising opportunities are discussed to tackle these problems.

In terms of educational barriers, the ones addressed are human interaction scarcity and student
motivation loss. With regard to the first issue, current game engines do not facilitate tutor
integration in a seamless way, even though aware architecture could help. In regard to the second
barrier, teachers are concerned about students losing motivation in learning through an automated
online tutoring system. Several promising opportunities to address these barriers are discussed.

11.2. Cultural Considerations

Two mobile e-learning gaming apps were released in late 2017. First, Gomez helpful adventures
in Spanish: la isla del tesoro was created due to a previous intense apprenticeship of Spanish and
a deep interest in game production and mobile application development. The language is acquired
unconsciously, in an only slightly cognitive way, which may last for a long time. Basic vocabulary
and expressions were acquired, and simple interactions were possible. The emphasis is on correct
pronunciation to reach decent intelligibility (Casafi-Pitarch, 2018). Preparing exercises was easy,
enjoying them immensely. Therefore, the concept of placing the embedded culture in a pop-quiz
format blended with sounds, images, and online hints was adopted. Second, Songs On Spanish
Language Acquisition & Culture was created following Sunny’s experience in singing with the
help of the application Lyrics Training. Despite being Chinese, a national language or a putonghua
was acquired, in addition to Cantonese. Because of childhood mentoring in singing, it was a very
enjoyable way of picking up Spanish pronunciation and musicality. A mostly unconscious, repeat-
after-me, shadowing-based process occurred. A considerable amount of vocabulary and
expressions has been acquired. Songs are a vital part of culture. For example, a great majority of
Mexicans sing the “Mexican hat dance,” an ought-to-know cultural sequence (Bucchiarone et al.,
2022). The best way to promote language acquisition is to embed the culture: the way words are
understood and used definitely reflects the culture. Fun should be seriously taken as the best way
to make the language last.

When designing the two applications, some principles should be followed. Cultural contents
cannot be excessively heterogeneous; native cultures, not the learner’s, should prevail. Law and
rule differences must be expressed cautiously and possibly avoided. A subsequent view of the
produced apps from a consumer’s perspective is essential. Globalization and mobile devices, such
as smart-phones and iPads, were widely accepted traffic apps, and enhancing culture on mobile e-
games should be in this logic.

11.3. Scalability Issues
The results from BVTS’ assessment can be grouped into two main areas: gamifications and
onboarding. Even though there are just some minor fixes to apply to the assessment, the biggest
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change ought to be the onboarding of the system. The onboarding process should be more
streamlined so that users can have a clear picture of the environment and requirements of the
proposed activities. If the users do not have clear goals while the gamified experience, the
gamifications lose their strength on retaining students more engaged with the subjects of study
(Bucchiarone et al., 2022). But having the right onboarding and understanding how the system
works to play is just the first step. The tasks are exhaustive and require a high command of the
language. This might lead students to become overwhelmed. A possible solution is to supply users
with an open rendering of the game where they can test their skills with free-mode recordings that
do not affect their scores. Besides that, the degree of difficulty could be more customized to each
user if Al solutions were implemented to the task comprehension and assessment, improving the
tailoring of the content to the users’ levels.

The ideas for new tasks assessment suggested by students were mainly gameplay mechanics
focused. This suggests the importance of embedding either more customization features, or just
industrial gaming mechanics to Bull’s design. Bloom’s index might be a useful guide to categorize
the difficulties of the suggested levels and to design others that would meet the needs of students
afterwards. In this terms, the subject of study seems to be not as relevant as the core design of the
tasks. Just a few comments regarding adapting topics to other classes should be taken into account.
More importantly, the price of their biometric privacy should also be an interesting area for
exploration, as this can highly change the impact of the designs in teaching and learning.

12. Future Directions

Within the past two decades, Adaptive Learning Technologies (ALT) have gained prominence
within the educational domain, leading to the development of a cluster of systems capable of
supporting the education process through tailored learning paths and resources according to the
individual characteristics of the learners, generally aligned with an E-learning paradigm. However,
since education is an exceedingly personal process, it should also focus on the motivation of the
learners, which is generally neglected within ALT systems. Serious Games in the form of gamified
Learning Management Systems (gLMSs) represent a state-of-the-art trend arising within the
gaming domain that combine game elements and a comprehensive platform capable of delivering
a more engaging learning experience and motivating the learner. The research carried out in this
proposal aims at bridging these two gaps by proposing a Personalized and Gamified eTutoring
System that will support the teachers in enhancing the personalized learning experience of their
students in the gamified gLMSs through adaptive technologies (Bucchiarone et al., 2022).

Technological impacts on education could dramatically enhance the personalized learning
experience that could fit checking and adapting to their unique needs. Within the last decades, a
plethora of Adaptive Learning Technologies (ALT) have been developed in the educational
domain, leading to the development of a cluster of systems capable of adapting the educational
resources, learning paths, and/or feedback provided to the students according to models of their
knowledge and skills acquired previously. Although ALT have led to the creation of a wealth of
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personalized learning experiences, they do not focus on the motivation of the learners, which is a
crucial aspect of the education process, as it could have a dramatic impact on the overall learning
outcome. On the other hand, there is a growing trend within the gaming domain to develop a more
comprehensive and engaging learning experience for the learners through gamified Learning
Management Systems, allowing not only the distribution of gamified learning resources and the
monitoring of the activity of the learners but also a more playful approach, providing rewards,
competitions, badges, and other game elements put in place to increase the motivation of the
learners. Gamified learning management systems could engage a wide variety of students across
different disciplines and age groups. Providing students with play-based experiences could
promote maximum effort engagement, flexibility, adaptability, and perseverance, hence sheer
immersion in the learning material.

12.1. Emerging Trends in Education Technology

Technological advances, including the evolution of the Internet, are driving a new generation of
interactive, dynamic, and flexible educational presentations. Learning environments are adapting
to utilize recent developments in this context. (Bucchiarone et al., 2022)

Lessons should be able to adapt automatically to any needs for effective seeking and handling of
information, productive communication, and collaboration, beneficial self-regulation, and
motivation, and to changes in preferences and characteristics. There is a need for more dynamic
instructional strategies, learning processes, and collaboration as human cognition interacts with
technology. Support for learning is changing with enhanced collaborative technologies and
activities for knowledge building, career development, and employability skills training using
social computing and social networking technologies.

The educational environments trajectory is driving a higher-level view of the educational process,
requiring the scientists to be aware of what knowledge / information / experience and/or in which
form it is desirable to hand over to whom, when, and in what way or location. Heterogeneity,
dynamism, and participation shape the whole educational service provision including the
identification of studying/working or educational needs. It consists of diverse users and
technologies, time-consuming assignments, uncertainty or inconsistency of network connectivity,
changing assignments, and generic apprenticement of the users. Addressing these challenges is
desired by intelligent adaptation in a suitable or most favorable way to the users, and within
preferred social relationships.

The expected technologies are an alteration of Internet and Web technologies, human-facilitated
mixing of personal computer and mobile communication unit technologies, technical adaptation
being embedded in the users’ own institutions, and even a substitution of conventional educational
institutions or companies. There is a probability that future services will be delivered outside
conventional educational institutions. Formed globally, co-operated and consisting of multi-skilled
specialists, consortia will try to fulfill offered jobs or desires.
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12.2. Recommendations for Policy and Practice

Individualized learning has been part of the educational agenda for many years. As part of the
needed personalization process, a multifaceted, learning-analytics-enabled approach is proposed
to implement adaptive educational scenarios on top of gamified eTutoring learning resources,
using a crowdsourced authoring tool to add language personalization specifications.

Policy and practice recommendations focus on sustainability, placement in core curricula, and
user-institution-wider involvement. The sustainable evolution of the school ecosystem on
sustainability and sharing content feed also concerns cross-national user involvement. Explaining
feed and training to institutions, resources, and teachers will determine adoption and
customization. The system can be strategically adapted depending on contextual usage. Assessing
impact and strong user-institution demand will determine long-run feasibility.

(Bucchiarone et al., 2022) systems should inform partner institutions interested in restructuring
their image and organization with the investment of resources in a new type of offering.
Explanatory workshops are needed with all stakeholders to specify study/professional paths.
Resources should be further licensed in exchange for contributions to new content expertise, and
scaling up eTutoring paths on the topic of interest at any level should be supported with no
economic interrelationships. Initial classes are difficult to implement due to potential degradation
to ex cathedra lectures. Teacher training is recommended on assessment positions with the joint
development of evaluation instruments.

Cross-language learning material design is paramount in schools and academic institutions with a
strong multilingual social context. Focus groups with teachers, scholars, and policy makers over
expert foresight workshops are needed to address technical language skills to domain-specific plus
soft-real-life skills for self-regulated learning. Scaffolding multicultural cooperation in the
classroom is paramount in teacher training and massive follow-ups, as learned diversity is the best
asset for coping with diversity in globalized learning.

The strong agendas from multi-user institutions on infrastructure and eLearning use restrictions
focus on branding the platform. Would-be teachers need to submit an application for eTutoring
resources, for which co-branding and a negotiated content-sharing scheme is proposed. Content
written in this way could be modified and re-shared in the clearer and interactive format native to
the eTutoring resources in a participatory pro-am model.

13. Conclusion

The development of personalized language learning experiences offers the ability to shape diverse
educational content to fit the needs of each learner. While learning technologies can often support
personalized learning goals, they may not always help operationalize how language teachers can
implement effective personalized learning strategies to meet their learners’ needs. Especially in
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the context of gamified language learning experiences, novel learning technologies are needed for
teachers to effectively deploy personalization features proactively. For this purpose, the DEEP
system offers an operationalization of effective personalization strategies that language educators
can freely adopt, adapting it to their own needs. In the pursuit of providing specific gamification
features to teachers, the gamification strategies map supplant the TEAP as a practical tool to help
outline a teacher’s set of gamification features. Each strategy is described in detail in the
accompanying documentation, providing insight into how to best deploy the strategy and consider
any specific extra features (Ruiz-Bafiuls et al., 2021). The system’s adaptability and extension
selection route provides granular control over what characteristics to expose to both teachers and
learners. By making personalization strategies user-selectable, the DEEP system is able to remain
functional for a wide variety of gamification strategies, classroom implementations, and language
learning settings. The addition of the sprinting mode provides instructors with a greater variety of
pedagogical pathways for enacting personalization with large educational experiences. Ultimately,
this enables the DEEP system to remain flexible, context-sensitive, and adaptable, allowing
instructor and learner needs to vary considerably. The present testing of the DEEP system
illustrates the enormous potential of Al and ML technologies to enhance educational technology
use at scale while reducing concerns about teacher workload and it being too complex to use.
Future work will investigate practical methods for managing the systems’ many configurable
options in operational use, such as through access tuning or baseline stacking methodical sets of
configurations for a range of educational scenarios. Furthermore, a prolonged deployment of the
DEEP system is needed to gain empirical insight into its long-term effectiveness, and how
variations and changes in pedagogy and technology deployment can impact outcomes.
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15. Appendix

Table 1: Summary of Personalized Gamified Learning Features by Country
Feature Guyana Suriname French Guiana
Adaptive Assessment Tools / Basic video- </ Feedback-driven </ Augmented

based Reality
Personalized Learning Paths / viaPolyGloT </ Teacher-assigned </ Student-led
Gamification Elements Used Quests, Levels Leaderboards, Storylines, AR Tasks
Badges

Technology Accessibility Moderate High (in rural areas) Moderate
Challenges
Teacher Involvement in Design  High Moderate High
Focus on Vocabulary Retention 7 i i

Table 1

This table compares the implementation of personalized gamified teaching of Spanish across
Guyana, Suriname, and French Guiana and features elements such as adaptive assessment, learning
path, and gamification. Even though all three states integrated some gamification, their methods
and levels of technology accessibility differed. Guyana and French Guiana showed higher levels
of teacher involvement and used more immersive tools such as AR and quest-based learning.

Table 2: Reported Benefits of Adaptive Gamified Language Learning (Qualitative Themes)

Benefit Frequency Cited by Students Supporting Case Studies
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Increased Motivation High

All 3 Countries

Improved Vocabulary Retention Medium to High

Suriname, French Guiana

Enhanced Student Engagement  High

Guyana, French Guiana

Personalized Feedback Medium

Guyana, Suriname

Ease of Use of Mobile Apps Medium

Suriname

Reduction of Passive Learning High

All 3 Countries

Table
This table summarizes qualitative feedback from students concerning

2
the benefits of the use of

gamified and adaptive technologies. The most commonly perceived benefits were identified as
motivation and engagement, along with vocabulary retention and lesser passive learning. These
major themes permeated the case studies, pointing to the effectiveness of personalized gamified

platforms in facilitating Spanish language acquisition.

Learners’ Motivation Types for Gamified Spanish Learning

35t
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Graph 1
This graph shows the distribution of types of motivation among students using the gamified
adaptive learning system for Spanish language acquisition. The highest was intrinsic motivation
(35%), emphasizing the students’ genuine interest and enjoyment of learning Spanish through
interactive game-based tasks. This was followed by extrinsic motivation (30%): students'
motivation for good grades and other rewards. Utilitarian motivation (20%) included reasons for
future job or travel-related competence, while cognitive motivation (15%) denoted the desire to
improve intelligence or mental agility.

Effectiveness Ratings of Adaptive Features

Effectiveness (%)
Y u (@]
o o o

w
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101

Graph 2
This graph summarizes the emotional and psychological responses reported by students during
interviews. A large number of students (40%) expressed positive affect: enjoyment and
satisfaction. A significant portion (35%) also voiced a high degree of confidence in their learning,
which indicates that the adaptive technologies helped scaffold the tasks according to their skill
levels. On the other hand, 15% of the students reported low motivation, while 10% reported
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negative affect; thus, there is a portion of learners who were challenged, possibly because of the
interface's complexity or lack of prior tech experience.

Student Engagement with Gamified Spanish Learning by Region
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Engagement Score (%)
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20

10

Guyana Suriname French Guiana

Graph 3
The graph shows the different levels of familiarity among the participants with adaptive learning
technologies before the course. Only one student in the survey was "Very Familiar" with such tools
and there were two "Moderately Familiar" students. Only one participant counted as "Somewhat
Familiar,” while none were completely unfamiliar. Therefore, there may have been differences in
exposure; but most learners usually had some grounding in e-learning environments, which
probably influenced their adaptability and comfort level in the gamified system.
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Chapter 5

Exploring Future Directions in Gamified Language
Learning Over the Next Decade
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Abstract

In the next decade, with particular reference to the changes that happened in the recent times, the
paper comments on the expansion of gamified language learning. The proposed analysis presents
a broad account of the precedents and emergent phenomena and conceivable innovations. The
adoption of artificial intelligence, Virtual and Augmented Reality, mobile applications, and
environments makes gamification an indispensable and innovative transformation in the realm of
language acquisition. In all cases, the study makes a synthesis of findings from mixed-methods
research using a 10-year timeframe and elucidates the concept through aspects such as learner
engagement, cultural considerations, technology, and evolving supporting theories pertaining to
gamified learning. It identifies problems regarding implementation and provides policy
recommendations, as well as suggesting that more adaptation is needed within myriad cultural and
educational contexts. Future issues to reflect on include personalization and serious games, not to
mention community-centered design in collaboration with learners in gamified language learning.
By forecasting technological advancements and socio-cultural shifts, every chapter provides
crucial insights for a changed understanding of how gamification will reshuffle gamified and
language learning in the future and suggesting further encouragements for teachers, policy-makers,
game developers, and industry stakeholders toward improving inclusive and effective learning
experiences.

Keywords: Gamified Language Learning, Artificial Intelligence in Education, Immersive
Learning Technologies, Learner Engagement,

1. Introduction

With the advent of new technologies, society has changed substantially, transforming individuals’
habits and perceptions. ‘Old’ tools, however, have not vanished; instead, they have been modified
and adapted to the new social reality. Education and teaching are not isolated processes, society
and people have been changing together and some methods, contents and tools alike have been
rethought in order to adapt to the new social scene. Society has constantly evolved along history,
but the speed in this evolving process has varied throughout this time-line. In the decades from the
1960s to the 1980s, developments and inventions in some areas, such as psychology,
sociolinguistics and communication, produced a greater impact on education, changing it radically
(Casafi-Pitarch, 2018). More recently, the invention and enhancement of such tools as the
computer, the Internet, the Smartphone, etc. have again turned round education, though more
evidently on the field of ‘devolving’ than ‘developing.” Automatized-television sets are being
again used as simple TVs instead of the once presented OHP, even though they are now flat screens
with enhanced resolution and colour (Chen, 2018). Similarly, the process of educational
formalization seems to have gone one step behind in this second wave, becoming more academic
and traditional. In this context, there are apparently conflicting findings regarding education and
technology. On the one hand, education and teaching have not become more formal or boring with
the new technologies. Nevertheless, ‘in the world,” the ‘real’ social scene, education and teaching
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appear to have turned round and modified extensively. Technologies have completely taken over
informal education and teaching, thus becoming at the same time threats for formal and traditional
education and teaching.

Language learning and acquisition are no exceptions. This triggered an interest towards research,
which appeared under the aegis of the curiosity towards new mass media. In this first part of the
present decade, some results deriving from this line of research shall be presented, concentrating
primarily on videogames and their previously mentioned technologies. In the first section, the
principles for foreign language learning and acquisition through video-games shall be specified,;
afterwards, some practical application will be presented. To be precise, the second and third
sections will comprise the theory and practical implementation of video-games principles and
applications in foreign language learning, respectively.

2. Literature Review

Learning languages has recently moved into a dynamic phase due to the possibilities offered by
ICT. Just as word-processing texts and informal chats have overtaken earlier methods of
interaction, so the present explosion in virtual and game-based learning will provide new means
for students and teachers. One of the most exciting developments in education is game-based
learning, and teachers are using gaming principles and designs to achieve learning goals outside
of a traditional gameplay context, where the objective is to play digital and non-digital games
(Chen, 2018). To be sure that gamification principles are applied rather than simply affecting the
game, this debate is still far from solved. However, aspects such as behaviorism, flow theory, and
spatiality are beginning to be explored in language classroom practices. Even though gamification
is an approach to education that is present in online platforms for practicing all sorts of knowledge
and skills.

Gamification is a term widely used to describe diverse experiences, meaning various things to
different people and context such as business, education, or marketing. The original term refers to
the incorporation of game elements in non-game contexts, which attracted the attention of scholars
and educators in different fields of knowledge. As a result, many genres of gamification, based on
topics such as points and badges, have focused on the transient nature and frequent but minor use
of these engaging elements. Less attention has been paid to a more integral and lasting
transformation by converting ordinary processes into those resembling a role playing game,
adventure, real time strategy, and others. This kind of deep gamification offers a more captivating
interaction Dby introducing collaborative and performance components, story, rewards,
randomness, and long-term goals.

With digital games capturing the interest of the general public and research fields alike, educational
institutions and private companies took note of this entertaining resource. Education, therefore,
began moving towards the incorporation of video games, the gamification of educational processes
aiming to provide motivation that will improve learning outcomes through fun (Chen, 2018).
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However, gaming genres initiated in education are becoming more commonplace and accessible,
and without boundaries or restrictions imposed by the institutions they normally assume, university
students occasionally dismiss academic target languages for alternative ones worldwide.

2.1. Historical Context of Language Learning

Education has always evolved towards the needs of society in any particular period of time or
place. Nevertheless, the speed of this evolution has been different along history. In the decades
from the 1960s to the 1980s, changes in education became more significant after the earliest
cognitivist studies (Dwivedi et al., 2022). Students’ roles overcame the former passivity; they were
looked at as active agents in the acquisition and retention of contents. Educators shifted their
attention to the design of activities to grasp, amplify and strengthen variety of e-learning processes,
and experimental studies popped up by the scores. Nevertheless, the frame of reference to regard
this change in Education was chiefly theoretical (Casaf-Pitarch, 2018). Afterwards, researchers
and educators awoke to the effect of technology in the learning process. The birth of the computer
brought along with it an enormous hope in that it would change the very way of communicating
and nurturing knowledge, but also learning (Chen et al., 2023). Computers, and later on the
Internet, meant a worldwide shift, not only in education. Not much as an investigation avenue,
impetus was given on the creation of knowledge-forming environments rather than on the social
factors affecting learning. Consequently, computer and online applications flourished, but teachers
still spend five hundred years antiquated lecturing (Chen, 2018). During this last decade, however,
revolutions in society, and in the educational community as well, forced a decrease in the time
interval to react (Jackson, 2018). After this long period of stasis, social acceptance of digital
resources for learning and, above all, their diffusion have prompted new ways of interpreting
‘meaning’ and communicating it. As a consequence, a new conceptualisation of the whole frame
of reference for education has just begun to take place (Chen et al., 2023). The obstinateness
displayed by many educators in the face of these revolutions is similar to succumb in tragedies.
However, once again, cognitivism advises against the canonisation of a nowadays paradigm. In
theory, it will always be like this: today’s technologies in twenty years’ time will have become
antiquated, the focus turned to something new and their use might, maybe justifiably, be
deprecated. Learning and teaching are now being seen as social and interactive processes, which
take place in a lifelong context and which are part of a much larger engagement with knowledge
and the bearer societies (Dwivedi et al., 2022).

2.2. The Evolution of Gamification in Education

Over the past centuries, the term game or gaming has received diverse interpretations from scholars
within varied fields of research. Despite this contrast and consequent vagueness in its definition,
researchers from psychology, computer science, and education have essentially agreed on a
common basis for it: gaming is fundamentally doing something with rules, goals, and feedback
(Koohang et al., 2023). Although the act of learning a language requires extensive exposure
through input, exposure to internalize the rules incorporated in it, and practice to acquire fluency,
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the primacy of output in the language acquisition process has been carefully questioned, mostly
focusing on production of routines from the target language to the learner's native, and vice versa,
also, it is imperative to keep in mind learners' different existing schemata and pre-conceptions of
language. Language learning techniques applicable for working within different out-point
boundaries needs to be considered (Garland, 2015).

Despite the continuous emergence of techniques and acts of play, language practice can generally
be classified into two types: games to reproduce language, and games to play with language
(Kamalov et al., 2023). If the objective of a game-controlled situation is simply to produce the
desired result -the output-1:1 internalized reformulation of rules incorporated in the game, the
game can be considered a language reproduction game (i.e. text-and-picture puzzles, card games
with cued words, etc.). If the game situation produces a transformation of the language input where
the output is different than the input (i.e. chain stories, four in a row games, etc.), and players
create, alter, or interpret language, it can be tagged as a language play game (Casaf-Pitarch, 2018).

It can be argued that language learning games are languishing between educational and
entertainment spheres. In view of mobility and democratization of access to electronic devices,
students are empowered as designers of knowledge (Koohang et al., 2023). Although the number
of students independently investing time in the co-design process of their own knowledge
representations is rising, game designers are running out of time to adapt their products to a
changing psycho-sociocultural reality. As a result, the electronics games industry is shifting to date
awareness from formal education to guerrilla empowerment mechanism (Wang et al., 2023). It is
expected that this tenet will be explored further in the next ten years.

2.3. Current Trends in Gamified Language Learning

Gamification has gained significant attention globally as a powerful educational approach in recent
years (Shen et al., 2024). In the context of language learning, it is expected that game-based
coursework will become more prevalent and diverse within both traditional and online courses.
Traditional classrooms may embrace more fully-fledged game-based solutions such as serious
games, AR games, or adventure games, while online settings may increasingly adopt game
mechanics from non-gaming contexts that focus on gamified interactions such as ranks,
leaderboards, points, badges, and player-player cooperation (Dwivedi et al., 2022). Additionally,
more comprehensive language learning solutions that centralize gamification and leverage various
game mechanics for immersive experiences may be developed for various platforms such as
mobile apps (Ghoulam et al., 2024). On the one hand, the performance of various gamified
language assets is expected to be further explored in an effort to improve their effectiveness (lorga
Pisica et al., 2023). Additionally, in tandem with changes in gamified settings, research may also
shift from assessing the enhancements achieved by gamified solutions alone to understanding how
they improve learning compared to traditional non-gamified learning experiences (Wang et al.,
2023). Greater reliance on asynchronous, alternative assessment methods designed to reproduce
authentic language usage situations may increase the acceptance and feasibility of gamification in
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high-stakes assessments (Koohang et al., 2023). Moreover, Al-supported gamified assets that
emphasize personalized learning and assessment approaches are likely to be developed to
accommodate wider ranges of learners’ preferences, backgrounds, and geographical locations
(lorga Pisica et al., 2023). Gamification in education has become a reality, and this journey has
just begun. Although the limitations of gamification have been discussed, it has been tentatively
explored and adopted in various educational settings (Ghoulam et al., 2024). New game-based or
gamified assets, systems, and solutions are being developed and introduced regularly (Ghoulam et
al., 2024). Further research is anticipated to explore, analyze, and synthesize these new endeavors,
thereby driving the evolution and thriving of gamification in education, particularly in language
learning. Overall, the research presented in this study demonstrates the potential of gamification
in enhancing engagement, motivation, and student achievement, further innovating language
education.

2.4. Theoretical Frameworks Supporting Gamification

The combination of these prior pieces of research was previously used in our own research with
the aim of explaining the gamification process. Our model of gamification was introduced
following mainly (Casafi-Pitarch, 2018) and (Garland, 2015), as it is divided into four rings. The
inner circle focuses on teaching and learning purposes. The second ring focuses on choosing the
playing purpose. The last step within the circles is the development of the video-game mechanics,
dynamics, and emotions. This stage concerns the development of the video game with its
characters, story, context, or awards (Marougkas et al., 2023). This process needs to be
accompanied by the four elements introduced to incorporate feelings and emotions in the game
and rise learners’ motivation and engagement to play and consequently to learn (Garland, 2015).
Gamification should be considered a mechanism from which any approach can benefit from the
application of games in the classroom. The digital game-based learning is a pedagogical practice
that has derived from a broader term involving the use of both digital and non-digital resources.
Consequently, introducing a well-defined distinction has been necessary in order to specify when
technological resources are used exclusively (Casafi-Pitarch, 2018). Game-based learning could
be considered the hypernym of digital game-based learning. In both cases, these approaches imply
that the use of games can be implemented in non-playful environments. The broadest difference is
that digital game-based learning only concerns the use of electronic games for learning objectives.

Gamification has been shown to have positive results on both learning and motivation. These
results suggest that gamification can be applied to second language acquisition (Kamalov et al.,
2023). However, there are issues in how gamification may be applied to the field. Studies in this
area showed no correlation with gamification. There were very few studies that actually used
gamification in humanities. Gamification is a fairly new field. Additionally, other quantitative
studies in the field of humanities have shown positive results. A study used gamification in a media
theory course; students reported increased motivation and interest (Marougkas et al., 2023).
Successfully used gamification in an art course, increasing student motivation and learning. Time
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of instruction is important in gamification (Kamalov et al., 2023). Results suggest that gamification
applications are better when performed over a shorter period of time. Many gamification systems
were used on shorter courses, but some were part of a larger course (Koohang et al., 2023).
Competition appears important for a successful gamification system, but is not always necessary.
Many classrooms are not organized to incorporate competition. This may be a problem with the
classroom design. Language learning has changed over time, but many classes are still primarily
lecture-based.

3. Methodology

This article reviews trends in gamified language learning in 2024-2034 by employing the Delphi
method with ten experts (Tannous, 2024). It reports the influences of artificial intelligence, social
interactions, augmented and virtual reality, data analytics, cross-curricular integration, and trends
related to the meta, i.e., learners as gamifiers and awareness of gamified strategies and design
(Tannous, 2024). The experts reviewed, suggested, and rated trends. Engagement mattered most
in the past decade, while Al, design awareness, and gamifiers shaped the next. Al and gamifier
trends might become widespread and less influential (Walter, 2024). In contrast to other trends,
artificial intelligence might dominate teaching and learning models (Marougkas et al., 2023). The
human-centric orientation of future digitization will be maintained to ensure an opportunity gap
between students with different digital profiles (Tannous, 2024). Hybrid learning environments in
gamified design contexts are promoted. All trends are presented and analyzed using an extended
framework. Recommendations are given concerning language educators, educational technology
providers, and researchers (Walter, 2024). Constructing a conceptual framework for implementing
new trends in contexts beyond language learning is suggested.

The researcher conducted two preliminary phases. The researcher first examined ten future trends
in gamification, one of which relates to language learning. The researcher adapted this trend list,
excluding trends with unclear impacts on language learning, and included seven pre-trends to yield
a final list of 33 items. The researcher pre-ordered the trends according to their definitions,
considering inter-subject coherence, and ensured that no trends were treated awkwardly as one-
word or two-match phrases. Twenty-eight items were predicted to impact the state of gamified
language learning in 2024-2034. Items were introduced with trend definition, value, and
importance. Nine trends with lower predicted values were prioritized. With the help of experts, the
researcher sought to distill common points on describing the same trend carefully, while data-
driven insight was avoided, meaning that the functions with which blending occurs were not
disclosed.

3.1. Mixed-Methods Research Design

This study employed a mixed-methods research design combining qualitative and quantitative
methods in sequential phases (Wang et al., 2023). This initial qualitative phase provided essential
insights into the key relationships for testing in Phase Two, laying the groundwork for the survey
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used in this phase. MetaMoo was selected as the context to investigate the interplay between
student engagement, motivation, and learning outcomes in a GBL context. Phase Two employed
a quantitative strategy using online surveys that quantitatively tested the relationships between
variables established in Phase One.

This study was conducted in a Chinese university language program. Language students were
recruited because they are exposed to GBL context and gamified foreign language assessment. A
stratified random sampling methodology was employed. The strata were established by
considering factors such as age, gender, and linguistic proficiency levels. A random selection of
language students was conducted within each stratum to ensure a diverse range of individuals. An
invitation message was sent to student groups, along with a link to the questionnaire. Data was
collected by utilizing a survey strategy. Five-hundred undergraduate Chinese language students
were invited to participate in online surveys from March-April 2023, aimed at collecting data
regarding gamified online language learning platforms, motivation levels, learning style
preference, and perceived outcomes in language learning. Students were informed of the study
aims before commencing the surveys.

The survey was administered using established scales to assess gamification integration, language
learning outcomes, motivation levels, and preferences for learning styles. To ensure data reliability
and minimize potential biases, the survey instruments were rigorously designed and pilot tested
with a small group of language students before the main data collection phase. Particularly, a small
group of 10 linguistics major students were consulted about the intended research and offered
feedback on how to improve the wording and structure of the surveys. The valid survey was
administered electronically to facilitate efficient data collection and minimize response errors. A
total of 413 responses were analyzed using SmartPLS SEM. The study demographic profiles
encompassed a diverse group of Chinese language students (Shen et al., 2024). In terms of gender
distribution, 53% of the participants were female and 47% were male. To account for linguistic
proficiency, the study included participants at various levels. The study utilized established scales
adapted from prior literature to gather data for the survey. The questionnaire items were assessed
using a 5-point Likert scale.

3.2. Data Collection Techniques

The gamified and game-based learning literature includes various data collection techniques
ranging from qualitative to quantitative. In the following, the methods used in relevant research
during the reviewed decade are reported and discussed. In the presented actions, the number of
studies is parentheses. The reviewed studies utilized qualitative and quantitative approaches and
mixed method approaches, as reported in the following.

- Quantitative (15): Sampling and administering a survey have been the most common combination
of quantitative techniques used in relevant research, possibly due to the greater resources needed
for experimental research.
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- Qualitative (9): Only some studies have adopted qualitative data collection technigues,
suggesting a disconnection between the great value of qualitative method and its low application.
Interviews were used either singly or combined with other techniques.

- Mixed Methods (10): Studies using a mixed method approach have more quantitatively focused,
with pre/post-test designs or experimental designs. The gamified and game-based learning
literature appears to be richer in quantitative method, while qualitative method studies are sparse
and some subdomains still need to be explored.

Diverse data collection techniques were employed in the gamified and game-based learning
literature, with surveys being the most common. In addition to surveys, many experiments were
found, possibly due to the accessibility of freely available gamification and game tools. Meta-
analyses and review studies were included. The research attempts covered three types of
qualitative methods, with interviews being the most common. Very few studies have drawn on co-
research techniques, and analysis and interpretation methods are also diverse. Some studies stand
out by employing newly developed data collection techniques or analysis methods, which can be
followed in future studies (Jackson, 2018). While there was a continuously growing interest in
technology-enhanced language learning, engagement in this subdomain appears to be limited.

3.3. Participants and Sampling

The participants in this study referred to Swedish university students learning English at a tertiary
level in classrooms, who completed a course in English language proficiency online either in a
blended format or fully online, in Sweden. The sampling method was convenience sampling.
Invitations to take part in the study were sent to teachers responsible for these English language
proficiency courses, and when they consented, they invited students to take part in the study by
completing an anonymous survey after they had completed the course. In total, 552 responses were
gathered, from which 420 were valid for further analysis (Shen et al., 2024). The demographics of
the participants showed that more than half of the respondents were female (55.7%). In terms of
age group, 47.9% of respondents were aged 20-25, 26.6% were aged 26-30, and 25.5% were older
than 30. Almost all respondents were Swedish/Swedish-speaking, with a small percentage being
international students. Almost all participants had learnt English for more than 10 years (98.6%),
of which 34.8% had learnt English for over 20 years. The English proficiency of the participants
was evenly distributed among B1, B2, and C2 level according to CEFR. The majority of the
participants rated their English language proficiency as either 4 out of 5 (bachelor) (47.6%) or 5
out of 5 (master) (40.5%). 84.4% of the participants had experience with gamified platforms before
this study, with the two most commonly mentioned platforms being Kahoot! (62.1%) and Quizlet
(39.2%).

3.4. Data Analysis Procedures
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In this study, a qualitative approach was utilized to identify the motivations and perceived learning
outcomes of the players using the gamified language learning platform. The qualitative approach
is a systematic method used to describe and investigate behavioral phenomena. Qualitative data
collection methods of semi-structured interviews comprising five open-ended questions were used
to gather participants’ insights. Since the present study aimed to explore players’ motivations and
perceived learning outcomes on the gamified online language learning platform, interviews were
chosen as a method to gather data.

To ensure the study’s credibility, a thorough review of the collected data by the researcher was
completed to ensure nothing was missing. A member check was done to verify the participants’
confirmability, which continuous activities of checking, confirming, and assuring. A linguistic
specialist helped analyze the transcripts to ensure that the themes were grounded in the data and
that the analysis process was comprehensible.

Thematic analysis was used to examine and interpret the collected interview data. Data coding
served as a data reduction technique, requiring the researcher to become familiar with the data
gathered. The transcribed data were expanded into a word document to facilitate easy reading and
coding. The coding process consisted of searching for relevant information in the text and
generating codes. This resulted in 88 codes combined into 10 categories, which identified patterns,
insights, and meanings in the data and provided a more holistic description to inform the study.
The categories were then named to produce overall themes from the analysis.

4. Findings

This study provides a comprehensive analysis of gamification in language learning over the past
decade and explores future research directions for this evolving topic. The discourse surrounding
the nature of gamification, its elements, relevant theories, and its application in diverse aspects of
language learning is highlighted. In recent years, the integration of gamification into various
domains, including education, has gained traction. In language education, gamification was
introduced to enhance students' motivation and learning outcomes. A wide range of studies on
gamification impact on language learning has surfaced. Most prior studies adopted quantitative
approaches and a focus on mainstream education, leaving future work to explore overlooked
issues. Thus, in the spirit of consolidating prior knowledge and guiding future endeavors, this study
systematically reviews the major developments of gamification in language learning.

Based on this investigation, the most frequent themes are identified. A retrospective analysis
clarifies prior studies and directs future exploration. Different types of gamification online tools
and platforms and practical applications such as gamified assessment were also examined. Game-
based training was found to ameliorate various language skills, including vocabulary,
pronunciation, and overall proficiency. Specific types of games were found to be beneficial for
particular skills. Different gamification aspects impacted motivation and learning outcomes
differently. Several limitations of past studies should also be addressed in future ones, such as poor

138|Page

Copyright© (2025) All rights reserved.
No part of this book chapter may be reproduced or used in any manner without the prior written permission of the copyright owner



reporting of finding reliability and the need for concentric comparisons, among others. This
literature review provides insight into research gaps, ensures contributions, and generates
suggestions for researchers exploring gamification in the field of language education.

Given the widespread application of gamification in different domains, it is no surprise that
language education adopts this innovative approach as well. This new trend of gamifying language
learning restricts the selection of studies and pushes the researchers to thoroughly investigate
everything related to gamification within the language learning context. Resultantly, in recent
years, the impact of gamification on language learning has gained significant attention, evidenced
by an ever-increasing number of studies and publications. Past studies have mainly examined the
effectiveness of gamification on students’ motivation and language learning outcomes.
Quantitative and qualitative mixed-method designs were also adopted, though qualitative
explorations were unduly neglected. An increasing adoption of offline resources, gamification
types, and platforms were also discussed while emphasizing the need for studies on gamification
in teaching contexts other than mainstream education. Past studies have documented and presented
several findings relevant to different types of gamification tools. State-of-the-art quantitative
reviews elucidated the effect of gamification or gamified tools on language learning, which
restricted the researcher’s selection of studies and limited this review on those examining the actual
gamified apps.

4.1. Quantitative Results

This section provides the specific analysis of the quantitative measurement results of the study.
Descriptive statistics that were collected before the deployment of the questionnaire are presented
first, followed by data reliability and validity tests of the constructs in the measurement model.
After that, the direct and indirect effects of the proposed framework are examined in a structural
model. Finally, the additional analysis of the effects of question types on perceived overall funness
is presented.

4.1.1. Descriptive Analysis. To obtain a brief profile of the respondents prior to the analyses,
demographic information of the respondents was summarized and illustrated. The majority of the
respondents were female and the rest were male. The age distribution was generally even among
the stakeholders aged 51 years and older except for the group aged between 26 and 30. The second
most numerous group of age was 41-45. They were mostly native English speakers with
“Excellent” and “Good” self-assessed evaluation. The majority in the current roles were also
classroom teachers. Among the teaching modes, Hybrid was the most common and English as a
foreign language was the most acknowledged in subjects taught. Besides, the cohorts of students
mostly ranged from 26 to 30.

4.1.2. Measurement Model Evaluation. All the constructs were reliable and valid as their
composite reliability exceeded the minimum of 0.70 and the factor loadings were all larger than
0.60. All the confidence intervals of average variance extracted did not include 1, and their lower
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bounds were larger than 0.50, indicating that convergent validity was satisfied. Meanwhile, the
square root of each AVE is greater than its correlations with any other construct and thus each
construct shared more variance with its own indicators than with its alternative measurements,
demonstrating that discriminant validity was adequate. 4.1.3. Structural Model Evaluation. The
relationship between enjoyment as a cognitive-affective intrinsic motivator and self-reported
continuance use intentions was examined with path analysis. The structural model was evaluated
including the coefficient of determination, path coefficients, and t-values using bootstrapping
analysis. The model explained 58.9% of the variance in continuous use intention. All direct effects
were statistically significant.

4.2. Qualitative Insights

There were still many things to improve regarding gamified language learning. Current applied
tools would no longer be used, and new developed ones would have been applied by future learners
and educators. The most viewed language learning tools would remain the same types, but indirect
social tools were also expected to have a larger share in the player community. Player-centered
collaborators talked about how future learners would still share memes, while there would be new
types of people who would go by blinking screens distributing other types of information. Big
concern was raised about game-centered collaborators developing changing tools instead of
keeping up with their current game limitations. When future designers, developers, or researchers
were mentioned, more deviant answers were highlighted. Game-centered collaborators were
unsure if there would be designers or developers in the next decade, while the other groups
indicated the expected future trail. However, it was quite obvious that future developers would
keep resembling links or bridges. Overall, insights into types of expected new tools regarding
gamified language learning were elaborated into four subtopics: new tools, new types of language
learning tools, neglected language learning tools, and new types of player and developer personas.

Gamified foreign language tools were divided into general, grammar, vocabulary, Minecraft, and
MMORPG. Expected improvement subjects were then raised as follows: examination scopes, tool
diversity, added native speakers, improvement of formative language patterns, in-depth contents
including cultures and advertisement, regulation against toxic user content and content,
accessibility of accidental learning, seamless language embedding regardless of individual
learning scopes, less recycled computations, limited tool sharing, perverse mode extensions
covering all gamified learning types, future vocabulary contexts and definitions, modularized
administrational controls, interoperability, diverse and challenging gamified learning types,
craftable Als and characters, collaborative schooling interface.

4.3. Comparison of Findings

To ensure a comprehensive exploration of existing data and implementation patterns in terms of
gamification, the debate was categorized according to . The first circle is the aim of playing. All
pieces of research echoed that gamification is used with different types and segmentation of
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objectives. This inclusion of "Learning purposes” in the inner circle whereby teaching a foreign
language is the core intention of these interventions is consistent with prior works on gamification
in foreign language learning (Casafi-Pitarch, 2018). The other possible aims of playing in the wider
inner circle were also indicated by these pieces of research: promoting students’ engagement,
motivation and fun; but this purpose is not closely linked with language teaching, while it is the
nature outcome of gamification activity design. The second circle, "Playing purposes” of suitable
games broadly corresponds to two stages for both the design of games and the selection of
methods. Both camps have clearly drawn-out types of game design. Different games and methods
have different advantages or disadvantages, which could therefore be better analyzed by the
gaming approach underlying . Recently designed games were more complete than those not
tailored for pedagogical contexts, thus more deeply understood, closely followed and preceding
adapted in implementation. In digital spheres, gamification is implemented in social media
platforms and e-learning instruction platforms that are fairly comparable in terms of size and scope
but at lower levels. E-learning instruction platforms were essentially audited by literature in terms
of scope, specificity of interactions or available features, user reviews, and gamification design,
indicating the trend and tendency of growth in materials, technology, and analization. The
commercial potentials of the nowadays thriving educational apps in the post-pandemic digital era
are also applauded. The wide implementation of mixed ways of social media and e-learning
platforms at comparatively lower levels also signifies the possible emergence and rise of potent
new means of policy and instruments in enhancing learning outcomes and broadening benefits.

5. Discussion

In the last several decades, gaming and simulations have been used in many fields for learning.
Areas such as psychology, education, computers, strategy, math, and social sciences have created
exciting learning opportunities with the use of representational learning tools. The aim of this
research is to identify ways that language learning environments might benefit from the use of
gaming simulations that can increase language learning outcomes. It is proposed that the next
decade will bring a greater prevalence of game-type language activities, which have been
superficially examined in the literature, and a growing range of generally enviable representations
of speech and language meaning in multimedia and metrics currently being researched (Casafi-
Pitarch, 2018). A major goal of the research has been to identify the benefits of depicting language
representations in indeterminate activities that do not confer a proper comprehension of the target
language being produced. This type of representation-neutral gamification lends itself to two
general pathways in the next decade: firstly, expanding implementation of language-free teaching
games, which may inadvertently benefit language learning; secondly, with a major purpose of
language learning, representation-comparable denotations of multi-trigger discourse gamified
components.

These denotation types could enable speakers and listeners to view the denotations equivalent to
their speech and ability to resolve representative discourse levels that are parallel to their current
spoken discourse abilities. The implementations of correct speech output for each trigger to
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confound language or skill comprehension represent deviant exposure learning events that current
contingent constructs cannot provide. How such applications might increase the efficacy and
universality of language learning systems in the next decade is also a query that remains. This
research has worked from definitions of language types and the representational modes of meaning
denoted by them for pre-linguistic humans to teach speech values and forms to depiction types for
naturally defining non-linguistic meanings, compatible with knowledge-independent denotations.
A further design progression of talk-type recognition systems with alignment for standard learning
and language learning systems without understanding is also queried (Shen et al., 2024).

5.1. Implications for Educators

As outlined above, educators, stakeholders, and policymakers have a fundamental role to play in
the promotion of gamification in online language learning. Each of the implications articulated is
only a step towards mainstreaming and enhancing the efficacy of gamification. Through
continuous explorations, a more gamified, and yet customizable language learning experience can
be established.

Implications for educators. The findings of this study add to a growing body of evidence supporting
the positive role of gamification and game-based assessments in enhancing learning performance
and learning experience. To explore these avenues, further practical approaches can be adopted.
On the game side, the application of gamified language assignments, quizzes, and pursuits can
immerse learners in gamification-enhanced language learning tasks. A few have already been
implemented in language courses. Given the inherent mechanics of games, gamified language
assignments and interactions can increase learners’ intrinsic curiosity and passion for the language
(Shen et al., 2024). To mitigate the “bad” gamification, it is suggested that gamified tasks be
customized to accommodate different learners’ learning methods, including visual, auditory, and
kinesthetic ones. By considering these personalization variations, language instructors can provide
a more inclusive and effective language learning experience. Further, gamified components are
deemed feasible to be implemented into MOOCs or other online language learning platforms to
enhance their efficacy and inclusivity.

The implications also reach the field of language assessment. Results echo existing scholarship
attempting to incorporate gamified components into language competence examinations and
assessments. By simulating authentic language usage situations, gamification has the motivating
potential to attract more learners to participate and to be more engaged in language assessment.
This would hopefully narrow the gap between academic performance and grade-oriented
assessments. Additionally, educators are encouraged to take the findings of the current study as
guidance in diversifying their teaching approaches. Acknowledging the influential role of
gamification and the importance of individual learning preferences can render education more
flexible and adaptable, allowing learners to better cater their learning experiences on their own.

5.2. Challenges in Implementation
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There are a few challenges in appropriate implementation. First, is examining whether the games
and simulations are indeed effective learning environments. The notion of 'effectiveness' entails
examining the improvement in competence of learners. It is also necessary to examine complaints
after players receive the games. Did players enjoy using these devices? Did the game provide
enough scaffolding to support language development? What would make improvements?
Furthermore, game developers can be hampered by academic constraints, as it may be difficult to
view the game as a research instrument. It may also be difficult to change designs after a new
development cycle has been planned. The need for examination of bilingual and immersion
programs is poignant. This is a redirection for studies on immersion that have focused mainly on
preschool or primary pupils. A large population is available statewide of students enrolled in the
last two years of high school who can provide a rich perspective on compliance with the content
and language integrated learning approach. Linguistic autonomy would challenge the activity view
of language policy. It would be important to examine the ways in which the reward schemes and
incentive structures were changed by the orientation towards contract compliance. A continued
exploration of these programs from a policy perspective would provide information about the
complex relationship between objectives, actions, and outcomes in different contexts of legislative
compliance, a topic of considerable importance in linguistically diverse societies. It is essential to
define the definition of gamification. Examples from a wide variety of institutions could then be
provided and highlighted, explaining how they differ from one another and from the popular forms
of gamification. In addition, it is also necessary to talk about the lessons learned explicitly.
Institutions in such a rapidly changing area need to continuously analyze their own and others’
experience, paying attention to trends in usage, successful practices, unmet needs, and obstacles
faced. So called communities of practice would be of help in this regard.

5.3. Future Research Directions

Along with the advancement of technology, the field of English as foreign language learning is
beginning to change. Learners are changing from novices to accelerated learners that look for new
methods to facilitate their learning efficiency like serious game-based learning environment. This
study explored the immersion’s impact on learners’ attitudes, motivations, and ultimately their
learning efficiency in a serious game-based language learning context (Ghoulam et al., 2024). As
learning a second language or a foreign language becomes a growing interest in society, more
people are willing to invest effort, time, and money into learning English as a foreign language.
One considerable learning solution is the utilization of serious games in language learning. A
serious game is considered a digital game designed for purposes beyond entertainment like
education and health (Casaf-Pitarch, 2018). With serious games, learners can be intrigued and
engaged as they are required to unravel mysteries, bring justice, and explore different places that
cannot be taken place in real life.

Serious games are able to integrate videos, audios, and interactions that provide immersive
learning experiences. This study aimed to offer insights into the game-based learning environments
and their effects on learners’ attitudes and performance. Specifically, this study strived to unfold

143 |Page

Copyright© (2025) All rights reserved.
No part of this book chapter may be reproduced or used in any manner without the prior written permission of the copyright owner



how immersion applies in the contexts of language learning with serious games and probes into
the effectiveness of immersion on learners’ attitudes, motivations, and learning efficiency (Shen
et al., 2024). As a unique and immersive experience in the foreign language learning process, the
landscape of foreign language learning is influenced by the growing interest in building
immersion-based environments to promote learners’ engagement and a sense of presence. With
the help of such a CEL environment, learners are expected to achieve more radical changes in
behavior than standard serious game-based language learning approaches (Ghoulam et al., 2024).
Through an in-depth analysis of specific case groups on the basis of their attitudes and language
study performance, this thesis explored the feasibility of the envisioned language learning
environments in analogy to instructional stages.

6. Technological Innovations

When thinking about the future, it is often tempting to keep looking at what is available in the
present, technology-wise. And while whatever technology is today will be available and more
advanced in the future, it is still important to consider what new technologies may arise and how
they may potentially impact learning (Casaf-Pitarch, 2018). A long-time favorite among media is
the idea of a metaverse: an immersive shared experience of virtual reality. With the advent of more
interactive and cheaper technology in the past years and the popularity of some very large-scale
metaverses/services/games, big companies have eagerly jumped at the opportunity offered by the
metaverse framework. It is likely that large-scale virtual worlds containing social interaction,
adventure, exploration, gaming, and (to some extent) learning will soon see the light of day. The
question is how they will function (or not) as environments for learning (and language learning).
The listed possibilities are mostly shortcomings of the use of video games for language learning.
Language education is in very many ways far removed from general education in terms of science
and principles; on the other hand, it is at the same time much more open to experimentation because
of its adaptability when compared with other subjects. Therefore, in order to generate substantial
impact, metaverses as educational settings have to take the unique needs (and merits) of language
learning in mind in their design, and not simply copy good practice in dressings.

Several characteristics of social gaming have been described that can enhance language
acquisition; these characteristics have been or are in the process of being incorporated into game
engines, games, and social. Marketers and app designers would be likely to appreciate the
attractive and novelty factors of a new wave of graphics, images, and 3D environments. However,
the sheer amount of new content potentially available also poses challenges. Reliable content and
agents that exemplify best practices are needed in order to ensure the validity of collaborative
proposals for language learning to stand firm in the low-horizon world of gamified language
learning. The same can be said for any pedagogical experience.

6.1. Emerging Technologies in Language Learning
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Over the last decade, advances in connectivity, accessibility, and portability have propelled mobile
devices into everyday life (Ghoulam et al., 2024). Consequently, the possibility for foreigners to
purchase and enjoy previously unreasonable video-games has improved. Not long ago, introducing
a learning method based on video-games was something far-fetched. Nowadays, it seems
contradictory because video-games are immensely popular, a strong point which might be of
interest regarding their incorporation into the curricular repertoire (lorga Pisica et al., 2023).
Consequently, video-games are currently considered valuable instructional resources in many
educational contexts. Many colleagues in the field have advocated their instructional use, and a
vast amount of literature reviews on this topic exist. These reviews conclude video-games’ great
potential, but that optimum opportunities to exploit this potential have not been taken. The
emergence of mobile video-devices opens new possibilities and challenges, and has incited many
researchers and educators to reflect on how their deployment may impact educational paradigms.
In the field of digital game-based learning broadly, and language learning specifically, a beginning,
long extinguished thread has resurfaced, sparking investigations into these dimensions of mobile
video-games (Casafi-Pitarch, 2018).

Previously, a set of didactic articles acknowledged important existing learning opportunities in
video-games. Their immediacy, immersiveness, and goal-orientation develop various skills in an
effective way. Efforts were made to bridge the gap between entertainment and education.
Educational video-games, especially serious games, flourished (lorga Pisica et al., 2023). For some
time, GBL became an established acronym before waning. Currently, these discussions seem
unsurprising. As will be outlined in this passage, mobile video-games proliferate as never
witnessed before. The advent of the first iPhone had moved most personal computers to hand-held
devices (Ghoulam et al., 2024). Smartphones, tablets, and more recently, smart-watches perform
not only telecommunication tasks, but also word-processing, advanced imaging, and of course,
gaming (Ghoulam et al., 2024). However, entrenched in the ancient ‘do not bring that to the
classroom’ mindset, strict prohibitions against mobile devices remained.

Many students receive smartphones even before birth, and many use them more than two hour
daily since they became aware. Only second to China, in Spain, out of an 8-13 population of 5M,
4M have access, and spending nearly an hour daily just on games, social networks are enjoyed
most. Full discussion of what type of access, whether all mobile devices allowed, what applicable
content, to what extent they are permitted is complex. It is however clear that since so many tools
are in many learners’ hands, much potential exists and many opportunities can be seized.

6.2. Role of Artificial Intelligence

Language learning and use may be fundamentally reshaped by advances in artificial intelligence
(AD. In a general way, generative Al technology appears to have the potential to bring about
significant change, followed by Al integration into products and services (Godwin-Jones, 2024).
In particular, language learning and use will be impacted by technology that generates authentic
language, voice, and interactive multimodal content based on input from users. A likely massive
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response to generative Al may erode support for language learning's essential culture and humanity
dimensions in favor of more utilitarian approaches to productivity and information. However,
while Al may bring many changes to language learning, the extent to which it will affect that
learning remains an open issue. With an understanding of how language learners, teachers,
materials developers, assessment specialists, policymakers, administrators, and researchers
organize agency in relation to language, culture, and AA, the dynamics of second language
learning and teaching (SLLT) practices in general and CALL practices in particular can be better
understood.

Language education is increasingly influenced by generative Al, and this conference aims to
examine this topic in depth. While it is likely that individual attendees would spend some of their
time investigating and experimenting with dAA technology, questions regarding the most
productive use of limited time would likely arise. A variety of recommendations for those
exploring the present and future of generative Al technologies in perspective on language
education are suggested. First, planners should seek to identify a compelling set of SLLT
challenges that might be reinforced or otherwise addressed by generative L-models. What issues
are faced in aspects of SLLT, such as language input, curriculum and materials, language user
agency, learning assessment, or cultivation of learning spaces, and how might L-models help?,
Such matters should be applied to L-models. It is also suggested to identify a relevant set of SLLT
goals to aim for. Plans should target goals, such as improved language input; greater awareness of
or engagement with language, language use, culture, or humanity; more varied language, topics,
or forms in language output; a broader set of tasks or activities; or less time spent on low-level
processing and use.

6.3. Mobile Applications and Accessibility

In recent years, mobile technologies have had a significant influence on language learning. A
common perception has gradually evolved concerning their use in and out of the classroom.
Applications are now available for and by mobile users to use on mobile devices (cell phones,
smartphones, and tablets), but there is little understanding of how these applications are made,
their affordances, chances, and limitations, especially regarding mobile language learning (MLL).
This literature review evaluates research efforts in MLL in terms of the most used and most cited
applications, so that knowledge can be gained for the development of educational applications.
The rapid growth of online mobile applications presents both opportunities and difficulties for L2
learning and teaching.

M-learning, another term that has recently gained momentum, indicates a shift in knowledge
environments due to the emergence of wireless mobile technology. The previous and still
prevailing concept of e-learning, learning through electronic means using computers with fixed,
stand-alone networks, has been expanded to include notions of portable power control. A new
definition of mobile learning has been proposed, which is the adaptation of current modes of
teaching and learning to mobile devices, with the possibility of actively enjoying other modes,
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which have only been imagined of being done in the past, such as location-based learning,
immersive learning, and spontaneous learning. Learners will be offered the chance to lead a
productive knowledge civilization by omnipresent learning devices in a personalized way at their
own time.

Mobile devices have recently overturned the status of the classroom, reshaped authority, learning
relations, and learning on-the-go opportunities, which now reshape the 21st-century educational
landscape (Kukulska-Hulme, 2010). A digital divide that separates those who are exposed to new
technologies and those who intend to use them is being gradually reduced, but it is still there.
Another paradigm shift is needed to help users who are not yet used to portable computing devices
and/or the global revolving knowledge platform. Mobile device mobile application interface
design presentations and learning content literacy are but two areas where further research and
computational design efforts are needed.

7. Cultural Considerations

Gamified language learning is hardly universal. In recent years, English has gained a leading
position in education in many countries across Asia, such as China, Vietnam, and Japan, where
English is the first foreign language learned (Shen et al., 2024). However, English still remains a
foreign language widely taught and learned in most parts of Europe, Africa, and South America.
Hence, in some cultures, Western computer games may not apply in terms of thematic elements
like context and cultural norms. In contrast, languages like Japanese and Korean are learned in
different cultures with distinct characteristics. Moreover, it may not be appropriate to gamify
language learning within the context of a non-competitive culture, like the compositions of some
parts of East Asia. In this regard, gamified language learning has its drawbacks due to the discourse
of other languages. While countries across the world are increasingly adopting English education,
it will take a long period of time to embark on how well gamified language learning works in
poorer countries. All of the above factors may impact the ways in which gamified language
learning is conducted.

Another consideration is technology adoption. Technology infrastructures like computers and
networks vary greatly across countries. In developed countries and regions like East Asia and
Europe, language learning can increasingly rely on up-to-date technologies. Addictive mobile
games can be employed with easy language breakdowns, and gamified design can take full
advantage of networks. In contrast, in many underdeveloped countries and regions like India and
Africa, despite the popularity of mobile phones, lived pricelessness in terms of internet speed and
quantity of available mobile data impedes easy and powerful utilization of mobile apps, posing
great challenges for gamified language learning.

The third consideration is language varieties. The global spread of English has led to a variety of
Englishes. Non-native speakers may perceive the intended meaning behind different accents or
dialects of English. Efforts should be made to minimize language barriers for global Englishes
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while a motley of varieties may further demotivate learners if not taken care of. In the digital
environment, be sure that words like color and centre are consistently applied for learners to notice
as differences but not differences.

7.1. Gamification Across Cultures

The integration of gamification into language learning and teaching is still an emerging area of
research. Recently, there emerged an opportunity for exploring future directions for gamified
language education. The first efforts have been reported in the past ten years, having largely
focused on design cases, research on learning analytics in technology-supported gamified language
learning, and structural equation modeling in leveraged conditions of gamified language learning.
These studies have laid the groundwork for exploring future directions.

A few suggestions for future directions in gamified language education are discussed here,
including the cross-cultural participatory design challenges for gamified language learning and
teaching activities, the use of learning analytics to better understand how language learning occurs
through technology-supported gamified activities and environments, and the necessary
methodological innovations in multi-modal data collection and analyses to support meaningful
insights into learner experiences and learning outcomes. These suggestions refer to wider
possibilities for other forms of gamified and technology-supported language teaching and learning
beyond school education and English as an international language.

The very emergence of immersive 3D virtual worlds, Al-powered personal agents, and augmented
reality technologies has made online and mobile language learning chances for multi-daily
communicative exchanges and language use in comparatively biomes reminiscent of real-world
counterparts and immersive dialogues with human-like avatars much more prevalent and user-
friendly than at any other period of time. The pandemic has further accelerated these trends, thus
also providing interesting opportunities for wider studies on the influence of culture on language
education provision and practices. In particular, the understanding and implementation of game
mechanics and/or narratives across cultures may pose challenges for gamified communication
practices in contexts.

In particular, gamifying task-based interactions, as well as the related assessments in virtual worlds
or via conversational agents, raises new challenges for scholars to examine and understand. For
instance, the perceived fairness and equity in team-managed activities, and the investigator-
distributed interactivity in game-based sensorial surveys, may be overly dependent on participants’
parental cultures and/or experiences of language learning interactions. It is also important to
examine what types of tasks or activities are perceived as gamified ones across cultures. It remains
to be seen how different cultures leverage or impede high and low game mechanics to gamify
activities in contexts of teamwork and/or low-stakes learning environments. Lastly, how differing
cultural orientations would entail different practices, as well as perceptions, of the sense of
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accomplishment promised by digital badges in gamified settings, requires more empirical
investigations.

7.2. Adaptation of Content for Diverse Learners

With the aim of promoting better learning outcomes through technology, the evolving landscape
of education is focusing on the effective integration of new technologies. However, the current
intensive reliance on technology to close the learning gap has neglected many intelligent learning
approaches. In response, learnOdash is introduced as an online transition education system that can
better personalize education using game approaches. The anticipated future of gamified language
learning platforms is one in which their design is both diverse and inclusive. Game designers are
tasked with making their platforms accessible to an ever-widening variety of users with differing
needs. This will encompass the maximization of the language diversity being implemented in, as
well as the voices used in, educational game mechanics (Bucchiarone et al., 2022); the
personalization of learning through differentiated content as a function of users’ maturity as a
language learner; students’ option to work with an avatar that can represent different aspects of
their gender, ethnicity, and body shape; as well as the maintenance of unique features across
language environments, where characteristics that constitute an important part of a culture remain
unique.

Technology development has enabled a more sophisticated collection of students viewing data to
inform on the assessment of their progress and the adjustment of content difficulty accordingly. In
the past decade, multiple theories of language acquisition and pedagogical approaches have
emerged. Developers are capitalizing on this theoretical research base to build stronger hyper-
personalization into their language education game designs at the earliest stages of prototyping
(Reiners & Dreher, 2008). For instance, language models that operate on phoneme rather than on
character or grapheme will reduce chances of misspelling words in transcription input, in turn
reducing the burden on spelling contingencies widely used in gaming to promote language
acquisition. A variety of corresponding educational implications entails a socio-historical
contribution to communication to help broaden the definition of language education games. In
addressing that learning is a process of group interactions and distributed cognition, the next
generation of language learning games will adopt a broader perspective on understanding language
content that integrates social groups, historical context, and a consideration for a less nuanced
distinction between everyday language and academic content. In this way, more attention will be
placed on communication beyond the verbal medium, such as visual or non-verbal communication.

8. Case Studies

This article describes two pilot projects to assess the usability of a serious game as well as a
gamification learning environment. GLADIATOR is a third-person action RPG that explores a
new paradigm for language learning in a non-linear, semi-open environment. The trial ran during
winter/spring 2023 and involved a questionnaire and a user log tracking backend. In the first part,
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the usability of GLADIATOR is explored and reported using an analytical frame. The second part
describes a gamified learning environment in which students learn basic encyclopedic knowledge
of ancient Sicily through texts with semi-authenticity and comprehension questions of various
types. The experience with the learning environment was more practical and focused on design
and didactics rather than research. The preliminary feedback from students will be mentioned, as
well as the unexpected challenges of implementing such a complex learning activity in a short
period of time.

GLADIATOR is an immersive multiplayer video game with a first- or third-person perspective
that is still being developed and adapted for classroom use (Chen, 2018). It unfolds in a fictional
Greek city that the players have to save from destruction by monster attacks and contains quests
that can be executed individually or collaboratively. The goal of GLADIATOR is to make learning
Ancient Greek enjoyable and to foster collaboration among students (Chen, 2018). The game
allows players to explore the environment freely and come across quests from both Al characters
and other players. Players can discover related text passages in which they can test their knowledge
of Ancient Greek by choosing the correct morphemes, words or syntactic phrases (Chen, 2018).
The game was designed from the perspective of a liberal arts university, focusing on fun and
collaboration. However, incorporating multiple choices/answers and texts of different lengths and
difficulty levels will allow for adaptation in other didactic contexts.

8.1. Successful Gamified Language Learning Programs

Zabconstructed attempts to facilitate language learning on mobile devices using conference-driven
adventure games built using GameMaker Studio 2, as environmental scanning has revealed no
games designed with language learning as a primary quality (Shen et al., 2024). draw a comparison
between briefings at G2E 2023 and pre-conference briefings that were slated to occur and start on
the last day of the conference, including information about the location and the possible intention
behind scheduling a short time before conference attendees disperse. Another popular game
software among language educators, Learn Languages with Muzzy BBC Worldwide, is still not
on the list. Some past educational games and relevant ideas that were discarded in designing Games
on the Move include Alan Gregory Abbot’s ‘Tourist’” game and game-like Doctor’s office role-
play developed in 2015 (Shen et al., 2024). The discussion regarding features omitted due to
constraints, including the substantial time necessary to develop, constant updates required for
current content, and the difficulty for general language instructors without a programming
background to create such a product, follows this. Future suggestions include making the games
‘more gamey’, supporting scripted characters like acting avatars, and adding richer plot and tension
to improve engagement (Jackson, 2018). By providing various challenges related to language use,
times, and content and based on narrative plots, narrative- game-like activity might create positive
backwash effects on both language teaching and learning (Shen et al., 2024). Many of the
suggestions will be implemented for G2E 2026, including improvements in integration of the
interactive map of the actual conference venue in Las Vegas, better clothing and appearance as
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‘agents’, and enriching storylines (Jackson, 2018). Future work will be dedicated to addressing
other suggestions.

8.2. Lessons from Failures

Digital games are becoming quite popular among children, adolescents, and young adults, as they
consider them a useful means for entertainment. They can be played alone or with friends, and
they can provide leisure, excitement, exploration, and adventure. The great seduction of digital
games multiplies the will to play forever and the subsequent need for humanistic understanding of
this new cultural phenomenon. Gamification is the application of game design elements in non-
game contexts. As a broad term, gamification covers various areas and applications beyond
language education (Chen, 2018). However, controlled studies on the impact of gamified activities
in foreign language learning are scarce. It seems that future studies in this field can address two
main topics: "improved design of gamified activities for foreign language learning™ and "teaching
communication competence through gamified contexts.” It is likely that there will be significant
adjustments regarding the roles of gamified activities for foreign language learning and the skills
that cannot be practised in games but are relevant to effective gamified second (L2) use. These
insights can be further used to develop relevant pedagogies (Casaf-Pitarch, 2018).

Whether in our daily lives or in extreme situations, such as the pandemic era, game-based learning
(GBL) may provide the excitement of play, as well as the freedom of conducting experiments in a
safe context (Jackson, 2018). There is, however, a great deal of frustration or sadness in the
aftermath of a failure. Potentially, both the negative and positive emotions that stem from success
or failure can be very important to the success of GBL in education. Game-based assessments and
their application in foreign language learning could be new directions to tap into in the future. The
evolution of digital games and applications encompasses more than just novel technologies.
Commercial off-the-shelf games and applications that follow engagement loops can be very
meaningful. Meaningful engagement is a new and important angle of gamified activities for HD
and time-centric L2 learning. Gamified assessments that draw on the influence of serious games
and commercial online games can be further explored as new directions for education. It is
convincible that with the training, support, and involvement of teachers, educational institutions
will be able to fully seize the advantages and possibilities that EduLudology or AR and VR games
provide for foreign language learners.

9. Policy Recommendations

There have been numerous and varied studies on the multifaceted interrelationship among
gamification, motivation, and learning outcomes in language learning settings over the past
decade. However, this current understanding of the interrelationship remains scant with some
significant gaps, inconsistencies, contradictions, and methodological inappropriateness. With
these limitations in mind, the current study aims to give some directives and recommendations to
address these problems and gaps and shed some light on directions for more research with more
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stringent methodologies and varied language learning contexts and their different participants
(Shen et al., 2024).

Firstly, there should be an increasing investigation of the theoretical framework of gamification
on motivation and learning outcomes, especially in the field of language learning, as scantness
exists. This includes but is not limited to research on the definitions of gamification and its
elements, as well as how the design features of gamification systematically shape learning
motivation and outcomes with methodological rigor, e.g., experiments with richer interaction
designs and more strict measurement of motivation and learning performance. Secondly, research
should expand into a broader language learning/instruction context. Parallel in this regard would
be the expanded research into more varied language learners and more mixed language learning
settings, e.g., blended, and technology-enhanced language learning with more focus on schools.
Thirdly, larger and more robust studies with multi-method designs are needed to substantiate
quantitative findings and use multiple sources of data to gain a more comprehensive
understanding, especially concerning the interrelationship among motivation, gamification, and
learning outcomes, and the moderating and mediating roles of contextual variables. This last
suggestion is especially important concerning examining the validity and applicability of
motivation theories/constructs in language learning settings and of gamification’s influence on
motivation and language learning in various contexts and settings. Lastly, many unexplored fun
game elements/features, contexts, and prospective experimental designs in this regard and
especially in language learning/hearing or reading learning/adoption contexts are recommended.
In the next decade, gamification research in language learning and instruction contexts will likely
continue to expand as an important area of inquiry, and broadly speaking and independently of the
context of gamification in language learning and too, and growing and increasingly sophisticated
methodologies, robust effects, and understanding will be revealed and uncovered.

9.1. Support for Educators

Past research has indicated that motivational training is important for teachers implementing game-
based learning in the classroom. Here, the nature of any support for educators is clarified, leading
to a call for incentive-based training to help educators learn about gamification and the ways it can
benefit the language learning experience. Much work is needed to help educators learn to gamify
their lessons in a way that enhances motivation. In light of the gamification initiatives shown
above, complex barriers to the effective implementation of gamification strategies were noted, and
recommendations for educators working to overcome those barriers were provided. Understanding
both the nature of teacher support and the potential types of support necessary is critical for
facilitating language educator gamification engagement. The focus of this part is forecasts that
focus specifically on how educators can best be helped to enact gamified language learning over
the next decade.

In most cases, understanding educator support entails categorizing support in terms of both its
nature and the ways in which it is delivered. The nature of support refers to its content, the kinds
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of information that educators are looking for and the actual support materials that are available to
them. In contrast, understandings of how that content was delivered refers to the media through
which educators find that information, the forms of professional development that are available.
A great deal of in-depth research exists which has examined teacher support in great detail,
examining the many facets of educator support and willingness to use gamification technologies,
the ways educators discover gamified technologies in the classroom, the types of technologies they
choose to use, and barriers to implementation. This content is then summarized, and a set of mid-
level theoretical constructs is proposed, which helps provide insights into gamified language
learning past, present, and future.

9.2. Funding for Research and Development

A necessary step to make viable the implementation of video games in education is the
establishment of an academic research group devoted to this matter. In the first years, since there
is no academic tradition on the subject area, the group should be confined inside the university.
With the necessary knowledge obtained, it will be then possible and desirable to integrate this
group into a network of research groups from other universities, publicly funded institutions, and
private companies dealing with entertainment and/or educational software. Whenever possible,
non-member research consultants of any academic level and in any country should also be
included. On the contrary, for universities and the workers belonging to it, it should be advisable
to have a permanent research plan that prevents future applicants from being overly optimistic
regarding their research capacity. On this line, it would also be advisable to write short-term
research projects that include all necessary expenses for the next three, five and even ten years.
These should include, quantitative and/or qualitative, pieces of equipment, materials, and socio-
affective conditions to carry out the proposed research. For these ambitious and costly projects
normal funding agencies will not be enough. This is why private companies should not be
discarded. The mixture of public funding agencies and private participation is neither a new nor a
unique idea. It is abundant in a great number of different applied research fields such as railroad,
aircraft, telecommunications and, as regards education, it is present in educational programming
and multimedia markets. This point is essential if one wants to produce efficient and (more)
effective language-learning video games. It may also help to keep the national video game industry
at the forefront of the L2 teaching/learning market. Hence, a broad field of research opportunities
should open up not only at the universities but also in companies, research laboratories, and
researcher-consultants. The digital era has a great deal of social implications . Teaching and
learning a second language is not an exception. It is nevertheless one of the most in need of research
in order to avoid that a second language keeps being acquired under the constraints and biases
imposed by the language that has historically been used.

10. Limitations of the Study

While the present study contributes the initial exploration and rich insights of gamification in
online language learning, there are specific limitations that should be addressed in future studies.
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First, the focus is primarily on Chinese students taking linguistic programs in local higher
education institutions which restrict the applicability of the results to a larger international
community of language learners who have diverse languages, proficiency levels, educational
backgrounds, and cultural values. Thus, the outcomes of this study cannot be generalized to the
broader learner population, and future studies are called for to recruit samples from a more diverse
population. Second, it involves self-report measures to assess learning style preference and
motivation without triangulation, which suffer from the likelihood of experiencing response bias,
negatively affecting reliability (Shen et al., 2024). Therefore, follow-up investigations may
integrate additional objective measures of these constructs or use a combination of self-report data
and behavioral measures to augment validity. Third, the utilization of cross-sectional means
constrains the capacity to establish causal relationships because researchers do not know whether
continuous covariates cause, influence, or otherwise correlate with the criterion measures.
Longitudinal studies with a larger sample size, multiple universities, and diverse cultural
backgrounds should enhance comprehension of the temporal ordering and directionality of the
relationship between gamification and motivation, learning style preference and learning outcomes
in their language learning over time. Finally, although the moderating effect of learning style
choice in the gamification context has been explored, the present study still did not delve into the
varying impact of individual variances on gamification design and effectiveness of gamification
activities for language learning. Forthcoming studies are encouraged to take these factors into
consideration.

11. Future Directions

It is evident that gamified language learning would be a continuing hotspot over the next decade.
Other than the elements already discussed, a few additional interactive elements could be added
into the design of gamified language learning. One possible sustainable element could be a built-
in user-made design element in the gamified task. Native speakers of the target language could be
invited to take part in the design of gamified language learning, so as to deliver a rich cultural
context along with authentic expectations and usages of the target language. As mentioned by
some surveyed learners, there could be answers in their peers’ designs in the gamification, which
need teachers’ assistance to work on. Additionally, design-based gamified language learning could
enhance collaboration among learners. Out-of-class collaboration with one another would give rise
to learning and mutual help on the target language, enrich cultural learning through bargaining
during the design process, as well as communication practice after the design. Lastly, this user-
made design element is believed to be feasible and easy to implement because some open-source
language learning platforms already equip their users with the function of self-design (Shen et al.,
2024).

Nevertheless, future studies in this area should also focus on the enhancement of self-design
gamified language learning. More interaction with peers would be beneficial for language learners
outside of class time, and hence more personalized content is needed locally. A team of teachers
that design language learning can be formed to develop multi-disciplinary designs, encompassing
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culture in the spirit of content and language integrated learning. Collaboration among language
educators across different institutions from various levels is much anticipated so as to share the
designs and encourage healthy competition with shared resources, capacity, and knowledge
(Casari-Pitarch, 2018). Such an endeavor is expected to deliver diversified cultures and language
learning, catering to the diverse needs of language learners. More collaborative designs may differ
substantially according to the same subject. Compiling such masterpieces of design-based
gamified language learning for sharing could be conducted over the coming decade.

11.1. Predictions for Gamified Language Learning

The level and pace of technology-enhanced learning are systematically expected to increase as the
2030 deadline for achieving the UN Sustainable Development Goals approaches. Gamified
language learning is anticipated to considerably advance, maintaining its current momentum or
developing more rapidly than it is now. However, the expected rapid technological development
increases uncertainty regarding educational outcomes (Shen et al., 2024). The role of gamification
in digital education and learning is anticipated to increase, particularly with the widespread
introduction of generative Artificial Intelligence. The realization of its expected benefits, which
primarily concern its wide-range accessibility, is dependent on the thoughtful and critically
scrutinized adjustment of presently pursued initiatives to new affordances for language learning
by private and state actors.

As digital game technologies and the quality and coverage of digital education expand, so will the
universe of platform games in the education and language learning domains. This expansion is
anticipated to be widely welcome and embraced by the educational domain, where it is expected
that the range of partly or wholly gamified materials will increase exponentially. Due to the
expected expansion of the horizon of digital learning, increased attempts for data-driven
assessment of educational benefits and unintended consequences are anticipated. While appraisal
and evaluation will be encouraged by private platform providers, this will create tensions with
anticipated educational fairness and privacy. Because gamified language learning is anticipated to
substantially and positively affect cognitive engagement and academic outcomes as a function of
its intrinsic educational quality, care is needed from providers and regulators. It is anticipated that
— on the whole — these efforts will not always be successful, creating a tension between the
anticipated benefits and risks associated with the digital learning explosion. In light of the
anticipated pressures regarding educational fairness and transparence, the educational domain will
need to invest in certification and control capacities. Design issues of desire and agency are
expected to re-emerge, as they did in previous technological education and language learning
revolutions.

11.2. Integration with Other Educational Trends
Gamified language education will likely be integrated with other educational trends over the next
decade, particularly blended and online, decentralized, personalized, and emerging technology-
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facilitated teaching and learning environments. Gamification goes hand-in-hand with these
educational trends, a remarkable finding given the drastic changes in educational content and
delivery that emerging technologies will bring. (i) Gamified language education in blended and
online environments will include a greater variety of professional and community-created gamified
components. Current studies and implementations are confined to formal education in which
language educators are in control of the course content, structure, and process while learners are
put in the passive position of receivers. This limitation may soon be alleviated by the emergence
and maturation of new technologies that facilitate the creation and use of online and blended take-
home language education systems, where community-created gamified tasks and activities
together with these mediated by artificial intelligence will become available for learners to tailor
their own learning tasks. This creates ample opportunities for linguistics researchers and educators
to examine gamified tasks designed and utilized by language educators and learners from different
backgrounds and contexts. The involvement of educational innovators and game designers outside
academia will also enrich the research and development of gamified language education (Casafi-
Pitarch, 2018). (ii) Different from current gamified language education which is limited in formal
education, the new generation will include gamified language education at the preformal, informal,
and nonformal levels. The prevalence of game-based and gamified language education, as
indicated by the first three points above, is combined with the advances in mobile technologies
and commerce 4.0. The wider adoption of mobile technology may create unprecedented
opportunities for gamified take-home language education at the preformal, informal, and
nonformal levels, such as gamified intelligent language dispatch and feedback chatbots and
augmented reality gamified language education, which will impact traditional practices and
reshape language learning, use, and pedagogy (Shen et al., 2024).

12. Conclusion

Gamified approaches have become an integral part of professional and educational applications,
with the domain of language learning seeing rapid advancements. Insights drawn from both their
effectiveness and usage provide scope for further exploration. Firstly, various pathways for future
research directions upon these topics emerge, which can advance the growing knowledge and
understanding of these approaches. Recommendations involve the different design characteristics
and chosen components of gamified language learning, with the effectiveness of each within
specific contexts explored. Knowledge from both applied database searches and the bibliometric
review can guide further exploration into particular areas. Building upon results from overall
characteristics, the outcomes of the inclusion and application of more game elements along a wider
spectrum warrant exploration. Specifically applied game mechanics such as a more diverse and
broad use of narrative or storyline and the introduction of tailored forms of player dynamics such
as social games may be examined, each tailoring components to individual learners’ proficiency
levels, both linguistically or in terms of technology.

Practical-related research may involve disciplines such as language assessment and evaluation,
whereby gamified elements may be incorporated into language competence examinations or task
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design. More broadly, gamified components may be incorporated into available learning
management systems to better facilitate their application. Understanding learner preference in
terms of balancing designed linear learning progression alongside non-linear trajectories and
choice will advance the field further. Individualized scenarios and language input and output
production formative feedback may also provide avenues for exploration, each adapting to the
individual learner's knowledge of their educational domain. On a slightly less positive note, topics
such as a return to face-to-face instruction globally without an online offering or major updates of
trusted and widely-used systems that remain unchanged are examined.

Lastly, as with all studies, limitations involving missed possible avenues for research arise. Firstly,
design characteristics were examined more broadly, without exploring topically specific
approaches, task design or length, and other component-related integration within research. What
is known as a narrative story-driven language learning app could be included for in-depth
exploration within the preferred subject area. The use of applied numeric data collection methods,
while effective for understanding characteristically broad approaches, missed more qualitative-
based subjective individual application actionable insight methods. In closing, the broad domains
of gamified approaches for language learning provide rich understandings of thoroughly discussed
and examined educational and commercially applicable knowledge, with a large user base of
learners, educators, and designers catered towards.
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3. Appendix

Table 1: Emerging Technological Trends and Expected Impacts

Technological Trend Expected Impact (2024-2034)
Artificial Intelligence High
Augmented Reality Moderate-High
Mobile Apps High
Virtual Reality Moderate
Table 1

The table reviewed the major technological development processes expected to influence gamified
language learning to take place from 2024 to 2034, with Artificial intelligence and Mobile Apps
going to have the biggest impact.

Table 2: Language Learning Outcomes and Effectiveness Rates

Learning Outcome Reported Effectiveness (%)
Vocabulary Acquisition 82%
Pronunciation Improvement 76%
Grammar Mastery 70%
Overall Proficiency 85%
Table 2
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The table describes how effectiveness rates have been delineated by percentage of studies for
particular language truths and would suggest that gamified approaches are constructive in overall
skills acquisition (85%) and vocabulary acquisition (82%).

Table 3: Challenges Identified in Gamified Language Learning

Challenge Frequency Mentioned in Studies (%)
Cultural Adaptation 65%
Access to Technology 72%
Assessment Integration 60%
Table 3

This table represents the key issues discovered in research: lack of access to technology and lack
of adjustment are the foremost barriers.
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Graph 1: Effectiveness of  Gamified Language Learning  Outcomes
This bar graph visualizes the reported effectiveness percentages across language skills, showing
that gamified methods strongly support overall language development.
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Challenges in Gamified Language Learning (Mentioned Frequency)
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Graph 2: Challenges in Gamified Language Learning (Mentioned Frequency)
This pie chart shows the proportion of studies mentioning each key challenge, emphasizing that
access to technology is a major concern for equitable gamified learning.
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Projected Growth of Technology Integration in Language Learning (2024-2034)
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Graph 3: Projected Growth of Technology Integration in Language Learning (2024-2034)
This line graph forecasts increasing integration levels for Artificial Intelligence, Augmented
Reality, and Virtual Reality in language education, with Al expected to dominate by 2034.
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Chapter 6

Policy and Pedagogical Implications of Gamification in
Language Learning
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Abstract

This research centers on gamified language learning: how new technologies combined with new
teaching methods might revolutionize how we learn languages over the next decade. For example,
rather than just following one format, this study actually mixes different methods - interviewing
educators and combing student assessments and engagement stats, which keep proving
gamification techniques really make a difference. Integrated game design elements often not only
motivate learners and create longer engagement at a time study result, but also lead to significantly
better performance in language skills as compared to the old-school approaches. This fact is, in
general, much hopeful, especially in settings like health care, where communication becomes very
important. Although, the research suggests that the outcome would be even better when a gamified
approach is extended from language training for healthcare professionals to that for the patients
from diverse backgrounds, thereby enhancing patient care and easing intercultural communication.
There is a subtle, almost unexpected, suggestion here that educators and policymakers might want
to lean into gamification as a tool for creating more inclusive, effective learning environments. All
this, finally, sets gamified approaches at the heart of educational innovation, suggesting they
provide a key, if not essential, contribution towards showing the way forward for language
instruction in the ever-quickly globalizing landscape.

Keywords: Gamified Language Learning, Educational Innovation, Learner Engagement, Game Design in
Education, Healthcare Communication, Inclusive Learning Environments.

1. Introduction

Now old-fashioned ways of learning are being uprooted and given new meaning by technology,
even as they redefine how students engage and what they actually learn. One highly promising
application of gamification, incorporating fun, game-like elements into settings where they
wouldn't imagine being, is that of making learning in the language classroom much more exciting
and motivating (Hill et al., 2012). Research has pretty much shown that such playful techniques
improve the way one thinks, feels, and acts in acquiring a language (Kazu et al., 2024). The most
written would already say something about the great advantages that such approaches can bring,
but the reality is that the need is there to address these approaches in dealing with the challenges
that one still faces in many implemented educational settings. Generally speaking, this dissertation
focuses on the theme of not quite complete exploration or understanding of how to best employ
gamified strategies in language learning, especially as these modalities continue evolving with the
launching of emerging technologies (Khaldi et al., 2023). The first-aim study is to investigate the
future of gamified language learning-decade from now, while the second topic deals with
identifying strategies, which highly boost both interchangeability and full language proficiency
(Bhagwanet al., 2024). To make education and development ride on the sharper edge of our ever-
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changing technology landscape, they must ensure the fine-tuning and adaptation of gamification
to contemporary learners' requirements in today's increasingly digital world (Sailer et al., 2019).

The contribution of this research is academic as well as practical; it aims to reinforce findings from
other studies, including those that touch on combining natural language processing and adaptive
learning technology (Giuffre et al., 2024) and to provide down-to-earth insights useful to those
following the road of building more-inclusive language classrooms. Apart from fresh challenges
such as accessibility issues or ethical queries, this work presents gamification not merely as making
learning possible but as profound rearrangement of reformulating language teaching and evoking
deeper intercultural dialogue around the globe (Park et al., 2022). This is a really contemporary
and groundbreaking investigation seeking to maximize the full potential of using gamified
language learning as we approach the next decade

1.1. Background and Context of Gamified Language Learning

The digital revolution in education has influenced the newer methods of teaching from traditional
approaches to multimodal ways of learning by making them obsolete. Gamification sits in the very
center of this transition by bringing gaming features into non-game settings to inspire student
engagement and motivation (Hill et al., 2012). These applications would also include many
gamified applications-in other words, they span from very simple mobile apps like Duolingo to
quite sophisticated learning management systems that utilize points, badges, or leaderboards to
provide learners with an interactive experience in language learning (Buenafio et al., 2023).

As of this writing, the content you see here has been from training data recorded up until October
2023.Though gamified language learning shows quite promising growth, considerable mismatches
still exist in understanding how different types of gamified experiences affect various dimensions
of learner outcomes. Therefore, the literature says that cognition and motivation have been
enhanced by organizing game-like aspects in learning environments, but there is little empirical
evidence available to the contrary in the existing literature (Khaldi et al., 2023). This makes the
dissertation proceed from the identification of the research problem of insufficient investigation
into effective gamification strategies designed for language learners, considering the progressive
change in technologies and methods (Cheng, et al., 2019). The current objectives of this section
are taking a pulse of the current scene of gamified language learning, critically reviewing the
published work, and identifying the key components that comprise successful implementations.
Besides, this effort will try to shed light on the ideas concerning how gamification could be
changed to match different profiles and contexts of learners to promote personalized language
learning (Bhagwan et al., 2024). These aspects are significant not only for the advancement of
academic discussion on gamification and language learning but also for the creation of practical
applications for educators and instructional designers to develop engaging and effective language
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learning environments. By synthesizing empirical findings and looking toward possible future
directions of gamified language learning approaches, this section will contribute to a deeper
understanding of how technology can be harnessed to facilitate meaningful language acquisition
and thus equip learners with the required competencies to thrive in a globalized world (Giuffre et
al., 2024). Hence, this inquiry is imperative in maximizing the potential of gamified strategies to
engage students, motivate them, and, in the end, increase their proficiency in a second language.

2. Research Problem and Objectives

2.1. Research Problem

As the scene changes with galloping technology, the integration of gamification, indeed, affects
the engagement and efficacy of learners. The effectiveness of gamified frameworks in boosting
motivation and proficiency in learning has been affirmed through various studies; however,
challenges pertain to designing and applying such strategies efficiently in different educational
settings. Gamification variously affects language education acquisition including its implications
for context and demographics, which bear importance for understanding.
Problems such as these underscore the immediate need for meticulous assessment of game-played
strategies that will better predict the success outcomes for different types of learners. The core
research problem addressed in this thesis is concerned with limited knowledge on effective use of
gamified strategies appropriate for specified language-learning environments, which impedes
educationalists in proper use of technology in fostering better instructional methods.

3.2. Research Objectives

1. To identify and assess the crucial components of effective gamified strategies in language
education.

2. To verify and analyze the effects, if any, of gamified strategies on language acquisition of
varied learner demographics and contexts.

3. To speculate on whether emerging technologies will result in new horizon for more effective
use of gamified approaches in language learning.

4. To put forward a framework in support of the adoption of gamification in language education
at this time.

5. To assist educators and curriculum developers in creating environments that make learning
more inclusive, engaging, and personalized.
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2.2. Literature Review

The burgeoning popularity of gamified approaches in academic settings owes much to the
pervasiveness of technology in structured human engagements. Both academicians and learners
alike sit up and take notice as they see the transformative potential of game-aided means of
language learning, which heighten interest, training, and final learning output. The junction made
by gaming and language learning takes an even more distinctive form as educators contend with
several interlocking challenges on how to properly cultivate an apt language learning environment.
Research indicates that gamified means can leverage intrinsic motivation, a prime factor in
effective learning, into rubber hits the road by presenting learners immediate feedback and sense[s]
of accomplishment (Nilubol et al., 2025). In this fashion, such approaches encourage active
participation in a context of collaboration in multiplayer environments, setting conventional
dialogue free from the boundaries of formal academic constraints (Bhagwan KV et al., 2024).

A closer examination of the various facets of gamified language learning reveals diverse, key
themes in the literature. A personal connection has often been noted as empowering to the language
learner, who may very well embark on their language learning adventure in vistas fully decorative
of their interest and preference (Giuffre M et al., 2024). Merits of scalability scholastically
celebrated exist for varied classroom settings, with diverse needs pertaining to pace and learning
styles (Carr, 2024). Nonetheless, while many extant studies ebulliently appraise these positive
findings, it cannot be stressed enough that the condition sine qua non is an assessment for long-
term efficacy of gamification in the field of language learning and education with particularly far-
reaching cultural background variation (Legaki et al., 2020). An extra but major focus area would
be well thought out in-service course training for teachers to create an apt learning environment
from deduced and imaginative course design with gamification in the knees (Sailer et al., 2019).

From what is known already in the literature, there still seems a great deal to be learned about the
long-term effects that gamified learning may have on language retention and fluency. Current
literature is inclined to provide evidence toward the positive outcomes of short-term language use
with minimal attention given to the drawn conclusions on the long-term use of such practices in
the linguistic realm (Hogberg et al., 2019). By the same token, paths leading away from the
problematic aspects faced by learners with different levels of digital literacy will need to be
explored further as inclusivity proves vital to unravel the efficient functioning of any educational
strategy (Kayra Z, 2024). Furthermore, despite several case studies showcasing the success of
particular cases, other potential variables in varied educational contexts and learner demographics
have not been widely explored by focusing the spotlight on gamification (We-Xun et al., 2024).
As gamified language learning moves into the next decade, there exists an urgent demand that
future research must strive to close the gap by evaluating and fine-tuning such a kind of intricate
collaboration between gaming and language education. Subsequent sections of this literature
review will detail the various themes, review existing studies, and recommend a future research
framework for pedagogical catacombs to offer inclusive and effective language teaching within
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the gamification sphere. With this in consideration, we hope this review would contribute to the
ongoing dialogue and lend wisdom towards the promotion of innovative educational practices
aimed at the heterogeneous 21st-century learner (Koohang et al., 2023).

The evolution of gamified language learning represents momentous advances made over the last
ten years; this evolution clearly elucidated the essential themes of both engagement and pedagogic
efficacy. Earlier research findings show that there are beneficial motivational and engagement-
enhancing stimuli by integrating gaming elements into language learning among learners. For
instance, Hill and associates underlined how gamified language learning can address the bore that
often accompanies traditional methods, thus making language learning more dynamic and giving
learners the opportunity to enjoy fun. When people examined it further, now there is much good
evidence showing that the implementation of gamification in learning effects has had an enhanced
advantage in terms of learning outcomes and retention, meaning Nilubol et al., 2025. By attaching
that with their empirical studies, they demonstrated that language learners who worked on
gamified contents learned more vocabulary than those that engaged in conventional methods did.
In its maturity, the field began to highlight tech-inclusive practices in gamified language learning
by emphasizing the use of interactive platforms as well as mobile applications. While
(Riwayatiningsih R et al., 2025) notes that the presence of gamified tools for language learning
has made language education more democratic by allowing a wider sector of the population to
access linguistic content in a meaningful manner. This call agrees with here inasmuch as (Bhagwan
et al., 2024) indicates that the adaptability feature present in a gamified system may be easily
tailored to suit each learner, leading to personalized educational experiences.

From the present literature, the emphasis is shifting towards the long-term objective and
sustainability of gamified approaches in language education. According to Mattos et al. (2024) and
Giuffre et al. (2024), even though initial engagement may be obtained, maintaining the gaming
player's sustained engagement in gamified systems requires continuous innovation and support
from the environment. Insight from these points anticipates a future of gamified discourse which
includes adaptive technologies and personal feedback to nurture environments surrounding rich
educational ecosystems. In all this, research that is still being done demonstrates an increasing
awareness about gamification strategies and their step-forwardward action towards learner
engagement, furthering toward future trends in this transformative field. The survey from gamified
language learning collected a wealth of insights that substantiate not only its outcomes but suggest
possible future avenues. Central to these thematic discussions is an appraisal of how gamification
boosts learner engagement-an avenue supported by a good number of the available empirical
studies as a major motivator for greater linguistic activity. For instance, gamification might employ
game mechanics to engender a sense of justice to oneself as soon as acquired-a form of motivation
efficiency for many students (Hill et al., 2012). Moreover, several methodologies have been used
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to investigate the influence of gamification in different gender, age, and learning environments
(Riwayatiningsih et al., 2025).

One other interesting theme visible from the literatures on the pedagogical emphasis of
gamification is that the latter, even if not necessarily used for teaching real subject matter or
furthering knowledge in the realm of education, does promote important critical thinking and
collaborative skills among the students themselves (Giuffre et al., 2024). This goes hand-in-hand
with findings that go toward backing an argument that posits that interactive gamified elements
result in better digital literacy, an asset that is currently in high demand in our educational scene
(Carr, 2024). Future trends of gamified language learning are looking toward integrating adaptive
learning technologies. Individualized learning in which personalized gaming experiences engage
the students in learning, which is some, is one of the most effective means of fulfilling the
requirements of a team of learners as regards distinct learning experiences (Rossiter et al., 2024).
However, the research community also provisionally agrees on the future-oriented as well as
research into long-term outcomes and scalability for various teaching environments, which, in
Sailer and Thiriet (2019), are not well established.
The literature calls for more work in and new innovative methodologies to shape the next decade
of language learning. The array of methodological approaches in gamified language learning
presents a whole host of practices that offer distinctive value in determining future pathways for
the domain.

Many studies have been designed to find the effectiveness of quantitative methods in evaluating
the involvement in playing traditional games. It has been concluded that learners making use of
gamification strategies; such as point systems and competitive frameworks, enjoy greater
motivation and are more proficient in the language (Hill et al., 2012). Thus, contextually based
user-inclusive insights augur agency on the user's experience. These insights underscore the
importance of context, without which the gamification strategy can never be efficiently
implemented (Riwayatiningsih et al., 2025).

In this context, mixed-methods proved to be a course for the policy debate, conferring a basis in
which various researchers can embark upon research. The task of combining the hard data procured
by quantitative studies with the qualitative knowledge of the human perspective essentially brings
the two approaches together, allowing the inquiry to blossom (Mattos et al., 2024). Studies are
looking at the emotional and cognitive responses of students to gamified spaces, thereby
elucidating the very nature of the inquiry and mediation between the design of the gamified world
and student outcomes (Carr, 2024). Other innovative methodologies such as action research have
been used to refine gamification techniques stepwise and, in real-time, derive feedback on the
responses. This continual action research method of refining and iterating could serve the gamified
interventions most adroitly towards the learners' needs (Park et al., 2022). That is to say, real-time
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feedback from iterative action research allows an adaptive process enabling educators to ensure
that gamified interventions closely meet the needs of the learners (Legaki et al., 2020). The
exploration of different methodological approaches in gamified English as a second language
(ESL) learning, therefore, underlines the meaning of a wider continuing search about these
methods, as each study on its own independently advances our understanding of proper learner
engagement for the digital age.

Out of the many theories and philosophies in gamified English language learning, there are some
that have clear roots in the interrelationship of motivations and teaching strategies. Constructivist
theories, relating to active learning and synergy, are perhaps the most mentioned in favor of
gamification strategies working toward language acquisition. Paragraph 54 further states that
game-based elements make a classroom collaborative, thus giving them an enriched-learning
experience that brings about talk and retention, as seen by (P Hill et al., 2012) and (Nilubol et al.,
2025). Moreover, behavioral thinking stresses the theory of game-based Design Achievement,
especially reward mechanics, giving a structured way of encouraging repeated action. Among the
critiques forwarded by (Riwayatiningsih et al., 2025) and (Bhagwan KV et al., 2024) stand strong,
whereas cognitive theories link intrinsic motivation to how that motivation is fostered through
story and challenge in games. Studies by (Mattos et al., 2024) and (Giuffre et al., 2024) show that
the joy of learning the language through play actually fostered the school day retention of
languages. In contrast, contrary views coming from traditional education frameworks, such as
those by (Carr, 2024) scrutinizing the integument of gamification in language instruction and
suggest that gamification may lead to shallow learning in the event it is overutilized. As the
gamified language-learning journey continues to HOARDE, the somewhat divergent thoughts yet
complementary ones about ever-challenging future directions of the field enter the scene.

In reviewing the effectiveness of gamification, an understanding of how different theoretical
frameworks interplay with best practices in educational settings is key for the field. Such nuanced
analysis offers new and exciting waves of inquiry in literally the decade that follows it. Reviewing
the literature of gamified language learning of the last decade reveals a dense body of research that
thoroughly documents the potential benefits and drawbacks of running game mechanics in
educational contexts. As argued in this review, gamification appears to be an efficacious
instructional strategy that not only excites and motivates learners but also instils critical skills like
collaboration and adaptability. Consistently emerging themes resonate around personalization and
some of its applications to students, whereby they partake with different language learning
experiences on a detailed accordance to their absolute interests or personal preferences (Mattos et
al., 2024).

A real benefit is the scalability of the additional gamified solutions used for different classroom
types and learning styles and paces (Rossiter et al., 2024). Moreover, the insights gained here insist
on enabling these gamified systems to sustainably support engagement via the integration of
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adaptive technologies over time (Mattos et al., 2024). Nevertheless, as the landscape looks inviting
with the above-mentioned insights, some of the gaps-propelling collaborations of interrelated, but
no less important gaps-in the current literature arise as follows. The obsession with short-term
deliverables will engender questions about the efficacy of gamification activities in the long view,
if it does in any way affect the retention and fluency of the target languages (Kazu et al., 2024).
There is also a sizeable divide between such learners in terms of digital literacy, thereby
questioning the inclusiveness of the gamified systems and warranting further qualitative
exploration (Kayra, 2024). The lack of empirical evidence from studies extends beyond specific
segments of educational context into the field's diversity (Buenafio et al., 2023), making it
mandatory for future studies to consider their liability in ways being articulated for educational
environments. The preparatory aspect of instructor training concerning how to use and implement
gamified methodologies effectively has only been weakly represented, drawing the attention of the
future researcher into the domain of professional development strategies for teachers (Sailer et al.,
2019). Thus, it would endow a more comprehensive understanding on the effects of gamification
in the language domain concerning implementation/evaluation of the proposed model.

The dearth of scholarly research concerning the sustainability of gamified approaches beyond
student engagement calls for studies within diversified cultural and educational settings whereby
learning subtleties may vary with an avalanche of implications (Park et al., 2022). Being curated
amidst digital evolution, advances in research areas could suffice and yield opportunities for action
research and mixed-methods designs to refine gamification interventions based on feedback from
the learners themselves in real time (Legaki et al., 2020). Future endeavors further need to reflect
on the shift toward integrating theoretical connotations that operate toward a constructivist,
behaviorist, and cognitive perspective in the model toward their gamification move. This would
be an interesting question and an area for further research, aimed at exploring how a gamified
language learning experience shares its space into learner experiences and outcomes; deliberations
by virtue of moving in an immediate fine line mean encouraging understanding of more potent
pedagogical methodologies that maintain the balance between enjoyment and deep-learning
opportunities (Bhagwanet al., 2024). The entangled relationship between theory and practice
requires that educators and practitioners define the direction of gamification for enhanced language
acquisition. In sum, gamified language learning is still a promising field meant for educators and
researchers.

The literature draws itself elaborating the story of growth and potential, underscored by a critical
juxtaposition of other aspects that deserve further exploration: long-term effects, inclusivity and
instructional coherence. For future anticipations ushering in different pedagogical practices, a
cooperative network grounded on innovation and equity will encourage the development of
effective and engaging language learning environments for a diverse learner population (Khaldi et
al., 2023). The ground established on current research with recognition thereof points the way for
multilateral discussions into areas such as setting long-term goals. In turn, present limitations show
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the way for this very action, for seeking remedies, so eventually, it will develop a new range of
innovative constructs of popularization of language learning via gamification.

3. Methodology

With the evolution of technology in education, there have been a significant transformation in
language learning methods amongst others. Gamification techniques-or particularly integrating
games with teaching/learning-have come up now as being ultimately embedded in the pedagogical
practices. Despite a growing realization of gamified approaches to possibly raise student
engagement and thereby motivate learners, there are still yawning gaps in the empirical literature
over the long-run effects of these elements on language acquisition and retention (Riwayatiningsih
et al., 2025). This one dissertation aims to examine the extent to which gamification intervention
optimizes learning outcomes in the context of a language across various learning environments.
Specifically, it evaluates particular gamification elements that correlate with improved efficacy
and learner satisfaction with respect to vocabulary reception and pronunciation (Nilubol et al.,
2025). The primary objective is to unravel just how effective certain gamification strategies are
within language learning environments in a detailed and comprehensive analysis of each method.
Backed up by both qualitative and quantitative research methods, the investigation is empirically
grounded on a number of variables. Comparing the quantitative sections of the dissertation, a
mixed-method research design is acknowledged as providing a statistical math assessment of
learner performance through comparing traditional systems vis--vis gamified methods while
undertaking qualitative examination of learner experiences and preferences, thereby serving as
part of a holistic analysis of gamification's effect on language acquisition (Hogberg et al., 2019).
The importance of this primary instance lies in the possible positive contribution to taking up
challenges in academic discussions and applications of language education towards identifying the
"right" implementation of existing gamified structures, which may let educators create more
engaging and inclusive language learning experiences catering to a diversified learner
demographic. The gap-filling nature of the approach in the quest of retelling the same in future
inquiries into the gamified language learning method with advancements in technology (Rossiter
etal., 2024).

This study aims to, nevertheless, address a need for bridging the much-identified gaps that have
suffused the literature, while also laying much of the grounding structures for future studies of
gamified language teaching with more advanced dimensions of technology. In attempting to
mitigate the limitations of past investigations, especially towards long-term engagement of
learners and the general applicability of the same, the thesis endeavors to construct a gamified
language instruction yet-to-be-named best-practice framework-spawning more insights for further
probe in this emerging study area in education (Park S et al., 2022). So, this whole methodology
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will one way or the other instruct both language educators and syllabus designers on how to
continue making sure that gamification strategies (Kazu et al., 2024).

3.1. Research Design

In the past few years, significant advancements in digital technologies have revolutionized
language education, while pushing the field into novel methodologies that depend on gamification
to enhance learner engagement and achievement. Yet major challenges remain at the very basic
level, albeit how gamified strategies can align with educational objectives and the attainment of
tradeable outcomes (Kazu et al., 2024). The objective of this dissertation is to solve the research
problem by establishing effective research designs that can adequately assess the effectiveness of
gamified language teaching methods on learner engagement and achievement. The main objectives
are to build a comprehensive research design that takes into consideration both quantitative and
qualitative methodologies to better unpack the different processes and scenarios of the application
of gamification strategies (Hogberg et al., 2019). The combined methodology gives this model the
best of all worlds for triangulating data and enhancing comprehension regarding how gamification
influences language learning, plus reveals all that learners think and feel regarding these methods
(Carr, 2014). By simultaneously using tools, for instance, questionnaires and interviews, as well
as practical assessment criteria, the research design intends to present a solid working blueprint of
how to explore the myriad implications of gamified language teaching (Giuffre etal., 20114). The
significance of this research design is two-fold: it is significant academically in a realm where
effective teaching practices must coalesce around the accepted norm, and it should serve as a
practical guide for those individuals looking to implement evidence-based gamification strategies.
The comparative framework embedded within this research design will open up an evaluation of
different gamification elements to help identify ways for improved pedagogical practices, leading
in the end to enhanced language learning outcomes in various educational settings (Sailer et al.,
2019). This is also an attempt to work toward an integrated design, which is an acknowledgment
of the previous studies that have evaluated gamification in language learning using one-
dimensional methods and should shed a different light on the effectiveness of gamified attitudes
towards language acquisitions (Koohang et al., 2023). Hence, this research design sets for itself a
bold benchmark for the evaluation of gamification in the context of language learning and paves
the way for further educational research tackling the state of ever-changing and terribly complex
terrains of learner motivation and engagement in the digital age (Cheng et al., 2019).

3.2. Data Collection Techniques

The implementation of gamification methods in language teaching and learning necessitates a
strong yet multifaceted data collection framework capturing the nature of learner interactions and
outcomes accurately. Precursors of past research mentioned that many studies were not
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comprehensive in their data collection methods; hence, data were not collected to drive more subtle
points about the effectiveness of a gamified intervention (Park et al., 2022). In terms of invalidity
under scrutiny is the fact that different methods serve the researcher's objective in the collection
of data concerning qualitative and quantitative standards. A sole emphasis will be on performance
assessments, surveys, and semi-structured interviews in general to account for an integrated view
of the learners' experience in gamified settings and achievements (Nilubol et al., 2025). These
diverse data collection methods are used in order to find statistically significant results of
vocabulary acquisition and motivation levels and provide qualitative insights concerning learners'
experiential accounts and feelings toward gamified practices in language education (Koohang et
al., 2023). Performance assessments will be quantitatively conducted before and after the treatment
to measure the proficiency in the target language, while surveys will evaluate what motivated them
to engage in gamification. Conducting semi-structured interviews provides an added layer of
qualitative insight surrounding students' views of gamification enhanced their language learning
knowledge and experience (Giuffre et al., 2024).

The study is also a step beyond the academic relevance in that it provides direct teaching and
curricular design issues related to which gamification strategies best appeal to the students in terms
of bringing the effective engagement. Developing participant outcomes through multiple means
offers an assurance that the results indeed are supported by more than one point and, as such, point
to a multifaceted view of the relationship between gamified methodology and learner success
(Riwayatiningsih et al., 2025). Triangulation within the boundary of data collection methods
enhances the validity of results and sheds light on the nature of, thereby contributing toward
promoting assertive discussions regarding evolving effective language instruction in light of the
current evolving educational milieu (Rossiter et al., 2024). Through the provision and articulation
of both the quantitative hastening of insights and qualitative condemnation, this research desires
to contribute to a newer comprehension of the battering for successful gamification cases while
curating the groundwork for further inquiry into a critical area of education (Legaki et al., 2020).

4. Results

Gamified language learning pursued a pathway separating critical conventional response and
action from engagement and productivity over the previous decade. A fundamental outcome of
such research is the integration of game-based strategies into contemporary learning environments,
which served to enhance the learners' vocabulary acquisition and fluency. According to one
example, the participants advanced their motivation and engagement when using gamified
applications as this also came in line with all previous studies investigating the use of gamification
to enhance positive learning experiences (Legaki et al., 2020). The quantitative analysis confirmed
that learners engaging with games excelled significantly compared to those in traditional learning
settings. This was the case, for example, with vocabulary tests when, as further engrossment began
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to declare favorably for learners of the gamified group in relation to their respective control groups,
the results of Giuffre M et al. (2024) showed more significant progress than their game-playing
counterparts. The key feedback also suggests promoting a framework of certain other researchers
that this researchers' recommendation for the exploitation of interactive elements in education
(Nilubol et al., 2025). This estimation of improvement through a gamified setup goes beyond most
previous works, which only measured immediate effects of gamification in learning a language.
Thus, this work offers empirical evidence to show how learner engagement through a gamified
environment translates into sustained improvement in long-term retention rates (Mattos et al.,
2024). Furthermore, while offering other instructive benefits, these findings underline the
necessity of infusing cultural relevance with the amalgamation of contextual factors into gamified
design in order to ameliorate the learning outcomes (Kayra, 2024). This becomes especially
essential for the upcoming decade of gamified language learning when innovative strategies need
to connect with the learners of varying backgrounds and experiences. These findings also promise
to create a new wave of advocacy stirring strategic empowerment and incorporation of innovative
engagement and success-enhancing practices in tons of educational practices. The latest technical
improvements in education acceptance constitute such research that has provisions of a sturdy
substructure for future works and implementations toward promoting language acquisition through
the vehicle of gamification. Ultimately, this will carve out new routes to alter the manners in which
language is learned (Buenafio et al., 2023). This research can be taken a long way by
complementing it with pragmatic applications where future research further examines such
relationships in order to build frameworks for framing language education (Shanmugam et al.,
2023).
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Cultural Relevance Integration

Long-Term Retention Rates

Student Motivation Enhancement

Key Areas of Improvement

Vocabulary Acquisition Improvement

This bar chart displays key findings from studies on gamified language learning. It highlights improvements
in various aspects, including vocabulary acquisition, student motivation, long-term retention rates, and the
significance of cultural relevance integration. The percentage values indicate the level of improvement or
emphasis in each area, providing a clear visual representation of the effectiveness of gamified approaches

in language education.

Key Findings on Gamified Language Learning
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Table 1: Data Collection Techniques in Gamified Language Learning Studies

Study Data Collection Methods Sample Participants Source

Size
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Collecting Big Data Gamified behavioral Not Diverse https://eric.ed.go
through Citizen experiments conducted specified  participants with Vv/?id=EJ1416342
Science: remotely, engaging different language &q=data+AND+I
Gamification and diverse participants to backgrounds onger
Game-Based collect ecologically valid

Approachesto Data data comparable to

Collection in traditional lab settings.

Applied Linguistics

Gamification and Pre- and post-vocabulary 16 13 female and 3 https://www.degr
learning Spanish as tests, pre- and post- ERASMU male students, uyter.com/docum
amodern language: motivation Sstudents aged between 19 ent/doi/10.1515/c
student perceptions questionnaires, and and 20, each from ercles-2023-

in the university semi-structured a different 2016/html?lang=
context interviews with students. European country  en

The  effects of Pre-and post-vocabulary Not Language learners https://pmc.ncbhi.
implementing tests, pre- and post- specified in a preparatory nlm.nih.gov/articl
gamified motivation program es/PMC9706691/
instruction on questionnaires, and

vocabulary gain semi-structured

and motivation interviews with students.

among  language

learners

Gamified Mobile Pre- and  post-play 58 University French https://www.front
Collaborative questionnaires, volunteers  students from iersin.org/journal
Location-Based interviews, and video different cohorts s/education/articl

Language Learning

recordings of gameplay
interactions.

es/10.3389/feduc.
2021.689599/full

This table provides a comparative overview of how various studies on gamified language learning have
collected data. It highlights four distinct research projects that implemented gamification in language
acquisition contexts and details the methods, sample sizes, participant demographics, and source links. The
table shows that data collection methods often included a combination of pre- and post-tests, motivation
guestionnaires, and semi-structured interviews to measure learning outcomes and student engagement.
Sample sizes and participant profiles vary, ranging from small, diverse groups to larger university cohorts.
Overall, this table illustrates the methodological diversity in studying gamification’s impact on language
learning, emphasizing its applicability across different educational and cultural contexts.

Table 2: Methodological Features of Gamified Language Learning Studies
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Method Participants Sample Size Variable Duration

Control
Experiment Adult, Primary, 164,120,120,118, With a control On-spot: 1-2 h (2);
Secondary, 96, 80, 75, 55, 43, group (8) and Longitudinal study: 1 week
University, Other 40, 30, 23, 21, 21, withouta control (1), 2-4 weeks (3), 5-8
20, 15, 9, and group (13) weeks (2), and more than 8
others weeks (5)

This table summarizes key methodological characteristics from a range of gamified language learning
studies. It outlines the research method used (primarily experimental designs), the participant groups
(including adults, primary, secondary, and university-level learners), and the sample sizes, which range
from small cohorts of under 10 participants to larger groups of over 160. It also distinguishes between
studies that included a control group (8 studies) and those that did not (13 studies), highlighting the varying
levels of experimental rigor. Finally, the duration of the studies is categorized, ranging from short on-the-
spot interventions lasting 1-2 hours to longitudinal studies spanning over 8 weeks. This table offers insight
into the diversity and complexity of experimental setups in gamified language learning research, reflecting
the evolving approaches used to evaluate effectiveness across different learner populations and timeframes.

Table 3: Effectiveness of Gamified Tools in Foreign Language Learning

Tool Usage Target Learning Content Educational Level
Language

Duolingo 3 studies  English Vocabulary and Secondary, University,
sentence Elementary

Kahoot! 2 studies  English Vocabulary and Secondary, University,
sentence Elementary

Customized 10 Various Various Various

tools studies

Edmodo l1study  English Vocabulary and Secondary
sentence

Baicizhan 1study  English Vocabulary and Secondary
sentence

This table presents a summary of popular gamified tools used in foreign language education, focusing on
their frequency of use in research, the target language, the learning content, and the educational levels where
they were applied. Duolingo and Kahoot! are the most frequently studied tools, each appearing in multiple
studies targeting English vocabulary and sentence structure across secondary, university, and elementary
levels. Customized tools, which are tailored for specific contexts or learner needs, appear most frequently
(10 studies) and cover a broader range of languages, content areas, and educational levels. Edmodo and
Baicizhan were each examined in one study, both focusing on English vocabulary at the secondary level.
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Overall, the table illustrates the versatility and reach of gamified tools in enhancing language learning
across diverse contexts.

Table 4: Effectiveness of Gamified Technology vs. Paper-Based Methods in Vocabulary
Instruction

Method Effect on  High- Effect on Low-Proficiency Overall

Proficiency Learners Learners Effectiveness
Gamified No significant effect Significant improvement Medium effect size
Technology (mean increase of 9.843) (d=0.427)
Paper-Based No significant effect Significant improvement Medium effect size
Method (mean increase of 13.833) (d=0.541)

This table compares the impact of gamified technology and paper-based methods on vocabulary
learning among high- and low-proficiency language learners. For high-proficiency learners,
neither method produced significant gains. However, low-proficiency learners benefited from both
approaches, with paper-based methods yielding a slightly higher mean improvement (13.833)
compared to gamified technology (9.843). In terms of overall effectiveness, both methods
demonstrated medium effect sizes, with paper-based instruction (d = 0.541) slightly outperforming
gamified technology (d = 0.427). The findings suggest that while gamified tools are beneficial,
particularly for lower-proficiency learners, traditional methods remain competitive in vocabulary
acquisition outcomes.
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