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In recent years, there has been a significant transformation in the approach 
individuals take to language learning. Thanks to advancements in technology, 
language acquisition has become increasingly interactive, engaging, and entertaining. 
Many learners now find themselves able to master a new language more efficiently 
than they could with conventional methods. This shift has prompted a growing body 
of research focused on the role of gamification in language learning, demonstrating 
its potential to enhance language proficiency, motivation, and learner engagement. 
Gamification, which involves incorporating game-like elements and mechanics into 
non-game activities, has proven to be a powerful tool for promoting effective learning 
experiences. 

In our modern, interconnected world, technology has become an indispensable 
resource across all academic disciplines. The evolving demands of our information-
rich society have initiated a process of change and adaptation within the educational 
system (Cabrero, 2005). As noted by Curto et al. (2019), “the increasing use of 
technological resources in all areas of our daily lives has led to their implementation 
in classrooms to effectively meet students’ needs.” Consequently, there is a pressing 
need to introduce innovative programs, learning theories, methodologies, resources, 
materials, and devices into educational environments. This transformation aims to 
evolve traditional classrooms into digital learning spaces, equipping students with 
essential skills for success in a 21st-century, networked society (Roblizo et al., 2015). 
As a result of this evolving classroom landscape, traditional teaching methodologies 
are becoming increasingly obsolete, necessitating the adoption of alternative 
instructional strategies. This shift is not merely a trend but a fundamental rethinking 
of how education is delivered. Teachers are now tasked with integrating technology 
in ways that not only support but also enhance learning outcomes. Embracing these 
changes will empower students to thrive in a rapidly changing world, where 
adaptability and digital literacy are paramount. The ongoing evolution of language 
learning reflects broader educational trends, underscoring the importance of aligning 
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teaching methods with contemporary societal needs and student expectations. In this 
context, gamification emerges not only as a tool for engagement but also as a means 
of fostering deeper, more meaningful learning experiences that resonate with the 
realities of today’s learners. 

Recognizing the positive impact of game-like activities on student motivation 
and engagement in educational tasks, gamification has seen significant growth. 
Numerous online tools, such as Socrative, Classcraft, and ClassDojo, support 
teaching by transforming lessons or entire courses into captivating experiences (Gee, 
2003; Kapp, 2016). The proliferation of digital technologies for educational purposes, 
both in formal and non-formal settings, has given rise to platforms like Quest2Learn, 
Lego Education, Kahoot, and Minecraft Education, contributing to enhanced student 
engagement (Domínguez et al., 2013; Majuri et al., 2018; Sheldon, 2012). 

In language learning, a diverse range of apps incorporating game features has 
emerged to help users enhance various language skills. Games have been integral to 
language teaching approaches, spanning from structuralist to communicative methods 
(Wright et al., 2006). The application of game mechanics appears to facilitate 
increased interaction among students, fostering proactive engagement in learning 
tasks. Digital games, as noted by Peterson (2012), often lead to improved 
communicative proficiency, driven by heightened engagement and motivation within 
game-based education (Squire, 2008). In essence, gamification serves as a catalyst for 
elements that cultivate motivation in language classrooms (Kapp, 2012, 2016).On top 
of that, thanks to the rapid development of new technologies, many students have 
become visual learners and learn best through watching videos, images, graphs or in-
person demonstrations, which is essential to take into consideration while selecting 
and adapting activities for different groups and individual students. In order to satisfy 
students’ needs, games have emerged as one of the most widely used tools in the 
foreign language classroom. As will be illustrated further on, “there is growing 
evidence to suggest that gamification is increasingly being accepted as an effective 
learning strategy used to create highly engaging learning experiences” (Zainuddin et 
al., 2020, p.2). It also “enhances students’ motivation and improves their learning 
experience, engagement and performance (p.9). Therefore, in the Western 
educational system, which is mainly dominated by technology, games can be used 
with different purposes in the English as a foreign language (EFL) classroom and 
they might be beneficial as long as they are used responsibly and in addition to other 
teaching and learning materials. 
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The roots of gamification can be traced to the field of behavioral psychology, 
where the concept of "gamifying" activities to induce desired behaviors finds its 
theoretical underpinnings (Hamari et al., 2014). By incorporating game-like elements 
such as points, levels, badges, and rewards into educational settings, proponents of 
gamification posit that it has the potential to transform the learning environment, 
making it more immersive, interactive, and enjoyable for students (Anderson et al., 
2013; Caponetto et al., 2014). 

The burgeoning literature on gamification in education underscores its 
multifaceted benefits, including heightened student motivation, increased 
engagement, and improved learning outcomes (Hamari et al., 2016; Deterding et al., 
2011; Seaborn & Fels, 2015). Within the specific realm of language education, 
gamification has been heralded for its capacity to address the perennial challenges 
associated with fostering linguistic proficiency, particularly in secondary school 
settings where the need for innovative pedagogical approaches is acute (Li, 2019; Lee 
& Hammer, 2011). 

While gamification holds promise as an innovative educational strategy, it is 
essential to acknowledge and scrutinize the challenges and critiques that have 
emerged in the literature. Understanding these complexities is crucial for educators, 
researchers, and policymakers aiming to implement gamified approaches in language 
learning contexts. 

Oblinger (2004): Oblinger's critique delves into the potential danger of 
oversimplification in gamified learning environments. The argument posits that the 
emphasis on rewards and extrinsic motivators might lead to a reductionist view of 
learning, neglecting the depth and complexity required for meaningful educational 
experiences. This critique urges a cautious approach in balancing the motivational 
benefits of gamification with the preservation of substantial learning outcomes. 

Deterding et al. (2011): Deterding and colleagues outlined a significant 
challenge associated with the potential for exploitation of psychological 
vulnerabilities through gamification. The concept of "exploitative gamification" 
raises ethical concerns, highlighting the need for responsible design that avoids 
manipulation and respects the autonomy of learners. This critique underscores the 
importance of ethical considerations in the implementation of gamified learning 
interventions. 
Hamari et al. (2014): Hamari and his team explored the potential pitfalls related to the 
overemphasis on extrinsic rewards in gamification. The study identified a 
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phenomenon known as "reward saturation," where an excessive use of rewards may 
diminish their effectiveness over time. This challenge prompts educators to carefully 
design gamified elements, balancing extrinsic rewards with intrinsic motivational 
factors to sustain engagement in the long term. 

Watson & Cunningham (2007): Watson and Cunningham's critique extends to 
the potential negative impact of competition in gamified environments. While 
competition can be a motivating factor for some learners, it may lead to demotivation 
or disengagement in others. This critique emphasizes the importance of considering 
individual differences and preferences in the design of gamified language learning 
activities to ensure inclusivity and positive learning experiences. 
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