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ABSTRACT 

This study explored how English as a Foreign Language (EFL) teachers implement 

gamification-based applications in the classroom, along with the perceived benefits 

and challenges encountered during implementation. A qualitative case study design 

was employed at SMA Plus Negeri 17 Palembang during the second semester of 

the 2025/2026 academic year. Two EFL teachers experienced in integrating digital 

gamification applications were selected through purposive sampling. Data were 

collected through semi-structured interviews using an interview guide validated by 

two experts (Aiken's V = 0.90) and analyzed through data reduction, coding, data 

display, and thematic interpretation. The findings revealed that both teachers 

viewed gamification as a planned instructional strategy, not just digital tools, 

consistently aligning gamification activities with learning objectives throughout the 

planning and implementation stages. Gamification was found to create a more 

interactive classroom environment, increase student participation, and support 

formative assessment through tracking features and leaderboards, although its 

influence on students' self-confidence was conditional. The main challenges 

identified were technical issues and limited resources, students' characteristics, and 

the time required for preparation, which teachers addressed through various 

adaptive strategies. This study concludes that the effectiveness of gamification in 

EFL classrooms largely depends on teachers' competence and readiness in 

managing these challenges. 

Keywords: gamification, EFL teachers, perceived benefits, challenges, 

qualitative case study 
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CHAPTER 1 

INTRODUCTION 

 This chapter presents the background of the research, the limitations of the 

problems, the research problems, the research objectives, and the research 

significances. 

 

1.1 Background of the Research 

 Rapid technological advancements and globalization have transformed 

teaching and learning practices, requiring educators to adopt innovative approaches 

that support twenty-first-century life skills. Education is now challenged to keep 

pace with technological developments and respond to changing social demands. As 

a result, the purpose of education is no longer limited to knowledge acquisition but 

also includes preparing students to face future challenges. 

 These changes have shifted the focus of education toward developing 

students' 4C competencies, namely critical thinking, communication, collaboration, 

and creativity (Maryam, 2024). These competencies are considered essential 

because students are expected to analyse information critically, communicate ideas 

effectively, collaborate with others, and develop innovative solutions to complex 

problems. Mishra (2019) argues that modern education should also foster 

adaptability and digital literacy to help students respond to future challenges. This 

shift shows that learning is no longer viewed only as a process of mastering content. 
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Instead, students need opportunities to apply their knowledge in meaningful 

contexts while developing skills that are relevant to their future lives.  

 The growing demand for these competencies has also changed the roles of 

teachers and students in the classroom. As a result, learning has gradually shifted 

from teacher-centered learning to student-centered learning, an approach that 

positions students as active participants who construct their own understanding 

rather than passively receiving information (Gumede et al., 2023). Within this 

approach, teachers act as facilitators who guide and support the learning process, 

while students take greater responsibility for their own learning through critical 

thinking and collaboration.   

 Technology has become an important part of supporting this shift. It enables 

teachers to create more flexible, interactive, and personalized learning experiences 

that meet students' diverse learning needs (Bedenlier et al., 2020). In addition, 

Technology provides students with wider access to learning resources and 

encourages them to engage in self-directed learning (Mishra et al., 2020). However, 

introducing digital tools into the classroom does not automatically improve learning 

quality. Teachers still need to choose appropriate instructional strategies that can 

maintain students' motivation and engagement. 

 Student motivation is widely recognized as one of the key factors 

influencing students' participation and learning outcomes. Jiang (2023) states that 

learners who feel engaged  tend to show greater interest, participate more actively, 

and persist longer in learning activities. Therefore, teachers must design learning 
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environments that are both meaningful and enjoyable (Amelia et al., 2025). One 

promising strategy to foster engagement and sustain participation is gamification.  

 Deterding et al. (2011) define gamification as the use of game elements and 

game design principles in non-game contexts to increase users' motivation and 

participation. In educational settings, gamification incorporates elements such as 

points, badges, leaderboards, rewards, levels, and challenges into learning activities 

to create more engaging experiences (Vrcelj et al., 2023). These elements encourage 

students to participate actively, monitor their progress, and receive immediate 

feedback on their performance.  

 In recent years, gamification-based applications have been increasingly 

used in English as a Foreign Language (EFL) classroom. Applications such as 

Quizizz, Kahoot and Wordwall allow teachers to design interactive activities that 

support language practice and classroom interaction. The use of these applications 

has gradually changed conventional teaching practices by creating learning 

experiences that are more engaging, enjoyable, and motivating (Fatah, 2025). As a 

result, gamification is often considered a promising approach for addressing 

students' motivational challenges in English language learning. 

 Many of studies have reported positive outcomes from the use of 

gamification in EFL learning. Chan and Lo (2024) found that gamification 

improved students' motivation, engagement, and learning outcomes. Similarly, 

Demirbilek et al. (2022) reported that gamification increased students' participation 

and made the learning process more enjoyable. These findings suggest that 
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gamification can be a useful strategy for creating a more engaging learning 

environment. 

 However, the implementation of gamification also presents several 

challenges. Titania (2024) found that limited technological skills, inadequate 

facilities, and time constraints were common obstacles faced by teachers. In 

addition, Demirbilek et al. (2022) identified technical problems and limited internet 

access as challenges in implementing gamification. Spathopoulou and Pitychoutis 

(2024) also explain that teachers' acceptance of gamification may be influenced by 

factors such as age, teaching experience, and perceptions of its usefulness. 

 The growing use of gamification-based applications can also be seen in 

Indonesian secondary schools, particularly in English language learning contexts. 

Based on preliminary interviews conducted on March 10th, 2026, at SMA Plus 

Negeri 17 Palembang, it was found that two EFL teachers have begun to integrate 

gamification into the learning process. However, teachers also experience several 

challenges when implementing gamification in the classroom. 

 Although research on gamification in EFL contexts has increased in recent 

years, several gaps remain. Most studies have examined gamification in EFL 

settings; most of them focus on its impact on students' motivation, engagement, and 

learning outcomes using quantitative approaches. Studies that explore teachers' 

experiences in implementing gamified applications through a qualitative case study 

approach are still limited, particularly in Indonesian secondary schools. In addition, 

few studies have examined both the benefits and barriers of gamification from 

teachers' perspectives within a real classroom context.   
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 Considering these issues, this research was conducted at SMA Plus Negeri 

17 Palembang to gain a deeper understanding of how two EFL teachers implement 

gamification-based applications in their classrooms. This research explores the 

benefits teachers perceive and the barriers they encounter during implementation. 

By employing a qualitative case study design, this research seeks to provide an in-

depth understanding of teachers' experiences and the contextual factors that 

influence the use of gamification in English language teaching. 

 By doing so, this research offers several contributions. Empirically, it 

provides context-specific insights into the use of gamification within an Indonesian 

EFL setting. In terms of research method, it adopts a qualitative case study approach 

to capture the complexity of classroom practices, which remains less explored in 

prior research. Conceptually, it advances a more detailed understanding of how 

gamification is carried out in real classroom contexts, particularly in relation to 

teachers' experiences, teaching decisions, and contextual challenges.  

 

1.2 Limitation of the Problems 

 In terms of scope, this research focused on investigating EFL teachers' 

experiences in using gamified applications in English language teaching. 

Furthermore, this research was limited to a specific case within a particular 

educational context, and the findings were not intended to be generalized to all EFL 

teachers or institutions. The results were contextual and based on the participants’ 

experiences within the selected research setting. This research focused on the 

implementation of gamified-based applications among EFL teachers in classroom 
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settings. The research was limited to exploring how English teachers implemented 

gamified-based applications, as well as identifying the perceived benefits and 

barriers encountered during the implementation process. 

1.3 Research Problems Formulations 

 Based on the background of the research and the limitations of the problem, 

the research problems were formulated as follows: 

1. How did EFL teachers implement Gamified-Based Application in their 

classroom? 

2. What were the benefits of Gamified-Based Application perceived by the 

English teachers? 

3. What were the barriers encountered by the English teachers in implementing 

Gamified-Based Application? 

1.4 Research Objectives 

 Based on the research problem formulations, the research objectives were 

stated as follows: 

1. To explore how the EFL teachers implementation of Gamified-Based 

Application in their classroom. 

2. To explore the benefits of using Gamified-Based Application as perceived 

by English teachers. 

3. To explore the barriers encountered by English teachers in implementing 

Gamified-Based Application. 
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1.5 Research Significances 

 This research is expected to contribute to English Language Teaching 

(ELT), particularly in understanding the implementation of gamified applications 

in EFL classrooms. By examining how EFL teachers implement these applications, 

their perceived benefits, and the challenges they encounter, this research 

 provides valuable insights for classroom practice, academic understanding, and 

future research. The significance of this research is viewed from the perspectives of 

English teachers, the researcher, and future researchers. 

1.5.1 For English Teachers 

 For English teachers, this research provides insights into the use of gamified 

applications in EFL classrooms. It offers practical ideas on how to integrate 

gamification applications into English language teaching and align them with 

learning objectives. The findings also help teachers understand the benefits and 

challenges of using gamified applications, enabling them to choose appropriate 

strategies and improve the teaching and learning process. 

1.5.2 For Researcher  

 For the researcher, this research provides an opportunity to better 

understand how EFL teachers use gamified applications in the classroom, including 

the benefits and challenges they experience. It also helps the researcher improve 

academic knowledge and professional skills in analysing classroom practices and 

understanding the use of gamified applications in English language teaching. In 

addition, this research provides valuable experience in conducting a qualitative case 
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study, especially in collecting, analysing, and interpreting data to gain a deeper 

understanding of educational practices. 

1.5.3 For Other Researchers 

 For other researchers, this research provides qualitative evidence on how 

EFL teachers use gamified applications in the classroom, including the benefits and 

challenges they experience. The findings can serve as a reference for future studies 

on gamification in English language teaching. In addition, this research may 

encourage further research in different educational levels, learning contexts, or 

types of gamified applications, using qualitative or mixed-methods approaches to 

expand understanding of gamification in language learning.  

 

 

 

 

 

 

 

 

 



 

108 
 

REFERENCES 

 

Abbasi, P. (2021). The effectiveness of integrating CALL into EFL context. Research 

Square. https://doi.org/10.21203/rs.3.rs-1210706/v1 

Ahmad, J. (2016). Technology assisted language learning is a silver bullet for enhancing 

language competence and performance: A case study. International Journal of 

Applied Linguistics and English Literature, 5(7 Special Issue), 118–131. 

https://doi.org/10.7575/aiac.ijalel.v.5n.7p.118  

Alfiah, R., Santosa, M. H., & Kusuma, P. I. (2024). Exploring Students’ Engagement in 

Learning English Vocabulary through Wordwall Media for Secondary Level. Jurnal 

Pendidikan Indonesia, 5(7), 357–363. https://doi.org/10.59141/japendi.v5i7.3107  

Al-Sabbagh, A. A.-G. (2023). Enhancing English Language Skills Through 

Gamification: A Case Study at Umm Al Quwain University. International Journal 

of Instructional Technology and Educational Studies, 4(3), 29–43. 

https://doi.org/10.21608/ihites.2023.240979.1163  

Alzahrani, F. K., & Alhalafawy, W. S. (2023). Gamification for Learning Sustainability 

in the Blackboard System: Motivators and Obstacles from Faculty Members’ 

Perspectives. Sustainability (Switzerland), 15(5). 

https://doi.org/10.3390/su15054613  

Amalia, T., Rachman, D., Surya Mahyanti, N. W., & Rahmawati, Y. (2024). Students’ 

Perceptions Towards The Use of Kahoot On Learning Motivation In English 

Language Learning. Borneo Educational Journal (Borju), 6(1), 64–78. 

https://doi.org/10.24903/bej.v6i1.1431  

Amelia, N., Fadilah, R., & Munawar, W. (2025). Peran Gamifikasi dalam Meningkatkan 

Motivasi Belajar Siswa SMKN 1 Jamblang. Jurnal Pendidikan Tambusai, 9. 

Bai, S., Hew, K. F., & Huang, B. (2020). Does gamification improve student learning 

outcome? Evidence from a meta-analysis and synthesis of qualitative data in 

https://doi.org/10.21203/rs.3.rs-1210706/v1
https://doi.org/10.7575/aiac.ijalel.v.5n.7p.118
https://doi.org/10.59141/japendi.v5i7.3107
https://doi.org/10.21608/ihites.2023.240979.1163
https://doi.org/10.3390/su15054613
https://doi.org/10.24903/bej.v6i1.1431


 

109 
 

educational contexts. In Educational Research Review (Vol. 30). Elsevier Ltd. 

https://doi.org/10.1016/j.edurev.2020.100322  

Becirovic, S., Brdarevic-Celjo, A., & Delic, H. (2021). The use of digital technology in 

foreign language learning. SN Social Sciences, 1(10). 

https://doi.org/10.1007/s43545-021-00254-y  

Bedenlier, S., Bond, M., Buntins, K., Zawacki-Richter, O., & Kerres, M. (2020). 

Facilitating student engagement through educational technology in higher 

education: A systematic review in the field of arts and humanities. Australasian 

Journal of Educational Technology, 2020(4), 36. 

https://www.researchgate.net/project/Facilitating-  

Braun, V., & Clarke, V. (2022). Thematic Analysis_ A Practical Guide. SAGE 

Publications. 

Bueno-Alastuey, M. C., & Nemeth, K. (2022). Quizlet and podcasts: effects on 

vocabulary acquisition. In Computer Assisted Language Learning (Vol. 35, Number 

7, pp. 1407–1436). Routledge. https://doi.org/10.1080/09588221.2020.1802601  

Chan, S., & Lo, N. (2024). Enhancing EFL/ESL instruction through gamification: a 

comprehensive review of empirical evidence. Frontiers in Education, 9. 

https://doi.org/10.3389/feduc.2024.1395155  

Chiu, T. K. F. (2022). Applying the self-determination theory (SDT) to explain student 

engagement in online learning during the COVID-19 pandemic. Journal of 

Research on Technology in Education, 54(S1), S14–S30. 

https://doi.org/10.1080/15391523.2021.1891998  

Christopoulos, A., & Mystakidis, S. (2023). Gamification in Education. Encyclopedia, 

3(4), 1223–1243. https://doi.org/10.3390/encyclopedia3040089  

Creswell, J. D. (2022). Research Design: Qualitative, Quantitative, and Mixed Methods 

Approaches (Leah Fargotstein, Ed.; Sixth Edition). SAGE Publications. 

https://doi.org/10.1016/j.edurev.2020.100322
https://doi.org/10.1007/s43545-021-00254-y
https://www.researchgate.net/project/Facilitating-
https://doi.org/10.1080/09588221.2020.1802601
https://doi.org/10.3389/feduc.2024.1395155
https://doi.org/10.1080/15391523.2021.1891998
https://doi.org/10.3390/encyclopedia3040089


 

110 
 

Demirbilek, M., Talan, T., & Alzouebi, K. (2022). An Examination of the Factors and 

Challenges to Adopting Gamification in English Foreign Language Teaching. 

International Journal of Technology in Education, 5(4), 654–668. 

https://doi.org/10.46328/ijte.358  

Deterding, S., Khaled, R., Nacke, L., & Dixon, D. (2011). From Game Design Elements 

to Gamefulness: Defining “Gamification.” Conference: Proceedings of the 15th 

International Academic MindTrek Conference: Envisioning Future Media 

Environments, 341. https://doi.org/https://doi.org/10.1145/2181037.2181040  

Detken, M. B. L., Toala Velásquez, E. M., Romero Cruz, S. A., & Cedeño Quiñonez, M. 

P. (2025). Technology and Gamification in English Language Learning. Revista 

Multidisciplinar de Estudios Generales, 4(2), 352–373. 

https://doi.org/10.70577/reg.v4i2.98  

Efendi, M., Sujarwati, I., & Harahap, A. (2025). The Effectiveness of Quizizz 

Application in Enhancing Students’ Vocabulary Mastery based on Their Learning 

Styles. JEELS (Journal of English Education and Linguistics Studies), 12(1), 277–

299. https://doi.org/10.30762/jeels.v12i1.4919  

Fajriantini, A., Nurfadhila, U., Mayasari, R., Informatika, T., Widya Cipta Dharma, S., 

Digital, B., Widya Cipta Dharma Jl Yamin No, S. M., & Timur, K. (2024). 

Effectiveness Of Digital Application “Quizizz” For Students’ Learning Evaluation 

At Stmik Widya Cipta Dharma Samarinda. BEduManageRs Journal Borneo 

Educational Management and Research Journal, 5(2). 

Fatah, P. F. A. (2025). The Effectiveness of Gamification in Enhancing English Language 

Learning Outcomes. Jurnal Pendidikan Dan Sastra Inggris, 5(2), 304–320. 

https://doi.org/10.55606/jupensi.v5i2.5238  

Figueroa, J., Francisco, J., Flores, F., Del Este, U., & Rico, P. (2015). Using Gamification 

to Enhance Second Language Learning Using Gamification to Enhance Second 

Language Learning Using Gamification to Enhance Second Language Learning. 

Digital Education Review. http://greav.ub.edu/der/  

Gumede, P., Beharry-Ramraj, A., Nzimande, S., & Ramson, S. M. (2023). Digital 

Transformation in South African Public Higher Education Institutions – A 

https://doi.org/10.46328/ijte.358
https://doi.org/https:/doi.org/10.1145/2181037.2181040
https://doi.org/10.70577/reg.v4i2.98
https://doi.org/10.30762/jeels.v12i1.4919
https://doi.org/10.55606/jupensi.v5i2.5238
http://greav.ub.edu/der/


 

111 
 

Pedagogical Approach. E-Journal of Humanities, Arts and Social Sciences, 141–

152. https://doi.org/10.38159/ehass.202341413  

Hamka, M. (2024). The Impact of Kahoot as Learning Evaluation on Students’ 

Motivation in Learning English at Senior High School Rahma Salsabila, Tri 

Wintolo Apoko. Print) Journal of English Language and Education, 9(3), 2024. 

https://doi.org/10.31004/jele.v6i2.503  

Jiang, H. (2023). The Impact of Motivation on Academic Performance of Chinese 

College Students. SHS Web of Conferences, 180, 04011. 

https://doi.org/10.1051/shsconf/202318004011  

Kemendikbudristek. (2020). Kurikulum Merdeka untuk Meningkatkan Kualitas 

Pembelajaran. Ministry of Education, Culture, Research, and Technology of the 

Republic of Indonesia. 

Khan, M. A. (2025). Mentimeter Tool for Enhancing Student Engagement and Active 

Learning: A Literature Review. International Journal of Changes in Education. 

https://doi.org/10.47852/bonviewijce52023801  

Lazzat, K. (2024). The Evolution of Language Learning: Exploring AI’s Impact on 

Teaching English as a Second Language. Eurasian Science Review, 2(4), 134. 

https://doi.org/https://doi.org/10.63034/esr-42  

Lee, J. J., & Hammer, J. (2011). Gamification in Education: What, How, Why Bother? 

Academic Exchange Quarterly, (2), 15. 

Maharani, R. P., Arianto, F., & Diningrat, S. W. M. (2025). Developing Wordwall-Based 

Interactive Game Media To Enhance Writing Skills And Motivation In Recount 

Text. Jurnal Visi Ilmu Pendidikan, 17(1), 9–27. 

https://doi.org/10.26418/jvip.v17i1.85438  

Marcionetti, J., & Zammitti, A. (2025). Perceived support and influences in adolescents’ 

career choices: a mixed-methods study. International Journal for Educational and 

Vocational Guidance, 25(2), 423–446. https://doi.org/10.1007/s10775-023-09624-

9  

https://doi.org/10.38159/ehass.202341413
https://doi.org/10.31004/jele.v6i2.503
https://doi.org/10.1051/shsconf/202318004011
https://doi.org/10.47852/bonviewijce52023801
https://doi.org/https:/doi.org/10.63034/esr-42
https://doi.org/10.26418/jvip.v17i1.85438
https://doi.org/10.1007/s10775-023-09624-9
https://doi.org/10.1007/s10775-023-09624-9


 

112 
 

Maryam, E. G. (2024). English Education in the Digital Age: Navigating 21st Century 

Skills in English Education. The International Journal of Information and Learning 

Technology. 

Miles, M. B., Huberman, A. M., & Saldana, J. (2014). Qualitative data analysis: A 

methods sourcebook (3rd ed.) (Third Edition). SAGE Publications, Inc. 

Mishra, L., Gupta, T., & Shree, A. (2020). Online teaching-learning in higher education 

during lockdown period of COVID-19 pandemic. International Journal of 

Educational Research Open, 1. https://doi.org/10.1016/j.ijedro.2020.100012  

Mishra, P. (2019). Considering Contextual Knowledge: The TPACK Diagram Gets an 

Upgrade. In Journal of Digital Learning in Teacher Education (Vol. 35, Number 2, 

pp. 76–78). Routledge. https://doi.org/10.1080/21532974.2019.1588611  

Mitchell, B., & Co, M. J. (2024). The impact of Implementing Gamification Elements 

on Motivation, Engagement and Academic Achievement. International Conference 

on Education Research, 1(1), 175–184. https://doi.org/10.34190/icer.1.1.3113  

Moorhouse, B. L., & Kohnke, L. (2021). Responses of the English-Language-Teaching 

Community to the COVID-19 Pandemic. In RELC Journal (Vol. 52, Number 3, pp. 

359–378). SAGE Publications Ltd. https://doi.org/10.1177/00336882211053052  

Mwita, K., & Mwilongo, N. (2025). Thematic Analysis of Qualitative Research Data: A 

Seven-Step Guide. Eminent Journal of Business and Management, 1(1), 51–59. 

https://doi.org/10.70582/4ajw7k14  

Nazeer, N., Jamshaid, S., & Mushtaq Khan, N. (2023). The Evolution of ELT Methods: 

A Comparative Analysis of Pre and Post-COVID-19 Pedagogical Practices in 

Pakistan. Journal of Policy Research, 9(4), 232–240. 

https://doi.org/10.61506/02.00145  

Palangda, L., Walukow, M. R., Naharia, O., Wullur, M. N., & Sumual, S. D. M. (2023). 

Implementation of Merdeka Belajar Policy: Constraints in the Pancasila Students 

Profile Strengthening Project. International Journal of Multidisciplinary Approach 

Research and Science, 1(02), 104–116. https://doi.org/10.59653/ijmars.v1i02.62  

https://doi.org/10.1016/j.ijedro.2020.100012
https://doi.org/10.1080/21532974.2019.1588611
https://doi.org/10.34190/icer.1.1.3113
https://doi.org/10.1177/00336882211053052
https://doi.org/10.70582/4ajw7k14
https://doi.org/10.61506/02.00145
https://doi.org/10.59653/ijmars.v1i02.62


 

113 
 

Ratinho, E., & Martins, C. (2023). The role of gamified learning strategies in student’s 

motivation in high school and higher education: A systematic review. In Heliyon 

(Vol. 9, Number 8). Elsevier Ltd. https://doi.org/10.1016/j.heliyon.2023.e19033  

Retnawati, H. (2016). Analisis Kuantitatif Instrumen Penelitian. Parama Publishing. 

www.nuhamedika.gu.ma  

Sari, A. B. P. (2021). The Impacts of Mentimeter-Based Activities on EFL Students’ 

Engagement in Indonesia. LLT Journal: Journal on Language and Language 

Teaching, 24(1), 249–260. https://doi.org/10.24071/llt.v24i1.3025  

Setiawan, M. R., & Wiedarti, P. (2020). The effectiveness of quizlet application towards 

students’ motivation in learning vocabulary. Studies in English Language and 

Education, 7(1), 83–95. https://doi.org/10.24815/siele.v7i1.15359  

Shadiev, R., & Yang, M. (2020). Review of studies on technology-enhanced language 

learning and teaching. In Sustainability (Switzerland) (Vol. 12, Number 2). MDPI. 

https://doi.org/10.3390/su12020524  

Spathopoulou, F., & Pitychoutis, K. M. (2024). Teachers’ attitudes on gamification: The 

Greek EFL context. International Journal of Education and Practice, 12(2), 163–

176. https://doi.org/10.18488/61.v12i2.3630  

Subhash, S., & Cudney, E. A. (2018). Gamified learning in higher education: A 

systematic review of the literature. Computers in Human Behavior, 87, 192–206. 

https://doi.org/10.1016/j.chb.2018.05.028  

Titania, F. N. (2024). Gamifying EFL classrooms: Unveiling teacher perspectives and 

practices in a digital age. Proceedings of the International CALL Research 

Conference, 2024, 289–294. https://doi.org/10.29140/9780648184485-43  

Toda, A. M., Klock, A. C. T., Oliveira, W., Palomino, P. T., Rodrigues, L., Shi, L., 

Bittencourt, I., Gasparini, I., Isotani, S., & Cristea, A. I. (2019). Analysing 

gamification elements in educational environments using an existing Gamification 

taxonomy. Smart Learning Environments, 6(1). https://doi.org/10.1186/s40561-

019-0106-1  

https://doi.org/10.1016/j.heliyon.2023.e19033
http://www.nuhamedika.gu.ma/
https://doi.org/10.24071/llt.v24i1.3025
https://doi.org/10.24815/siele.v7i1.15359
https://doi.org/10.3390/su12020524
https://doi.org/10.18488/61.v12i2.3630
https://doi.org/10.1016/j.chb.2018.05.028
https://doi.org/10.29140/9780648184485-43
https://doi.org/10.1186/s40561-019-0106-1
https://doi.org/10.1186/s40561-019-0106-1


 

114 
 

Triantafyllou, S. A., Georgiadis, C., & Sapounidis, T. (2025). Gamification in education 

and training: A literature review. International Review of Education, 71(3), 483–

517. https://doi.org/10.1007/s11159-024-10111-8  

Vrcelj, A., Hoić-Božić, N., & Dlab, M. H. (2023). Use of Gamification in Primary and 

Secondary Education: A Systematic Literature Review. International Journal of 

Educational Methodology, 9(1), 13–27. https://doi.org/10.12973/ijem.9.1.13  

Waluyo, B., Phanrangsee, S., & Whanchit, W. (2023). Gamified grammar learning in 

online English courses in Thai higher education. Online Journal of Communication 

and Media Technologies, 13(4). https://doi.org/10.30935/OJCMT/13752  

Wuryani, E., sunardi, sunardi, & Nugroho, L. (2023). Transformation of Educational 

Paradigms in Indonesian Rural Areas: A Study of High School Students’ 

Perceptions. International Journal of Instructional Technology and Educational 

Studies, 4(3), 17–23. https://doi.org/10.21608/ihites.2023.194268.1136  

Yu, Z. (2023). Learning Outcomes, Motivation, and Satisfaction in Gamified English 

Vocabulary Learning. SAGE Open, 13(2). 

https://doi.org/10.1177/21582440231158332  

Zainuddin, Z., Chu, S. K. W., Shujahat, M., & Perera, C. J. (2020). The impact of 

gamification on learning and instruction: A systematic review of empirical 

evidence. Educational Research Review, 30. 

https://doi.org/10.1016/j.edurev.2020.100326  

Zhang, S., & Hasim, Z. (2023). Gamification in EFL/ESL instruction: A systematic 

review of empirical research. In Frontiers in Psychology (Vol. 13). Frontiers Media 

S.A. https://doi.org/10.3389/fpsyg.2022.1030790  

 

 

 

https://doi.org/10.1007/s11159-024-10111-8
https://doi.org/10.12973/ijem.9.1.13
https://doi.org/10.30935/OJCMT/13752
https://doi.org/10.21608/ihites.2023.194268.1136
https://doi.org/10.1177/21582440231158332
https://doi.org/10.1016/j.edurev.2020.100326
https://doi.org/10.3389/fpsyg.2022.1030790

