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Abstract

Inrecentyears, gamiﬁcation has gained prominenceasa transformative approach to
enhance student engagement and motivation in EFL classrooms. This study delves
into the specific gamification techniques employed by EFL educators and explores
their perceptions, obstacles, and proficiency in utilizing gamified methodologies.
The research employs a descriptive approach, incorporating self-written reflec-
tions and focus group discussion interviews with EFL teachers. This methodology
allows for a comprehensive examination of gamification practices in EFL instruc-
tion, offering valuable insights into both the theoretical framework and practical
implementation. The results reveal that teachers perceive gamification as a means
to transform learning activities into engaging games aligned with educational goals.
Key themes include designing activities based on learning objectives, understand-
ing student preferences, and employing various game elements like quizzes and
collaborative activities. Despite the perceived benefits of gamification, the study
identifies several challenges faced by EFL teachers. These include limited familiar-
ity with gamification applications, inadequate access to technological resources,
and time constraints for implementing gamified activities within the curriculum.
The findings underscore the need for targeted teacher training programs providing
adequate resources and fostering collaborative planning to optimize gamification’s
integration in EFL classrooms. In conclusion, this study sheds light on the evolv-
ing landscape of EFL teaching through the lens of gamification. By exploring the
views, strategies, and challenges associated with gamified instruction, the research
offers valuable insights for educators, policymakers, and stakeholders seeking to
leverage gamification as a catalyst for educational innovation and student engage-
ment in the field of English language learning.
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Introduction

In twenty-first-century education, modern technology and games have signif-
icant roles in improving students’ engagement and motivation (Kapp, 2012).
Students nowadays prefer to use modern technology to help and guide their
learning such as various mobile apps, games, and videos (Szymkowiak et al.,
2021). The concept of gamification emerges as a transformative strategy that
offers a dynamic bridge between game elements and the learning process.
Deterding et al. (2011) define gamification as the strategy that implements
game design elements in non-game contexts meaning the classroom. Another
definition of gamification is the process of making activities more game-like
(Werbach, 2014). In the classroom context, teachers use gamification as a
strategy to create learning activities into games. Several game elements can be
integrated into learning activities, such as competition, achievement, and col-
laboration (Plass et al., 2015).

In recent years, EFL teachers have embraced gamification as one of their
strategies for motivating and engaging their students (Alyaz & Genc, 2016),
while also presenting lessons that will assist students’ long-term memory and
provide them with real-world experience (Taufik et al., 2020). Previous studies
have indicated that both teachers and students have positive attitudes toward
gamification (Zou, 2020; Almusharraf, 2021). However, the successful imple-
mentation of gamification in education hinges upon critical factors such as
how the teachers’ views influence their practice in the integration of gamifica-
tion in their classrooms. They must not only embrace innovation but also cul-
tivate a deep understanding of the principles and practices. Nevertheless, the
gamification study of teachers’ perspectives and practices in EFL setting is still
limited. Zhang & Hasim (2023) also emerged the significance of the teachers’
practices in implementing gamification in the context of EFL classrooms needs
to be identified to uncover the strategies, challenges, and insights that shape
their pedagogical approach. To fill the gap, research about teachers’ perspec-
tives was conducted to identify whether they have sufficient knowledge and
confidence in implementing gamification in classroom settings.

Methods

A descriptive approach was employed to portray, depict, and provide a compre-
hensive understanding of a particular phenomenon (Yin, 2015). The study uti-
lized self-written reflections and focus group discussion with five EFL teachers.
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Participants were selected based on their experience teaching English and using
gamified web-based applications. The data are analyzed using thematic anal-
ysis, which involves identifying patterns, themes, and categories within the
qualitative data (Braun & Clarke, 2006). Qualitative data analysis requires a
systematic presentation of data organized into specified categories (Creswell,
2013). Therefore, the data is displayed in various formats such as tables and
presenting the most pertinent excerpts.

Results and Discussion

Several themes are reported about EFL teachers’ views, specific gamification
elements and strategies employed by EFL teachers, and challenges.

Table 1 provides valuable findings about the EFL teachers’ perspectives on
integrating gamification into their classrooms. The results articulate that the
teachers have quite a comprehensive understanding of how to bring gamifica-
tion into their learning activities. It involves transforming educational mate-
rials into engaging game formats. The practical application of this approach,
advocating for the incorporation of game elements like quizzes and guessing
games. Other participants aligned content design with specific learning objec-
tives to ensure educational efficacy. Additionally, the teachers underscored
the importance of understanding students’ individual learning preferences
as a prerequisite to successful gamification integration. This finding aligned
with gamification aims to provide engaging activities with purposeful learning

Table 1. EFL Teachers’ view on integrating gamification

Sub-themes Excerpts Codes
Design learning  P1 “....The integration of gamificationisa  design the
activities into complex process, teachers need to design material in the
game the material in the form of games...” form of games
Design learning P2 “....integrating gamification in the design the
activities into classroom is not just about using contents
game applications, it needs to design the

contents based on learning objectives....”
Identify students’ P4 “....to integrate gamification in learning, know my

needs before | should know my students’ preferences in  students’
integrating learning first before designing the game...” preferences
gamification

Design learning  P5 “....designing learning using game designing
activities into elements such as making quizzes, or learning using

game guessing game....” game
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Table 2. Gamification elements and strategies

Sub-themes Excerpts Codes

Gamification P4 “....some of the game activities | have collaborative
strategies done are collaborative learning such as learning
JIGSAW, Role Play, Guessing, etc ...”

Gamification P2 “....the game element that | often use  answering various

elements is answering various quizzes and getting quizzes and getting
points....” points

Gamification P1 “....games like word puzzles, word puzzles,

elements language quizzes, or vocabulary bingo...” language quizzes,

or vocabulary bingo

objectives and maximize learning (Dichev & Dicheva, 2017). These insights
collectively underscore the thoughtful planning and pedagogical insight
required for integrating gamification effectively into EFL classrooms.

Table 2 highlights EFL teachers employ various gamification strategies to
enrich the learning experience for students. Collaborative learning activities
are frequently utilized alongside gamification integration. These strategies
promote active participation, teamwork, and critical thinking among students
(Mee et al., 2020). Contemporary educational theories emphasize the role of
social interaction in language learning (Vygotsky, 1978). Collaborative games
facilitated dynamic classroom environments foster communication skills and
enhance language proficiency. The integration of various gamification ele-
ments such as quizzes, puzzles, and bingo reflected gamification fosters a fun
and engaging learning environment. Integrating game elements into activities
could enhance collaboration and problem-solving abilities among students
(Leeetal., 2023).

EFL teachers encounter notable challenges in the utilization of gamifica-
tion. The teachers struggled with unfamiliar gamification apps, reflecting a
potential barrier in terms of technological proficiency and adaptability. Aragjo
and Carvalho (2022) also emphasized that using learning technologies in the
classroom can be challenging. Moreover, the scarcity or inadequacy of facili-
ties at schools emerges as another significant challenge. The teachers expressed
concerns about the considerable time investment required for both using and
creating content for gamified activities.

Conclusion

This research provides a detailed understanding of EFL teachers’ perspectives,
strategies, and challenges regarding gamification in the classroom. Teachers
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demonstrated a comprehensive understanding of designing gamified learning
activities and the importance of aligning these activities with learning objec-
tives and student preferences. The use of collaborative learning strategies
and various gamification elements highlights the potential of gamification to
enhance student engagement and learning outcomes. However, challenges
related to technological proficiency, resource availability, and time investment
were experienced among the participants. Professional development training
and support in navigating the gamification platforms must be addressed to
improve teachers’ competency. Allocation of adequate resources and support,
including access to suitable technological tools and educational apps, is sug-
gested to facilitate seamless integration of gamification in classrooms.

Acknowledgments

We would like to thank LPDP (Lembaga Pengelolah Dana Pendidikan)
for providing funding through the XXIInd International CALL Research
Conference. Besides, we would like to thank all our mentors for their abun-
dant knowledge and for mentoring the manuscript.

References

Almusharraf, N. (2021). Incorporation of a game-based approach into the
EFL online classrooms: Students’ perceptions. Interact. Learn. Environ.
1-14. https://doi.org/10.1080/10494820.2021.1969953

Alyaz, Y., & Geng, Z. S. (2016). Digital game-based language learning in for-
eign language teacher education. Turkish Online Journal of Distance
Education, 17(4), 130-146. https://doi.org/10.17718/tojde.44375

Aratjo, I, & Carvalho, A. A. (2022). Enablers and difficulties in the imple-
mentation of gamification: A case study with teachers. Education Sciences,
12(3). https://doi.org/10.3390/educsci12030191

Braun, V. & Clarke, V. (2006). Using thematic analysis in psychol-
ogy. Qualitative Research in Psychology, 3, 77-101. http://dx.doi.
org/10.1191/1478088706qp0630a

Creswell, J. W. (2013). Research design: Qualitative, guantitative, and mixed
methods approaches (4th ed.) Sage Publications.

Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011). From game
design elements to gamefulness: Defining “gamification” Proceedings of
the 15th international academic MindTrek conference: Envisioning
future media environments, New York, NY: ACM. https://doi.
org/10.1145/2181037.2181040



294 Fani Nabila Titania

Dichev, C., & Dicheva, D. (2017). Gamifying education: what is known, what
is believed and what remains uncertain: a critical review. International
Journal of Educational Technology in Higher Education. https://doi.
Org/l().1186/841239-017—0042—5

Kapp, K. M. (2012). The gamification of learning and instruction: Game-based
methods and strategies for training and education. Pfeiffer. hteps://doi.
org/10.1145/2207270.2211316

Lee, J., Lim, R., Mohamad, F. S., Chan, K. G., & Mas’ud, F. (2023).
Collaborative creativity among undergraduate students as game cre-
ators during gamification in a university-wide elective course. Journal
of University Teaching and Learning Practice, 20(1). https://doi.
org/10.53761/1.20.01.16

Mee, R. W. M., Shahdan, T. S. T., Ismail, M. R., Ghani, K. A., Pek, L. S., Von,
W. Y., Woo, A., & Rao, Y. S. (2020). Role of gamification in classroom
teaching: Pre-service teachers’ view. International Journal of Evaluation
and Research in Education, 9(3), 684-690. https://doi.org/10.11591/
ijere.v9i3.20622

Plass, J. L., Homer, B. D., & Kinzer, C. K. (2015). Foundations of game-based
learning. Educational Psychologist, 54(4), 185-203.

Szymkowiak, A., Melovié, B., Dabié, M., Jeganathan, K., & Kundi, G. S.
(2021). Information technology and Gen Z: The role of teachers, the
internet, and technology in the education of young people. Technology in
Society, 65. https://doi.org/10.1016/j.techsoc.2021.101565

Taufik, Hilmun, P., Sabella, E. N., & Sabrina, S. M. (2020, May 1). The
use of digital game-based learning in EFL cassroom: Teacher’s voices.
Proceedings of the International Conference on English Language
Teaching (ICONELT 2019). Atlantis Press. www.atlantis-press.com
https://doi.org/10.2991/assehr.k.200427.056

Vygotsky, L. S. (1978). Mind in society: The development of higher psychological
processes. Harvard University Press.

Werbach, K. (2014). (Re) Defining gamification: A process approach. Paper
presented at the International Conference on Persuasive Technology.
Springer. https://doi.org/10.1007/978-3-319-07127-5_23

Yin, R. K. (2015). Case studly research: Design and methods. Sage Publications.

Zhang, S., & Hasim, Z. (2023). Gamification in EFL/ESL instruction: A sys-
tematic review of empirical research. Frontiers in Psychology, 13. https://
doi.org/10.3389/fpsyg.2022.1030790

Zou, D. (2020). Gamified flipped EFL classroom for primary education:
Student and teacher perceptions. Journal of Computer Education 7,213
228. https://doi.org/lO. 1007/s40692-020-00153-w



