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ABSTRACT 

Background. With the development of technology and students' 

preferences for digital interactions, gamification offers an attractive 

alternative in increasing the effectiveness of language learning. 

However, understanding the influence of gamification, especially on 

students in Indonesia, is something that has not been fully explored. 

Purpose. This research aims to evaluate the use of gamification in 

language learning for students in Indonesia. Research focus includes 

increasing motivation, engagement levels, and language learning 

outcomes. In addition, this research is intended to provide a solid 

foundation for the development of more innovative and effective 

learning strategies at the tertiary level in Indonesia. 

Method. This research adopts a quantitative approach with survey 

methods. A total of 40 Arabic student respondents from various 

universities in Indonesia were selected purposively. The sampling 

method involved distributing questionnaires via Arabic student 

WhatsApp groups. Data collection was carried out through a special 

questionnaire designed with Google Form. Data analysis refers to the 

Miles Huberman approach, including descriptive and inferential data 

processing. 

Results. The research results show variations in the level of student 

knowledge about gamification, with the majority giving positive 

responses. Although most students experience additional motivation, 

there are concerns regarding an overemphasis on the end result rather 

than the learning process.  

Conclusion. Gamification in language learning makes a positive 

contribution to student motivation, engagement, and enjoyment. 

However, the main challenge is the risk of overemphasis on the bottom 

line. The implementation of gamification needs to be adapted to the 

characteristics and needs of students, maintaining a balance between 

the game aspect and the essence of language learning. In conclusion, 

this research provides an in-depth understanding of the impact of 

gamification on Arabic language students in Indonesia, with the 

potential to provide guidance for the development of more effective 

language learning practices in higher education  
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INTRODUCTION 

Evaluation of the Use of Gamification in Language 

Learning for Students in Indonesia is an important focus in 

facing dynamic changes in the field of higher education 

(Behl et al., 2022). Education in Indonesia, as an integral 

part of national development, is experiencing a significant 

transformation to meet the demands of global development 

(Suharno et al., 2020). 
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Evaluation of the Use of Gamification in Language Learning for Students in Indonesia is an 

important focus in facing dynamic changes in the field of higher education (Behl et al., 2022). 

Education in Indonesia, as an integral part of national development, is experiencing a significant 

transformation to meet the demands of global development (Suharno et al., 2020). In integrating 

technology and innovation into the learning process, evaluation becomes a key aspect in ensuring 

the effectiveness of the implementation of various methods, including gamification, in improving 

the quality of education (Yuniati & Wilujeng, 2023).  

The importance of evaluation in the Indonesian higher education context not only includes 

improving the quality of learning, but also measuring its impact on outcomes student learning (Tere 

- et al., 2020). Evaluation is not just a tool to assess the extent to which educational goals are 

achieved, but also to ensure that each component of the curriculum, including the use of 

gamification, makes a positive contribution to the development of students' language skills (Maki, 

2023).  

Evaluation as an integral part of the curriculum is a strategic step to ensure alignment and 

relevance between the learning approach applied and students' needs in mastering language skills 

(Archambault et al., 2022). In this context, evaluation provides a clear view of the effectiveness of 

gamification in achieving language learning goals (Azzouz Boudadi & Gutiérrez-Colón, 2020). 

Therefore, evaluative research is important to identify the extent to which the use of game elements 

in language learning makes a positive contribution to student understanding, engagement and 

learning outcomes.  

Gamification in language learning can be defined as the use of game elements, such as 

challenges, competitions, and rewards, in the learning context to increase student motivation and 

engagement (Pujolà & Appel, 2020). This concept brings a new feel to the classroom, creating a 

more dynamic and interactive environment. Gamification utilizes game psychology to increase 

students' intrinsic motivation, which in turn is expected to have a positive impact on language 

learning outcomes (John et al., 2023). 

However, to understand the concept of gamification, it is important to differentiate it from 

gamification (Krath et al., 2021). Gamification is giving value or rewards without any actual game 

elements. In the context of language learning, gamification involves the use of true game elements, 

such as missions, points, and levels, whereas gamification may simply involve awarding points or 

rewards without including deep game elements (Krishnan et al., 2021). Therefore, evaluating the 

use of gamification in language learning should not only measure its impact, but also differentiate 

between gamification and gamification approaches to ensure their effective application in the 

context of language learning in Indonesia. 

A systematic review examined the impact of digital gamification on Learning English as a 

Second Language (LESL). Analyzing 22 publications from 2008 to 2019, the study found positive 

effects on learners' experiences and outcomes. However, none specified gamification elements 

linked to these effects. Positive experiences included enjoyment, engagement, motivation, and fun, 

while outcomes focused on content language learning, engagement, motivation, and satisfaction. 

The review suggests a need for more detailed investigations into gamification components 

influencing LESL experiences and outcomes, providing valuable insights for designing effective 

digital gamification strategies (Dehghanzadeh et al., 2021).  

In addressing the challenges faced by English learners in Indonesia, particularly their 

reluctance to acquire new vocabulary and dissatisfaction with conventional teaching methods, a 

solution has been sought through a gamified English learning system. Recognizing the importance 

of English proficiency in global communication, this system employs gamification concepts such as 
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point collection, achievements, and rankings, incorporated into English learning materials. 

Accessible through a website, the learning system provides flexibility, allowing learners to study 

English autonomously without time and location constraints. The development process follows the 

'Waterfall' software development model, encompassing needs analysis, design, implementation, and 

system testing. Validation tests using Black box methodology indicate that the functional system 

operates as intended, achieving 100% validity based on test results. Additionally, a questionnaire-

based assessment reveals that gamification elements contribute to increased student motivation. 

This preliminary study lays the groundwork for further exploration into the effectiveness of 

gamified English learning systems in enhancing motivation and addressing challenges faced by 

learners in Indonesia (Ni Luh Kadek et al., 2023). 

The emergence of gamification as a prominent learning trend in the 21st century, leveraging 

technological advancements and game elements to influence behavior and enhance learning 

outcomes, has garnered attention. Despite its prevalence, there is a paucity of comprehensive 

research assessing the overall impact of gamification. This preliminary study aims to bridge this gap 

by conducting a systematic review of forty articles from reputable publisher databases, including 

ScienceDirect, Taylor and Francis, Springer, Wiley, and SAGE, covering the period 2016–2021. 

Employing NVivo 12 Plus software and utilizing Hierarchy Chart and Mind Map methods for data 

analysis, the study reveals positive implications of gamification on student behavior and diverse 

learning outcomes, encompassing affective, cognitive, behavioral, and performance aspects. The 

findings underscore the need for continued exploration into the sustained impact of gamification on 

learning outcomes and behavior. Moreover, the study suggests that successful implementation 

hinges on considerations such as interface design and the cognitive abilities of educators. This 

research serves as a foundational exploration into the broader implications of gamification in the 

realm of education (Yuniati & Wilujeng, 2023).  

 From a review of three previous studies, gamification in language learning, especially in the 

context of Indonesian students, shows positive potential in increasing motivation, engagement and 

learning outcomes. Previous studies include the application of web-based technology with the 

Waterfall software development model, providing autonomy and flexibility support for learners. 

Gamification has also been proven to have a positive impact on student behavior and overall 

learning outcomes, emphasizing affective, cognitive, behavioral and performance aspects. 

Therefore, the aim of the next research is to comprehensively evaluate the use of gamification in 

language learning among students in Indonesia, with a focus on increasing motivation, engagement 

and language learning outcomes. This research is aimed at providing in-depth insight into the 

impact of gamification on language learning, exploring its effects on students' perceptions and 

experiences. Through a quantitative and survey approach, this research aims to provide a basis for 

developing innovative and effective language learning strategies at the tertiary level in Indonesia. 

Gamification in improving language learning in Indonesian higher education (Panmei & 

Waluyo, 2022). Effective language learning is the main foundation for students' communication 

skills, which are essential in their preparation to face the challenges of the global world of work. 

Therefore, the lack of information about the concrete impact of gamification in language learning is 

a problem that needs to be addressed. 

The importance of this research is reinforced by the fact that the world of education continues 

to develop, and innovative strategies are needed to motivate and engage students. Rapid changes in 

technology and sophistication of devices create opportunities to develop more engaging and 

relevant learning methods. Therefore, this research will discuss the extent to which the use of 
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gamification can solve the problem of lack of understanding of its impact on language learning in 

Indonesia.  

In overcoming this problem, this research will propose a quantitative approach with a survey 

method, using a questionnaire distributed via Google Form to 40 students at various universities in 

Indonesia. This approach is considered relevant for collecting data that includes students' 

perceptions and experiences regarding the use of gamification in language learning.  

This research is expected to provide an important contribution in filling the knowledge gap 

regarding the effectiveness of using gamification in language learning in Indonesia. It is hoped that 

the results of this research will provide a deeper understanding of the extent to which student 

motivation, engagement and learning outcomes can be improved through the application of game 

elements in language learning. 

In addition, this research will help better understand how gamification can be integrated into 

the learning curriculum language to create a more engaging and effective learning experience. This 

can pave the way for the development of innovative learning strategies in the future that suit the 

needs of students in this digital era. The main innovation in this research is the application of 

gamification in the context of language learning in Indonesia, with a focus on university students. 

This includes an exploration of the impact of gamification on learning motivation, engagement, and 

language learning outcomes. This research aims to evaluate the use of gamification in language 

learning among students in Indonesia, with a focus on increasing motivation, engagement and 

language learning outcomes. Furthermore, it is hoped that this research can provide a solid 

foundation for further development 

 

RESEARCH METHODOLOGY 

This research was designed to adopt a quantitative approach using survey methods to evaluate 

the use of gamification in the context of language learning among students in Indonesia, with a 

special focus on Arabic language students (Shortt et al., 2023). The population of this study 

consisted of Arabic language students at various universities in Indonesia, reflecting the diversity of 

backgrounds and learning contexts. The research sample of 40 respondents will be selected 

purposively by considering variables such as higher education institutions, semester level, and 

characteristics of Arabic language students. The sampling method will be carried out by distributing 

questionnaires via WhatsApp (WA) groups consisting of Arabic students in various regions in 

Indonesia.  

Data collection will be carried out through specially designed questionnaires using Google 

Form. This questionnaire will include structured questions designed to evaluate students' 

perceptions and experiences regarding the use of gamification in language learning. The process of 

distributing the questionnaire will be carried out through the Arabic student WhatsApp group, 

where participants are expected to provide honest and in-depth responses according to their 

experience in learning Arabic.  

The data analysis method used in this research refers to the Miles Huberman approach, which 

involves processing descriptive and inferential data (Hitchcock & Onwuegbuzie, 2020). Descriptive 

analysis will provide a comprehensive picture of students' perceptions and experiences of 

gamification in language learning (Tao & Zou, 2023). Meanwhile, inferential analysis will be used 

to identify patterns, trends and statistical significance in the survey results, as well as to explore 

potential relationships between the variables studied. 

This research takes concrete steps to ensure the representativeness and diversity of the 

sample, as well as the accuracy of collection and analysis data. By using quantitative statistical 
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analysis techniques (Mishra et al., 2019), this research is expected to provide a deeper 

understanding of the impact of using gamification in language learning for Arabic language 

students in Indonesia. It is hoped that the results of this research can provide a valuable contribution 

to developing more innovative and effective language learning practices at the higher education 

level in Indonesia. 

 

RESULT AND DISCUSSION 

Perceptions of Gamification in Language Learning 

 Perceptions of gamification in language learning are an important aspect in understanding 

how students respond to and experience the use of game elements in learning contexts 

(Almusharraf, 2023). In general, students who have been exposed to gamification concepts tend to 

have a better understanding of the benefits and challenges that arise from this approach (Huang et 

al., 2019). Students' awareness of gamification, as revealed in this research, can play a key role in 

shaping their perceptions of its effectiveness in increasing motivation and engagement in language 

learning.  

Positive perceptions of gamification tend to emerge when students perceive it as an interesting 

and enjoyable approach (Denden et al., 2021). Students who like challenges and competition in 

learning tend to have a more positive perception of gamification (Wingo et al., 2019). On the other 

hand, students who are less interested in game elements may have a more neutral or even negative 

perception of the use of gamification in language learning.  

In this context, it is important to understand that perceptions of gamification are not only 

related to the fun and entertainment aspects. Students who realize that gamification can improve the 

quality of learning and language learning outcomes also tend to have positive perceptions 

(Dehghanzadeh et al., 2021). Factors such as increased intrinsic motivation, active engagement, and 

better understanding of language concepts can be elements that shape this positive perception.  

While there are positive aspects, there are also students who may perceive gamification as an 

approach that is not serious enough or too game in nature (Garcia-Iruela & Hijon-Neira, 2020). 

Therefore, understanding variations in student perceptions of gamification provides valuable insight 

for developing learning strategies that are more contextual and in line with student preferences (Yan 

et al., 2022).  

After distributing a questionnaire to 40 language students regarding perceptions of 

gamification in language learning, with the first question As far Where Do You Know the Concept 

of Gamification in Language Learning? With answer options: Very, Don't Know, Don't Know, 

Don't Know, Know and Very Know. With the following results: 
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Figure 1.  Where Do You Know the Concept of Gamification in Language Learning? 

 

 The results of the questionnaire showed variations in the level of student knowledge 

regarding the concept of gamification in language learning. A total of six respondents stated that 

they 'Don't Know,' indicating that some students may not be familiar with the concept. Meanwhile, 

15 respondents stated 'Not very knowledgeable,' indicating that the majority of respondents had a 

limited level of knowledge about gamification.  

Nevertheless, the results showing that 16 respondents stated that they 'Know' and three 

respondents stated that they 'Very Know' indicate that a number of Students already have sufficient 

knowledge about the concept of gamification. This could be due to their exploration of the literature 

or their experience in language learning contexts that have implemented gamification elements.  

The importance of this initial knowledge can be the basis for designing more appropriate 

gamification implementation strategies. For students who are not yet familiar, an initial educational 

approach to introduce the concept of gamification can be considered an effective first step. On the 

other hand, for students who are already familiar, focus can be shifted to more in-depth aspects of 

implementation, such as task design or incentive mechanisms that can further increase engagement.  

Next question Have you ever experienced the use of gamification in language learning? With 

the choices Yes and No, with the following answer results: 

 

 
Figure 2. Have you ever experienced the use of gamification in language learning? 

 

Very ignorant Don't know Not very knowledgeable

 knowledgeable Very knowledgeable

Yes No
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 The results of the answers to the second question, 'Have you ever experienced the use of 

gamification in language learning?' showed that all respondents (40 students) stated that they had 

experienced the use of gamification games in language learning. Nevertheless, it was highlighted 

that most of them (40 respondents) stated that they did not know the concept of gamification itself. 

These results reflect an interesting reality, where even though students have been involved in 

gamification experiences, they may not yet fully understand or realize that the learning approach 

uses gamification concepts. This can be caused by a lack of comprehensive counseling or 

information about the concept before or during the application of gamification in learning.  

In this context, it needs to be emphasized that understanding the concept of gamification can 

enrich students' learning experiences. Therefore, a holistic approach could involve initial 

educational efforts about the concept of gamification before or simultaneously with its 

implementation in language learning. By gaining a deeper understanding of the basics of 

gamification, students can be more active and critical in involving themselves in game elements 

presented in language learning contexts.  

Next question, What is your response to the use of gamification in language learning? (If you 

have experienced it) with answer options Very Positive, Positive, Neutral, Negative and Very 

Negative. With the following answer results: 

 

 
Figure 3. What is your response to the use of gamification in language learning? (If you have 

experienced it) 

 

 The results of responses to the use of gamification in language learning show that the 

majority of students (32 respondents) have a positive view of this approach, while 8 respondents 

stated that their responses were neutral. The very positive views of the majority of respondents 

reflect that gamification in language learning is well received and considered an effective method in 

increasing student motivation and engagement. Some possible reasons behind these positive 

responses include positive experiences during implementation of gamification, increased intrinsic 

motivation to learn the language, or the perception that gamification adds an element of fun and 

challenge that makes learning more interesting. 

However, the number of respondents who expressed neutral responses indicates a variation in 

opinion among students. This may be due to individual preferences, different learning styles, or 

varying experiences with gamification concepts. Therefore, it is important for educators to identify 

the factors underlying such neutral responses and engage students in further discussions to 

Very Positive Positive Neutral Negative Very Negative
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understand their perspectives. Further analysis of the factors that support positive and neutral 

responses could provide valuable insights for improving the implementation of gamification in 

language learning contexts. By understanding students' varying views and preferences, educators 

can customize learning approaches to better suit their needs and expectations. 

Personal Experience with Gamification 

 Students who have engaged with gamification in language learning often reflect excitement 

and enthusiasm in their experience (Zainuddin et al., 2020). In direct observation, some students 

may feel excited by the challenge and competition introduced by the game elements. As a result, 

intrinsic motivation to learn a language may increase, encouraging active participation in the 

learning process (Namaziandost et al., 2019). 

However, personal experiences also reflect variations in students' responses to gamification 

(Rodrigues et al., 2021). Some may find that this approach provides a more dynamic and interactive 

classroom atmosphere, strengthening their understanding of the language. Meanwhile, others may 

feel less comfortable with game elements and view them as distracting or less serious in a learning 

context.  

The importance of listening to and understanding students' personal experiences with 

gamification is key to assessing the extent to which this approach meets their needs and preferences. 

They (Hariadi et al., 2021). This information provides an in-depth look at what is working and what 

may need to be adapted in implementing gamification in language learning. By taking into account 

these variations, educators can adjust learning strategies to be more effective and support each 

student's development in achieving language learning goals (Gacs et al., 2020).  

After distributing a questionnaire to 40 respondents regarding personal experiences with 

gamification, the first question is: Do you feel that gamification increases your learning motivation 

in learning? Language? With answer options; Strongly Agree, Agree, Neutral, Disagree and 

Strongly Disagree. With the following answer results: 

 

 
Figure 4. Do you feel that gamification increases your learning motivation in learning? Language? 

 

 From the results of the answers to the question regarding whether respondents feel that 

gamification increases learning motivation in language learning, it can be concluded that the 

majority of respondents, namely 28 people, agreed, while 12 people responded with neutral 

answers. The positive view of the majority of respondents who agreed shows that gamification is 

considered a factor that can increase their learning motivation in the context of language learning. It 

is possible that factors such as prizes, competitions, or challenges introduced through gamification 

Strongly Agree Agree Neutral Disagree Strongly Disagree
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can provide additional incentives and excitement in the learning process, motivating students to 

engage more actively.  

However, there was also a group of respondents who stated they were neutral, indicating 

variations in their perceptions of the impact gamification of learning motivation. Factors such as 

individual preference, preference for a particular learning method, or previous experience with 

gamification may play a role in these neutral responses Further analysis of the neutral responses 

may provide deeper insight into elements that may need to be improved or adjusted in the 

implementation of gamification . By listening to and further understanding student perceptions, 

educators can adapt gamification strategies to better suit students' needs and expectations in 

increasing language learning motivation.  

Next question, Do you feel Gamification increases your involvement in language learning? 

With answer options: Strongly Agree, Agree, Neutral, Disagree and Strongly Disagree. With the 

following answer results: 

 

 
Figure 5. Do you feel Gamification increases your involvement in language learning? 

 

From the results of the answers to the question regarding whether respondents felt 

gamification increased their involvement in language learning, it was seen that 12 respondents 

agreed, 25 respondents responded with neutral answers, and 3 respondents said they disagreed. 

Although there were a number of respondents who agreed, the majority of respondents showed a 

neutral response to increasing engagement through the use of gamification. This may indicate that 

although gamification may provide some excitement or game elements in learning, its impact on 

students' active engagement still requires further consideration.  

The number of respondents who disagreed indicates that there are different views among 

students regarding the effectiveness of gamification in increasing engagement . Potentially, some 

students may find that game elements introduced through gamification do not always suit their 

preferences or learning styles. Further analysis of the neutral and disagree responses could provide 

deeper insight into the factors that may influence students' perceptions of engagement in language 

learning contexts. Educators can use this information to adjust the implementation of gamification 

to be more effective in increasing student engagement, creating a more dynamic and relevant 

learning environment.  

The final next question is, What do you think are the advantages of using gamification in 

language learning? With answer options: Increasing Motivation, Increasing Engagement, Fun, and 

Motivating Competition. With the following answer results: 

Strongly Agree Agree Neutral Disagree Strongly Disagree
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Figure 6. What do you think are the advantages of using gamification in language learning? 

 

 The results of the final answers from respondents highlight various views regarding the 

advantages of using gamification in language learning. A total of 12 people stated that gamification 

has advantages in increasing learning motivation, emphasizing that game elements can be an 

additional incentive for students to be more enthusiastic about participating in language learning. 

Although only a few, four respondents felt that gamification could increase their involvement in the 

learning process, indicating that game elements can create a more interesting and interactive 

learning experience.  

Most of the respondents, namely 14 people, considered the main advantage of gamification to 

be the fun it brings to learning Language. They believe that game elements make the learning 

process more enjoyable, opening up space for more positive learning experiences. Apart from that, 

ten respondents stated that gamification was able to motivate through elements of competition. The 

existence of an element of competition is considered to create higher enthusiasm among students, 

encouraging them to achieve better results in language learning. 

Thus, these results illustrate that gamification in language learning not only has concrete 

benefits such as increased motivation and engagement, but also provides a more fun and motivating 

learning experience through the element of competition. A holistic approach that takes into account 

these various advantages can be the basis for designing more diverse gamification strategies that 

suit student preferences in language learning contexts.  

Final question, What do you think are the disadvantages or challenges of using gamification 

in language learning? With answer options Not Serious, Too Complicated, Irrelevant, and 

Emphasizing Results rather than Process. With the following answer results: 

 

Increasing Motivation Increasing Engagement Fun Motivating Competition
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Figure 7. What do you think are the disadvantages or challenges of using gamification in language 

learning? 

 

 From the results of the answers to the last question regarding the shortcomings or challenges 

of using gamification in language learning, the majority of respondents, namely 32 people, stated 

that one of the main weaknesses was the emphasis placed more on results than on the learning 

process. They feel that gamification may tend to encourage an excessive focus on achieving the end 

goal rather than on the actual learning experience and process. On the other hand, there were a 

number of respondents, although the number was smaller, namely 8 people, who identified 

shortcomings in terms of a lack of seriousness in the gamification approach. They may feel that the 

game elements introduced can dampen the seriousness of language learning or create the perception 

that learning is less formal. 

These results provide valuable insight into some of the students' concerns regarding the use of 

gamification. The main challenge identified was the risk of excessive focus on the end result and 

perhaps a loss of seriousness in learning. Further analysis of these concerns may help educators to 

design more balanced gamification strategies, integrating game elements without sacrificing the 

essence and depth of language learning. By understanding this view, educators can take steps to 

create more purposeful and meaningful gamification experiences for students. 

 

CONCLUSION  

 Overall, the results and discussion highlight the importance of students' perceptions of 

gamification in language learning. Although most respondents had experienced gamification, their 

level of initial knowledge of the concept varied. This shows the need for initial counseling to 

introduce the concept of gamification to students. Although the majority of students gave positive 

responses to the use of gamification, there were also neutral responses and some concerns regarding 

the lack of seriousness in this approach.  

From personal experience, the results show that gamification in language learning can provide 

additional motivation for the majority of students. However, challenges arise in placing too much 

emphasis on the end result rather than on the learning process. This concern reflects the broadening 

of students' perceptions of the impact of gamification, not only limited to fun and enjoyment, but 

also on substantially achieving learning goals.  

By evaluating the advantages and disadvantages of gamification, it was found that game 

elements were able to increase motivation, involvement and fun for students. However, the main 

Not Serious Too Complicated Irrelevant Emphasizing Results rather than Process
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challenge is the risk of over-emphasis on the end result, requiring a balance between the game 

aspect and the essence of language learning. In conclusion, the implementation of gamification 

needs to be adapted to the characteristics and needs of students, ensuring that game elements 

support learning objectives optimally. 
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