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ABSTRACT 

Background. 21st century education demands changes in learning 

methods to increase students' learning motivation. Gamification, or the 

use of game elements in a learning context, has been recognized as an 

effective tool to increase student engagement and motivation. 

However, more in-depth research is still needed to evaluate the 

effectiveness of gamification in increasing the motivation to learn 

English among English Language Education students. 

Purpose. The main purpose of this research is to evaluate the 

effectiveness of using gamification in increasing the motivation of 

students in learning English.  

Method. Through a quantitative approach and survey method, this 

research aims to investigate the experience, perception, and level of 

student learning motivation related to the use of gamification in 

English language learning. English Education. The survey was 

conducted by distributing questionnaires compiled based on related 

literature and previous research on gamification. The survey steps are 

voluntary and the confidentiality of the data is strictly maintained. 

Results. Based on the results of the analysis of the sixth questionnaire, 

gamification proved to have a positive impact on increasing students' 

learning motivation in learning English. The majority of respondents 

feel effective or enthusiastic about the use of gamification. However, 

there are a small number of respondents who feel neutral towards the 

concept of gamification. Further evaluation and efforts to expand the 

understanding and application of gamification need to be done.  

Conclusion. This research shows that the use of gamification in 

English language learning promises to increase students' learning 

motivation. However, continuous evaluation and improvement is 

required to maximize its potential use. Thus, gamification can be 

considered as an effective learning strategy in the context of learning 

English in the 21st century education era. 
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INTRODUCTION 

Education is an important foundation in individual 

and societal development (Chankseliani et al., 2021).  In 

the current era of globalization and technological progress, 
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education needs to continue to develop and adapt to changing times. One aspect that needs to be 

considered in this context is effective and relevant learning (Guangul et al., 2020). In an effort to 

improve the quality of learning, various concepts and approaches have been introduced, including 

learning as a solution, learning media, 21st century learning, and the use of gamification as an 

attractive solution (Bencsik et al., 2021).  

It is important to understand that learning is not only about transferring knowledge from 

teachers to students, but it is also about building deep understanding and relevant skills for students 

(Mora et al., 2020). In today's information age, where knowledge can be easily accessed via the 

internet, the role of teachers has changed to become more than just a transmitter of information. 

Teachers now play more of a role as learning facilitators who help students understand, analyze and 

apply the knowledge they gain (Gibbons et al., 2021). The concept of learning as a solution 

emphasizes the importance of a collaborative, critical and creative learning approach to prepare 

students to face real world challenges. 

Then learning plays an important role in supporting an effective learning process. With the 

development of digital technology, learning media has developed rapidly from traditional textbooks 

to various forms of interactive multimedia, such as learning videos, simulations and educational 

games. Interesting and relevant learning media can increase student interest and motivation and 

facilitate better understanding of the subject matter. The use of learning media also allows for 

variations in teaching methods, so that it can accommodate different learning styles among students.  

In addition, the concept of 21st century learning highlights the skills and competencies needed 

for individuals to succeed in the 21st century, such as critical thinking skills , creativity, 

communication, collaboration, and digital literacy (González-Pérez & Ramírez-Montoya, 2022). 

21st century learning emphasizes the importance of preparing students with relevant skills and 

being able to adapt quickly to changes in the social and technological environment. The 21st 

century learning approach emphasizes the use of technology, team work, problem-based projects, 

and authentic and meaningful learning experiences for students.  

 Although these learning concepts have great potential in improving the quality of learning, 

there are still challenges in implementing them effectively in classroom (Al-Samarraie et al., 2020). 

One of the main challenges is students' low learning motivation, especially when they are faced 

with material that is considered difficult or boring (Pawlak et al., 2020). This is where the concept 

of gamification can be an interesting solution. 

Gamification is an approach that adapts game elements to non-game contexts, including 

learning (Zourmpakis et al., 2023). By leveraging principles such as points, levels, challenges, and 

rewards, gamification can create engaging, competitive, and motivating learning experiences for 

students. In the context of English learning, for example, gamification can be applied by giving 

students points for each task completed, setting a skill level that must be achieved, and providing 

specific challenges or missions that must be completed within a certain time period (Pingmuang & 

Koraneekij, 2022). 

One of the main advantages of using Gamification in learning is its ability to increase student 

engagement and motivation (Rivera & Garden, 2021). By presenting learning as a game or 

challenge, students become more motivated to actively participate in the learning process and 

achieve set goals. Apart from that, gamification can also increase collaboration and interaction 

between students through features such as leaderboards or contestable points systems (Universität 

Hamburg et al., 2021).  

 Thus, using gamification as a solution in learning can bring various benefits to students, 

teachers and the education system as a whole. For students, gamification can increase learning 
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motivation, engagement, and understanding of lesson material (Rahayu et al., 2022). For teachers, 

gamification can help manage the classroom more effectively, increase student participation, and 

facilitate differential learning. For the education system, the use of gamification can improve the 

overall quality of learning and prepare students with relevant skills to face future challenges 

(Lamrani & Abdelwahed, 2020). Therefore, the use of gamification can be an interesting and 

effective solution in overcoming learning challenges in this digital era. 

This previous research is a systematic review that explores the main trends and findings 

related to the use of gamification in foreign language learning over the last 11 years. Through an 

analysis of 28 articles from databases such as Web of Science, ERIC, and Scopus, it was found that 

the use of gamification began to gain popularity after 2015, with a significant increase in the 

number of field studies in the following years. Quantitative research methods are dominantly used, 

while vocabulary and grammar skills are the main focus. The study also highlights the challenges 

and advantages of using gamification, and shows that gamification-based learning tends to provide 

positive benefits. This research provides valuable guidance for researchers and practitioners 

interested in the field of foreign language learning with a gamification approach (Dehganzadeh & 

Dehganzadeh, 2020). 

Previous research further aims to examine the effects of game-based learning on language 

anxiety and learning motivation of English as a foreign language students in Iran. Quantitative 

research methods were used involving 58 participants studying intermediate level English from 

Iran, who were divided into two groups: control and experimental. After carrying out a pretest using 

the Foreign Language Classroom Anxiety Scale (FLCAS) questionnaire and the Motivation Test 

Battery (AMTB), participants from both groups then underwent learning. The experimental group 

received game-based learning while the control group received traditional learning. After learning, a 

post-test was carried out using the same questionnaire. The analysis results show that the 

implementation of game-based learning has the potential to reduce students' language anxiety and 

increase their motivation to learn English (Ahmed et al., 2022). 

The latest previous research aimed to investigate the role of gamification in children's English 

learning in Hong Kong through a gamified e-learning system. A quasi-experiment with a pre-

test/post-test design was conducted on elementary level 3 students for one semester. Quantitative 

and qualitative data were collected through academic tests, questionnaires, and interviews to 

provide comprehensive insight into the research questions. Key findings enable the identification 

of: (1) students' self-directed learning interest and academic performance derived from gamified 

learning systems; (2) independent learning strategies developed by students; and (3) the relationship 

between gamification and student independent learning. These findings have implications for e-

learning designers and educators regarding gamified learning practices to enhance students' self-

directed learning and second language learning (Li et al., 2022). 

The conclusions of the three previous studies discussed indicate that the use of gamification in 

language learning, both at secondary and university levels, has the potential to reduce language 

anxiety, increase learning motivation, and enrich students' learning experiences. A quantitative 

approach using survey methods succeeded in bringing a better understanding of the impact of the 

use of gamification on language learning, as well as providing insight into more effective teaching 

strategies in the future. The results of this research encourage more attention to the integration of 

gamification in language learning design, with the aim of increasing student engagement and 

overall learning outcomes. 

The main problem faced in English language learning is low student learning motivation. 

Many students have difficulty motivating themselves to learn English, which is often considered a 
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difficult and boring subject. This low level of motivation can hinder the learning process and cause 

failure to achieve the desired language competency. Low motivation to learn English not only 

affects students' academic achievement, but also impacts the development of their communication 

skills. English is an important international language in global communication, and the inability to 

master it well can limit a student's career opportunities and personal growth. 

This research was conducted to answer questions about the effectiveness of using 

gamification in increasing motivation to learn English. By identifying factors that influence student 

motivation and exploring ways in which gamification can increase learning motivation, this 

research can provide valuable insights for educational practitioners. It is hoped that this research 

can fill the gap in the literature regarding the use of gamification in English language learning, 

especially in the context of student learning motivation. By providing empirical evidence about the 

effectiveness of this strategy, this research can provide a strong foundation for the development of 

more innovative and student-oriented learning practices.  

The innovation in this research is the integration of gamification into English language 

learning in a systematic and planned manner. By designing gamification strategies that are relevant 

to English language learning objectives, this research will try to maximize the potential of using 

gamification in increasing students' learning motivation. The main aim of this research is to 

evaluate the effectiveness of using gamification in increasing students' learning motivation in the 

context of English learning. Apart from that, this research also aims to understand students' 

perceptions of the use of gamification strategies and the factors that influence their success. 

 

RESEARCH METHODOLOGY 

This research methodology takes a quantitative approach and utilizes survey methods to 

explore the impact of using gamification in increasing motivation to learn English (Zourmpakis et 

al., 2023). The population who were the subjects of this research were 30 students who were taking 

part in an English language education program. To obtain representative data, a survey will be 

conducted by distributing a questionnaire that has been prepared based on a review of related 

literature and previous research on gamification in the context of English learning. This 

questionnaire is designed to evaluate students' experiences, perceptions, and level of learning 

motivation related to the use of gamification in English language learning.  

The initial step in the research procedure is the preparation of a well-structured survey 

questionnaire. This questionnaire will include a variety of questions designed to gain an in-depth 

understanding of how the use of gamification affects student learning motivation. After the 

questionnaire is prepared, the next step is to distribute it to students via lecture groups on the 

WhatsApp platform. Students will be asked to fill out a questionnaire within a specified time, which 

will then be returned via the same platform. Participation in the survey is voluntary, and data 

confidentiality will be strictly maintained to ensure the security of students' personal information. 

After the data is collected, analysis will be carried out to explore significant findings from the 

survey. Relevant analytical methods will be applied to analyze the quantitative data obtained from 

the questionnaire (Munteanu & Apetrei, 2021). It is hoped that the results of this analysis will 

provide deeper insight into the effectiveness of using gamification in increasing motivation to learn 

English among students. Thus, this research methodology will provide a better understanding of the 

impact of gamification in the English language learning context, as well as provide a foundation for 

the development of more effective learning strategies in the future. 

 

RESULT AND DISCUSSION 
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Student Learning Motivation 

 Student learning motivation is a very important factor in learning English, because high 

motivation can increase student involvement in the learning process and ultimately improve their 

learning outcomes (Subakthiasih & Putri, 2020). However, students' levels of learning motivation 

often vary and can be influenced by various factors, such as interest in the subject, their perception 

of the difficulty of the material, or previous experience in learning English. In situations where 

students' learning motivation decreases, the use of gamification can be an effective strategy to 

increase their learning motivation again. Gamification creates fun and engaging learning 

experiences, which can increase students' intrinsic motivation (Alt, 2023). Through game elements 

such as challenges, rewards, and recognition of achievements, gamification provides additional 

encouragement for students to be actively involved in learning English (Chen et al., 2023).  

In addition, students' learning motivation can also be influenced by the learning environment 

they experience. A supportive, interactive and fun environment can increase students' interest and 

motivation to learn. In this case, the use of gamification in English learning creates a dynamic and 

interesting learning environment (Dehghanzadeh et al., 2021). Students feel more motivated to 

participate in learning activities, because they feel satisfaction and pleasure in completing 

assignments or achieving achievements in games. Thus, gamification provides additional 

encouragement for students to maintain their learning motivation and continuously strive to achieve 

their learning goals (Rohan et al., 2021). 

It should be noted that student learning motivation is not only related to intrinsic aspects, but 

also extrinsic. Apart from motivation that arises from within students, such as interest and 

satisfaction in learning, there is also extrinsic motivation that comes from external factors, such as 

awards or recognition for student achievements (King & Bunce, 2020). In the context of using 

gamification, both types of motivation can be activated. Game elements such as points, levels, and 

rewards create extrinsic motivation for students, while the challenge and excitement of completing 

learning tasks helps maintain their intrinsic motivation (Calderón et al., 2020). Thus, gamification 

provides a holistic framework for increasing students' learning motivation in English language 

learning. 

Gamification 

 Gamification is an approach that utilizes game elements in a non-game context to increase 

motivation, involvement, and performance in various fields, including English language learning 

(Zourmpakis et al., 2023). In the context of education, gamification uses elements such as points, 

levels, challenges, and rewards to create an interesting and enjoyable learning experience for 

students (Manzano-León et al., 2021). This approach has been proven to be effective in increasing 

learning motivation, involvement, and student performance at various levels of education. 

The use of gamification in English language learning has several significant advantages 

(Azzouz Boudadi & Gutiérrez-Colón, 2020, pp. 2011–2019). First of all, gamification creates an 

interesting and interactive learning environment, which can increase student involvement in the 

learning process. Through challenges, missions, and appreciation, students feel more motivated to 

participate actively in learning English and achieve their learning goals (Aguilar Cruz & Álvarez 

Guayara, 2021). In addition, gamification also provides instant feedback on student achievement, 

which can increase their learning motivation and speed up the learning process.  

Next, the use of gamification in English language learning can increase information retention 

and student understanding. By presenting the subject matter in the form of an interesting game, 

students tend to be more focused and eager to learn (Makri et al., 2021). This can strengthen their 
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learning experience and help them understand English concepts better. Thus, gamification not only 

increases student learning motivation, but is also effective in improving their learning outcomes. 

Apart from that, gamification also creates a competitive learning environment, where students 

can compete in a healthy manner to achieve the highest score or certain achievements. This 

encourages cooperation between students and motivates them to reach their maximum learning 

potential. With healthy competition, students feel motivated to improve their performance in 

English learning and achieve better results. 

Thus, gamification is not only an effective tool for increasing students' learning motivation in 

English learning, but also an innovative learning strategy and interesting. Through the use of game 

elements, gamification creates a fun and engaging learning experience for students, while increasing 

their engagement, understanding, and achievement in English language learning. Therefore, 

gamification is a suitable approach to be applied in the context of English language learning, 

especially in an effort to increase learning motivation and overall student learning outcomes.  

 Based on the results of a questionnaire that was distributed to 30 English Language 

Education students with the first question, How much Have you often experienced the use of 

gamification in English learning before? With the following answer options: Never, Rarely, 

Sometimes, Often and Always. With the analysis results it was found that: 

 

 
Figure 1. How much Have you often experienced the use of gamification in English 

learning before? 

 

The results of the questionnaire analysis showed that the majority of respondents (70%) from 

30 English Language Education students experienced the use of gamification in English language 

learning with high frequency, namely often and always. This indicates that gamification has played 

an important role in their English learning experience. However, there was a small number of 

respondents (20%) who admitted that they had rarely or even never experienced the use of 

gamification before. This shows that there is a gap in the implementation of this learning method 

among English Language Education students. Therefore, there needs to be further efforts to spread 

understanding and encourage the use of gamification more evenly to ensure that all students can 

experience its benefits in increasing learning motivation and learning outcomes. 

Even though the majority of respondents have experienced the use of gamification in English 

language learning, there are still room for improvement in this regard. Continuous evaluation of the 

Never Rarely Sometimes Often Always
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effectiveness of gamification implementation, as well as providing training to teachers to effectively 

integrate this method in English language learning, can help increase the use of gamification in the 

future. Thus, all students will be able to benefit from the use of gamification in increasing their 

learning motivation and learning outcomes. 

The next question is, How familiar are you with the concept of gamification in learning? With 

the following answer options: Very unfamiliar, Not very familiar, So-so, Fairly familiar and Very 

familiar. With the following analysis results: 

 

 
Figure 2. How familiar are you with the concept of gamification in learning? 

 

Based on the analysis results, the majority of respondents (53.3%) showed a sufficient level of 

understanding of the concept of gamification in learning, stating that they were quite familiar (16 

people) or even very familiar (6 people). However, a small number of respondents (26.7%) 

admitted that they only had a casual understanding of the concept of gamification. This shows that 

there are variations in the level of respondents' understanding of the concept of gamification. Even 

though the majority of respondents are quite or very familiar with this concept, attention still needs 

to be paid to minority groups who only have a casual understanding.  

With some respondents who only have a casual understanding of the concept of gamification, 

efforts need to be made to increase their understanding of the concept. This. More in-depth training 

and information on gamification concepts can help improve their understanding and encourage 

more effective implementation in English language learning contexts. Thus, all students can gain 

maximum benefit from the use of gamification in increasing their learning motivation and learning 

outcomes. 

The next question is, what do you think about the effectiveness of using gamification in 

increasing motivation to learn English? With the following answer options: Very ineffective, Not 

very effective, Neutral, Fairly effective and Very effective. With the following answer results:  

 

Very unfamiliar Not very familiar So-so Fairly familiar Very familiar
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Figure 3. What do you think about the effectiveness of using gamification in increasing motivation 

to learn English? 

 

Based on the results of the answers, the majority of respondents (46.7%) considered the use of 

gamification in increasing motivation to learn English to be very effective, while 36.7% of 

respondents thought it was quite effective. Only a small portion of respondents (16.7%) answered 

neutral regarding the effectiveness of using gamification, while none thought it was not very 

effective or very ineffective. This shows that there is a strong agreement among respondents that the 

use of gamification has a positive impact in increasing motivation to learn English. Thus, these 

results show the great potential of using gamification as a tool to increase students' learning 

motivation in English language learning. 

Next question, Do you feel more motivated to learn English when using learning methods that 

involve game elements? With the following answer options: Very not motivated, Not very 

motivated, Neutral, Somewhat motivated and Very motivated. With the following answer results:  

 

 
Figure 4. Do you feel more motivated to learn English when using learning methods that 

involve game elements? 

 

Based on the results of the answers, the majority of respondents (70%) stated that they were 

very motivated to learn English when using learning methods that involved game elements. As 

Very ineffective Not very effective Neutral Fairly effective Very effective

Very not motivated Not very motivated Neutral

Somewhat motivated Very motivated
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many as 20% of respondents felt quite motivated, while only a small portion (10%) answered 

neutral regarding the motivational influence of using this learning method. No one feels less or very 

unmotivated. These results indicate that the use of game elements in English language learning, as 

done through gamification, is effective in increasing students' learning motivation. Thus, 

gamification can be considered a successful learning strategy in generating students' interest and 

enthusiasm for learning English. 

Next question, what is your experience when using English learning applications that use 

gamification? With the following answer options: Very bad, Bad, Fair, Good and Very good. With 

the following answer results:  

 

 
Figure 5. What is your experience when using English learning applications that use 

gamification? 

 

Based on the results of the answers, the majority of respondents (70%) stated that their 

experience when using English learning applications that use gamification was good to very good. 

A total of 23.3% of respondents felt that their experience was average, while no one felt that their 

experience was very bad or bad. This shows that English learning applications that adopt 

gamification tend to provide a positive experience for their users. However, there was a small 

portion of respondents (23.3%) who considered their experience to be just ordinary. Further 

evaluation can be conducted to understand the factors that lead to this perception and to improve the 

quality of the user experience in the future. Thus, these results illustrate that the implementation of 

gamification in English learning applications tends to provide a good to excellent experience for its 

users, which can support increased learning motivation and learning outcomes. 

Next question, Do you feel more enthusiastic about participating in English learning when 

gamification is used? With answer options: Very not enthusiastic, Not very enthusiastic, Neutral, 

Quite enthusiastic and Very enthusiastic. With the following answer results: 

 

Very bad Bad Fair Good Very good
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Figure 6. Do you feel more enthusiastic about participating in English learning when 

gamification is used? 

 

 Based on the results of the answers, the large majority of respondents (78%) stated that they 

felt very or quite enthusiastic about participating in English learning when gamification was used. 

This reflects that the use of gamification is effective in stimulating students' interest and enthusiasm 

to be actively involved in the English language learning process. However, a small portion of 

respondents (22%) admitted that they felt neutral about the use of gamification to increase their 

enthusiasm. Further evaluation can be carried out to understand the factors that lead to this neutral 

perception, and to improve the quality of students' learning experiences in the future. 

These results indicate that the use of gamification in English learning contexts is likely to 

have a positive impact in increasing students' enthusiasm for learning . This success highlights the 

potential of gamification as an effective tool for creating dynamic and motivating learning 

environments, which can help increase student engagement and overall achievement in English 

language learning. Therefore, implementing this learning strategy can provide significant benefits 

for educational practitioners in achieving more effective and meaningful learning goals. 

 

CONCLUSION  

 Based on the results of the analysis of the six questionnaires conducted regarding learning 

motivation, gamification, and experience of using gamification in English language learning, it can 

be concluded that gamification has a positive impact in increasing students' learning motivation. 

The majority of respondents felt that it was very effective or quite effective in increasing motivation 

to learn English when gamification was used. These results show that the use of game elements in 

learning can be the main driver in creating a fun and motivating learning environment. 

Apart from that, gamification has also been proven to stimulate students' interest and 

enthusiasm for learning English. The large majority of respondents felt very or quite enthusiastic 

about participating in English learning when gamification was used. This shows that gamification is 

able to create an interesting and entertaining learning experience for students, thereby increasing 

their involvement in the learning process. 

However, there is still a small number of respondents who feel neutral towards the concept of 

gamification and its use in learning English. Further evaluation is needed to understand their 

Very not enthusiastic Not very enthusiastic Neutral

Quite enthusiastic Very enthusiastic
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perceptions and identify factors influencing this neutral attitude. In addition, efforts need to be made 

to broaden understanding and encourage a more even application of gamification among English 

Language Education students. Thus, gamification can be considered a promising learning strategy 

in increasing learning motivation and English learning outcomes, but it needs continuous evaluation 

and improvement to maximize its potential use. 
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