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1. Introduction

The rapid development of technology has drastically reshaped educational
practices worldwide, introducing new opportunities and challenges for educators and
learners alike Alabbasi, 2020). Among the most innovative approaches to emerge is
gamification, which incorporates elements of game design into hon-game contexts to
enhance engagement, motivation, and learning outcomes (Deterding et al., 2011). This
novel approach has gained significant attention, particularly in language education,
where it offers a dynamic way to increase student participation and improve language
acquisition (Yang et al.,2020). Gamification has proven to be a promising tool for
enhancing English language learning, an area where effective engagement remains a
persistent challenge (Huang & Soman, 2013).

English proficiency has become a critical skill in today’s globalized world, where
English serves as the dominant lingua franca in international business, communication,
and academia. As such, mastery of the language is essential for students, especially in
Asian countries, where English opens doors to educational, professional, and global
opportunities (Crystal, 2003; Chiu et al., 2018). However, the diverse linguistic and
cultural landscapes of Asia present unique challenges to language learners. With varying
levels of educational resources, teaching practices, and student motivation, English
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learners in Asia often struggle to achieve fluency. In this context, gamification has been
recognized as a potentially transformative approach to engaging students, increasing
their motivation, and improving their overall learning outcomes in English language
education (Nguyen et al., 2020).

While the positive impacts of gamification on student engagement and motivation
are well-documented, its effectiveness in improving actual language proficiency,
particularly in Asian contexts, remains less clear. Numerous studies have reported
positive outcomes associated with gamified learning environments, such as increased
student engagement and improved academic performance (Kaya, 2023; Liu & Lipowski,
2021). Yet, the evidence on how gamification influences language skills, such as
speaking, reading, writing, and listening, remains inconclusive. Some studies have found
that while students are more engaged in gamified environments, their language
proficiency does not always improve in a measurable way (Su & Cheng, 2015).
Additionally, most of the existing research has been conducted in Western educational
settings, which differ significantly from the diverse cultural and pedagogical contexts
found in Asia. This gap highlights the need for more region-specific studies that examine
how gamification can be adapted to the unique challenges and opportunities of English
language learning in Asia.

A deeper examination of the literature reveals several important gaps in our
understanding of gamification’s role in language education (Hwang et al.,2015). Although
gamification has been widely explored in educational research, few studies have focused
specifically on its application within Asian contexts. Much of the existing literature,
including comprehensive reviews by Hamari et al. (2014), provides a broad theoretical
framework for gamification but often overlooks the cultural, technological, and
pedagogical factors that shape its implementation in Asia. Furthermore, while some
studies have explored adaptive gamification (Dichev & Dicheva, 2017), the role of both
intrinsic and extrinsic motivational factors in gamified learning has not been adequately
addressed in the context of Asian classrooms. This gap underscores the importance of
examining how gamification strategies can be customized to align with the cultural and
educational needs of English language learners in Asia.

This systematic review aims to fill these gaps by focusing specifically on the
educational dynamics of Asia, where the integration of gamification presents unique
challenges and opportunities (Sailer et al., 2017). Unlike previous studies that have
approached gamification from a global perspective, this review emphasizes the cultural,
technological, and pedagogical aspects that influence the effectiveness of gamified
learning in Asian classrooms. By considering these contextual factors, this study seeks
to provide a more nuanced understanding of how gamification can be tailored to enhance
English language learning in countries with varying educational systems and levels of
technological access. This regional focus not only contributes new insights to the
literature but also offers practical recommendations for educators, researchers, and
policymakers seeking to integrate gamification into language education in Asia.

The primary goal of this review is to explore the best practices and potential
challenges associated with the integration of gamification into English language
education in Asia. While many studies have documented the positive effects of
gamification on student engagement and motivation, fewer have critically assessed its
impact on language proficiency and long-term learning outcomes (Romsi, 2024; Bhatrti,
2023; Yildirim, 2019). This review will analyze the available literature to identify both the
benefits and limitations of gamification, focusing on key factors such as access to
technology, teacher preparedness, and cultural attitudes toward game-based learning.
In doing so, this study aims to provide evidence-based recommendations for designing
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and implementing gamified learning interventions that can effectively support English
language learners in Asia.

In addition to examining the effectiveness of gamification, this review will also
highlight the specific challenges faced by educators in implementing gamified learning
strategies in Asian classrooms. These challenges include disparities in technological
infrastructure across different regions, variations in teacher training and readiness, and
diverse cultural perceptions of gaming in education (Romsi, 2024; Bharti, 2023).
Addressing these obstacles is critical for creating gamified learning environments that
are both engaging and effective, ensuring that gamification can be successfully
integrated into diverse educational contexts across Asia. This review will provide
recommendations for overcoming these challenges, offering practical strategies that
educators can use to maximize the benefits of gamification for language learners.

2. Method

This study employs a systematic review methodology to assess the impact of
gamification on English language learning among students in Asian countries. The
systematic review follows the Preferred Reporting Items for Systematic Reviews and
Meta-Analyses (PRISMA) guidelines to ensure a comprehensive and transparent
synthesis of the existing literature (Page et al., 2021). Relevant research articles,
classifying them into appropriate disciplinary “fields,” and providing recommendations
and solutions for each field. The approach phases used in this paper are the following
three steps. Figure 1 illustrates the entire process. (Hamuddin et al., 2023).

systematic
what are the
forms of
impact
gamificatio

area
categories

data
collection

Figure 1. Methodology of Research

This study uses two different kinds of research methodologies and is structured as
a systematic review of the literature. The first tool, Publish or Perish, presents the results
of keyword-based searches by automatically searching through several databases
(Crossreff and Scopus). This study used Publish or Perish to gather as many studies as
possible on gamification that were published from 2019 - 2024 using the keywords
"gamification" "Impact " "English Learning" "students," Asia," etc., were added. The
strength of this software is that it can provide the results of hundreds of citations. 1053
studies' worth of raw data were collected. Inclusion and exclusion criteria (Hamuddin et
al., 2023; Shaffril et al., 2018).

Table 1. The inclusion and exclusion criteria

Criteria Inclusion Exclusion
Literature type Journal (research article) Journal (systematic review),
book

Language English Non - English

Timeline Published from 2019 — 2024 <2019

Countries Asian countries Non — Asian countries

Focus studies Studies report on Impact of Studies report does not
Gamification (use terminology) Impact of Gamification

Full text availability Yes No
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Subsequently, the investigators deliberated and determined the inclusion and
exclusion standards, as presented in Table 1. To extract complete research texts and
weed out papers that weren't original research, data from the Publish or Perish program
was thoroughly searched. Figure 2 shows the process of elimination. This research
employed Chat GPT, a second research tool, to examine a huge number of publications.
Researchers quickly searched for Impact gamification in the entire text by using the word
search feature of the PDF Al qualitative data analysis (QDA) computer software suite.
Researchers employed Hsieh and Shannon's (2005) traditional content analysis method
to examine paper data collecting. Content analysis was first approached conventionally
by Hsieh and Shannon (2005). Researchers can directly and inductively build categories
from raw data using the standard methodology of content analysis methods, which was
pioneered by Hsieh and Shannon (2005) into an open method for comprehending
thousands of data. This study encodes the discovered phrases into notes that contain all
references to a specific kind using Chat GPT. These references are examined in further
detail to group them into the appropriate disciplinary "fields" and assess how gamification
affects each one. These actions make up the methodological section of the paper's
analysis of the impact of gamification.

IDENTIFICATIO Records identified through database Records identified through Scopus (n =
N searching in Crossreff (n= 1000) 53)

Total records in the screening process Duplicate (n =91)

(n= 1053:
SCREENING

PROCESS

Record excluded (n= 615) excluded

Records after screening process (n= which are systematic reviews such as
962) books, chapters in books, non-English,

and published below <2019

Non Full text article excluded with

[ /
[ reason (n = 319) excluded which are not

ELIGIBILITY
ASSESSMENT

Full text article eligibility (n= 347) included in the impact of gamification for

—»

students, which are not included in Asian
countries (where the research was

conducted).

\. J

Report of included studies (n=29)

QUALITY
APPRAISAL

Figure 2. The flow diagram of the study.
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3. Result
Table 2. The Finding
No  Author Title Journal Year
1.  Saleh Alharthi Assessing Kahoot's Impact on  Tesol 2020
Efl Students’ Learning International
Outcomes Journal
2. Anas Jebreen Students’ Achievement in A Jiterrisearch 2023
Atyeh Husain Flipped Database

Management Course: The
Impact of Flow Theory
gamification Elements

3.  Omer Sami Kaya The Impact of Applying Education and 2023
Challenge-Based Gamiication  Information
Program On Students’ MBSl
Learning Outcomes: Academic
Achievement, Motivation
and Low

4.  Dr. Sabahat Enhancing Language Learning Pakistan 2023
Parveen, Anam in The Classroom: The Impact Languages and
Ikhtiar of Gamification Humanities

Review

5. N. H.Z. Abidin, S. An Empirical Research of International 2019
Ahmad, M. A. Gamification Impact in Journal of Recent
Kardri, N. L. Saad Learning Mathematics Technology And

Engineering (ljrte)

6.  Aprianoto, Impact Of Online Games and Jurnal limiah 2022
Fathurrahman Students' Learning Interest on  Mandala
Imran English Learning Achievement  Education (Jime)

7. Punyawee Capturing Potential Impact of Heliyon 2021
Anunpattana Et Challenge-Based Gamification
Al.

8. Rabea Ali, The Impact of Gamification World Journal of 2022
Mohammed “Kahoot App” In Teaching English Language
Abdalghane English for Academic

Purposes
9. Mengil Sun A Meta-Analysis of The Impact Scienspg 2023

of Gamification of Learning on
Learning Outcomes In Science
Education: Based On 34
Experimental And Quasi-
Experimental Studies
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10. Esmaell Designing Game Techniques International 2019
Fadakarzadeh, and Specific Exercises for Journal of
Mohammadtaghi  English Language Teaching Psychosocial
Zare Shehneh, Rehabilitation
Hamideh
Mirshamsi, Naser
Mohammadi
Ahmadabadi

11. Anas Jebreen Students’ Achievement in A Journal Of 2023
Atyeh Husain, Flipped Database Information
Abdelhafez Management Course Technology
Qasem Al- Education:

Shayeb, Fayez Research
Saleem Khazalah

12. Sharifah Kuraisya The Covid-19 Pandemic and International 2021
Syed Ibrahim, Siti  Its Impact on Gamification Journal of
Munirah Within Esl Virtual Classrooms  Academic
Kamaruddin, Research In
Melor Md. Yunus, Business And
Harwati Hashim Social Sciences

13. Erica Peters Do A Study on The Impact of 2020 leee 20th 2020
Carmo, Elaine Gamification on Students’ International
Harada Teixeira Behavior and Performance Conference on
De Oliveira, Ana Advanced
Carolina Tomé Learning
Klock, Isabela Technologies
Gasparini (Icalt)

14. Taofeng Liu, Sports Gamification: International 2021
Mariusz Lipowski  Evaluation Of Its Impact on Journal of

Learning Motivation and Environmental
Performance Research and
Public Health

15. Gamze Mercan, Investigating The Impact of Journal Of 2023
Zumrat Varol Game-Based Learning and Interdisciplinary
Selguk Gamification Strategies Education:

Theory and
Practice
16. Sridevi Nair, Jain  Evaluation Of a Gamified Revista 2021
Mathew Learning Experience: Analysis Conhecimento
of Factors Impacting Online
Effectiveness
17. Hiba Qureshi The Impact of Gamification Pakistan 2023
Tools on Reading Languages and
Comprehension Skills: A Humanities

Comparative Study of Kahoot!
Quizizz And Bamboozle of
English Language Learners

Review (Plhr)
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18. Siok Ee Pek, Learning To Design Through Research Article 2021
Joyce Hwee Ling  Character Identification Using
Koh A Gamification Learning App
19. Maria Pineda- Impact Of Video Games Sustainability 2023
Martinez, David Gamification and Game-Based
Llanos-Ruiz, Learning on Sustainability
Paula Puente- Education
Torre, Miguel
Angel Garcia-
Delgado
20. Anh Tuan Pham The Impact of Gamified Contemporary 2023
Learning Using Quizizz On Esl  Educational
Learners’ Grammar Technology
Achievement
21. Tatli Et At., Impact Of Gamification International 2023
Applications on Students' Journal of
Attitudes Towards Lesson and  Contemporary
Procrastination Behaviors Educational
Research
22. Laura Guerrero Exploring If Gamification Research Article 2024
Puerta Experiences Make an Impact
on Pre-Service Teachers
23. Abdur Romsi Empowering Slow Learners: International 2024
Gamification’s Impact on Journal of ljiet
Students’ Engagement and
Academic Performance in An
Lms for Undergraduate
Students
24. Nuno Tavares The Use and Impact of Game- Nurse Education 2022
Based Learning on Nursing Today
Undergraduate Students
25. Anthony Gerber The Impact of Escape Room Medical Science 2022
Gamification Using A Educator
Teleconferencing Platform On
Pharmacy Student Learning
26. Meghashree Gamification Impact of The Journal Of 2022
Uppalike Human Organization Games, Game
Art, And
Gamification
27. Alkinoos-loannis  Adaptive Gamification in Mdpi Computers 2023

Zourmpakis

Science Education: An
Analysis of The Impact of
Implementation and Adapted
Game Elements on Students’
Motivation
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28. Mohit Kumar Exploring The Impact on ljfmr 2023
Bharti Student’s Motivation and
Learning Outcomes in
Secondary Education

29. Ferdian Aditya Rimigs: The Impact of Indonesian 2021
Pratama at al., Gamification on Students’ Journal Od
Motivation and Performance in  Electrical
Programming Class Engineering and
Computer
Science

3.1 Thematic analysis on Impact gamification in language learning for students in
Asia countries

a. Increased Motivation and Engagement

Gamification has been widely recognized for its ability to enhance motivation and
engagement among students in various educational contexts. The integration of game
elements into the learning process creates a dynamic and interactive environment that
encourages active participation and sustained interest in the subject matter. This section
analyzes thematic data on increased motivation and engagement from key experts,
supported by insights from the 29articles reviewed.

The use of gamification in language learning, particularly through platforms like
Kahoot! has shown to significantly boost student engagement. For instance, Alharthi
(2020) reported that gamification creates opportunities for EFL students to enhance their
learning experiences while fostering necessary skills for classroom challenges. The
integration of social gaming elements allows students to interact and collaborate, thus
enhancing their overall engagement (Alharthi, 2020, p. 37).

Furthermore, studies have demonstrated that gamification positively impacts
students' concentration and motivation. The use of tools like Kahoot! has been found to
motivate learners to focus on specific language areas they aim to improve, thereby
encouraging deeper engagement with course content and peer interaction (Alharthi,
2020, p. 51). Similarly, in a study by Qureshi (2023), students reported that gamification
tools like Kahoot! Quizizz, and Bamboozle made learning more exciting and motivating,
which in turn improved their reading comprehension skills (Qureshi, 2023, p. 181-195).

The impact of gamification on motivation is further supported by the work of Ibrahim
et al. (2021), who found that gamification within ESL virtual classrooms during the
COVID-19 pandemic significantly increased students' motivation and engagement. The
study highlighted that gamification made the learning process more enjoyable and
helped maintain students' interest in the face of remote learning challenges (Ibrahim et
al., 2021, p. 268-277).

Moreover, the application of gamification has been shown to improve classroom
dynamics. According to Alharthi (2020), the use of Kahoot! shifted the classroom
environment from teacher-centered to student-centered, thereby supporting active
participation and engagement among students (Alharthi, 2020, p. 51). This shift not only
enhances student motivation but also promotes a more collaborative and interactive
learning experience.

In terms of academic performance, Husain et al. (2023) noted that gamification
elements like points and leaderboards were effective in increasing student participation
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and interaction during in-class activities, making the learning process more dynamic and
competitive. This increased engagement led to better academic performance in gamified
flipped classroom settings compared to traditional methods (Husain et al., 2023, p. 409-
428).

The findings from these studies consistently show that gamification significantly
enhances student motivation and engagement in language learning. By incorporating
game elements such as competition, collaboration, and instant feedback, educators can
create a more interactive and enjoyable learning environment that encourages active
participation and sustained interest in the subject matter. The positive impact of
gamification on motivation and engagement is evident across different educational
settings and contexts, suggesting that this approach can be broadly applied to improve
learning outcomes.

The increased engagement and motivation observed in these studies can be
attributed to the intrinsic motivational factors inherent in game-based learning. The
elements of challenge, reward, and social interaction inherent in gamification align well
with students' natural tendencies towards competition and collaboration, thereby
fostering a more engaging and effective learning experience.

In conclusion, the incorporation of gamification in language learning significantly
enhances student motivation and engagement by making learning activities more
interactive and enjoyable. The immediate feedback and sense of accomplishment
provided by game mechanics align with motivational theories that emphasize the
importance of autonomy, competence, and relatedness. This approach not only keeps
students engaged in the short term but also promotes long-term educational success by
fostering a sustained interest in learning. Therefore, educators should consider
integrating gamification strategies to create a more engaging and effective language
learning environment.

b. Improvementin Language Skills

Gamification positively impacts various language skills, including vocabulary
retention, spelling accuracy, pronunciation, grammar, and reading comprehension.
These improvements can be attributed to the engaging nature of gamified activities,
which make learning more effective and enjoyable.

Studies have shown that the integration of gamification into language learning
significantly enhances students' proficiency across multiple language skills. According to
Parveen and lkhtiar (2023), gamified activities improve vocabulary retention, spelling
accuracy, pronunciation, grammar, and reading comprehension due to the interactive
and enjoyable nature of these activities (p. 849). The interactive elements of gamification,
such as rewards, badges, and progress tracking, provide immediate feedback, fostering
a sense of accomplishment and encouraging continuous progress (Increasing on
Student Motivation and Engagement, 2024, p. 3). This aligns with the findings of Parveen
and Ikhtiar (2023), who reported that students exposed to gamified learning
environments showed higher academic performance, better retention of course content,
and a deeper understanding of complex concepts (p. 85).

The enhancement of language skills through gamification can be attributed to
several key factors (Huotari & Hamari, 2012). First, the immediate feedback provided by
gamified activities allows students to quickly identify and correct their mistakes, leading
to improved accuracy in spelling and grammar. The repetitive nature of gamified tasks
helps reinforce vocabulary retention, while the interactive and often auditory components
of these games support better pronunciation and listening skills. Additionally, the
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competitive and engaging nature of gamification keeps students motivated and focused,
which is essential for effective reading comprehension and overall language proficiency.

Gamification emerges as a powerful tool in language education, offering a
multifaceted approach to improving language skills. By making learning more interactive
and enjoyable, gamified activities not only enhance students' academic performance but
also foster a more engaging and supportive learning environment. This suggests that
educators should consider integrating gamification into their teaching strategies to
leverage its benefits for language learning. The findings underscore the potential of
gamification to transform traditional language instruction, making it more dynamic and
effective for students.

c. Collaborative Learning

The integration of gamification in language learning has shown significant positive
impacts on collaborative learning among students. Gamification techniques, which
incorporate elements of game play such as point scoring, competition, and rules of play,
have been demonstrated to enhance engagement and foster collaborative learning
environments. For instance, the use of digital games and gamified platforms in language
education encourages students to work together, share ideas, and support each other's
learning, thus enhancing their collaborative skills.

A study on the use of Kahoot! in EFL classrooms highlighted that the platform not
only improved individual learning outcomes but also promoted collaborative learning
among students. The competitive nature of Kahoot! encouraged students to engage with
each other, fostering a sense of teamwork and collaboration (Alharthi, 2020, p. 49).
Similarly, the use of gamified quizzes in the classroom has been shown to increase
student interaction and engagement, providing opportunities for students to collaborate
and learn from each other (Anunpattana et al., 2021, p. 2; Wang & Tahir, 2020).

Moreover, the implementation of gamified learning environments has been found
to positively influence students' attitudes towards collaboration. Studies have shown that
students who participate in gamified learning activities are more likely to exhibit positive
attitudes towards working with their peers. For example, the integration of game
elements such as challenges and rewards in the learning process can motivate students
to collaborate more effectively, leading to better academic outcomes (Parveen & lkhtiar,
2023, p. 852).

In the context of language learning, gamification has also been linked to improved
communication and teamwork skills. By participating in gamified activities, students
develop their ability to communicate and collaborate with others in a meaningful way.
This is particularly important in language learning, where communication is a key
component of the learning process. The use of gamified learning apps, for example, has
been shown to enhance students' collaborative skills by providing a platform for them to
engage in interactive and cooperative learning activities (Pek & Koh, 2021, p. 3).

The findings suggests that gamification not only makes learning more enjoyable
but also creates a more interactive and collaborative learning environment. This
interactive environment encourages students to support each other's learning, leading to
a more cohesive and collaborative classroom dynamic. The incorporation of game
elements such as leaderboards, points, and badges can further enhance this
collaborative spirit by creating a sense of shared goals and mutual support among
students.

In conclusion, the use of gamification in language learning significantly enhances
collaborative learning by promoting student interaction, engagement, and teamwork.
This approach not only improves individual learning outcomes but also fosters a
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supportive and collaborative learning environment, making it a valuable tool in modern
education. The positive impact of gamification on collaborative learning highlights the
potential of this approach to transform traditional educational practices and create more
dynamic and engaging learning experiences for students.

d. Enhanced Classroom Dynamics

The impact of gamification on classroom dynamics has been significantly positive,
transitioning from traditional teacher-centered models to more engaging, student-
centered learning environments (Lee & Hammer, 2019). According to Saleh Alharthi
(2020, p. 51), the use of Kahoot! in language classrooms not only increased student
engagement but also shifted the focus from the teacher to the students, fostering a more
interactive and collaborative learning atmosphere. This transformation aligns with
findings by Topirceanu (2017), who emphasized that gamification is crucial for creating
student-centered learning environments.

Further supporting this, Carmo et al. (2020, p. 84) highlighted that gamification
encourages students to interact more with each other, enhancing social skills and
classroom dynamics. Students reported that gamified learning tools made lessons more
enjoyable and engaging, which in turn improved their overall learning experience
(Anunpattana et al., 2021, p. 6). This increase in enjoyment and engagement was also
noted by Qureshi (2023 p. 272), who found that tools like Kahoot! and Quizizz
significantly boosted students' motivation and participation in class activities.

Moreover, gamification has been shown to enhance specific language skills. For
example, Alharthi (2020, p. 49) reported improvements in spelling and writing skills
among students using Kahoot! These findings are consistent with those of Parveen and
Ikhtiar (2023, p. 849), who observed that gamification strategies helped students improve
their vocabulary and pronunciation through interactive games like Hangman and word
ladders.

In addition to language skills, gamification also positively impacts students'
engagement and concentration. Abidin et al. (2019 p. 1) found that the use of
gamification in mathematics classes led to higher student motivation and better
academic performance, suggesting that similar effects can be expected in language
learning contexts. Similarly, Anunpattana et al. (2021 p. 1) noted that challenge-based
gamification increased student engagement and motivation, which contributed to
improved learning outcomes.

In conclusion, the integration of gamification in language learning not only
enhances classroom dynamics by fostering a more interactive and student-centered
environment but also significantly improves student engagement, motivation, and
specific language skills. These findings underscore the potential of gamification as an
effective pedagogical tool in language education, particularly in enhancing the overall
learning experience and academic performance of students in various educational
contexts.

4. Discussion

The primary aim of this study was to evaluate the impact of gamification on English
language learning among students in Asian countries. The major findings revealed that
gamification significantly enhances student motivation and engagement, improves
various language skills, and fosters collaborative learning. Specifically, incorporating
game mechanics such as rewards, badges, and progress tracking into educational
activities has transformed traditional learning into more interactive and enjoyable
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experiences, ultimately leading to improved educational outcomes (Parveen & Ikhtiar,
2023).

The findings of this study highlight the transformative potential of gamification in
education. By integrating game mechanics into the learning process, students are placed
in a more engaging and motivating environment. This is crucial because increased
engagement and motivation are directly linked to better learning outcomes, particularly
in language education where continuous practice and active participation are essential
(Deci & Ryan, 2000). The immediate feedback provided by gamified activities fosters a
sense of accomplishment and competence, which are critical components of intrinsic
motivation (Kim, 2015). As a result, students are more likely to persist in their learning
efforts, leading to improved language skills such as vocabulary retention, spelling
accuracy, pronunciation, grammar, and reading comprehension (Parveen & Ikhtiar,
2023).

The positive impact of gamification on student engagement and learning outcomes
is well-documented in the literature. For example, Alharthi (2020) found that using
Kahoot in EFL classrooms improved classroom dynamics by creating a more interactive
and collaborative environment. Similarly, Pham (2020) highlighted the effectiveness of
gamified learning platforms like Quizizz in promoting teamwork and social interaction.
These findings align with the results of this study, demonstrating that gamification not
only enhances individual student motivation and language skills but also fosters a
supportive and collaborative learning environment.

These results are in line with several similar studies. Parveen and Ikhtiar (2023 p.
848) found that gamification turns learning activities into more interactive and enjoyable
experiences, maintaining student interest and motivation. Likewise, Husain et al. (2023
p. 85) reported that gamified flipped classrooms demonstrated higher academic
performance and retention of course content. These findings are consistent with Self-
Determination Theory, which emphasizes the importance of autonomy, competence, and
relatedness for intrinsic motivation (Deci & Ryan, 2000). Other research, such as Ali &
Abdalghane (2022 p. 19), also highlights the positive impact of gamification on student
motivation and learning outcomes. Although these findings strongly support the benefits
of gamification, it is important to consider alternative explanations. One possibility is that
the novelty of gamified learning activities may temporarily increase student engagement
and motivation (Sanchez et al., 2021). Once the novelty wears off, the impact may wane.
Additionally, students who are already interested in games and interactive technology
may show more significant improvement than students who are less interested in those
methods. Therefore, the effectiveness of gamification may vary depending on students'
individual preferences and previous experiences with technology-based learning tools
(Huang & Soman, 2013).

This study has several limitations that must be acknowledged. First, the data was
collected from research published between 2019 and 2024, which may not capture long-
term trends or changes in the effectiveness of gamification. Second, this study mainly
relied on self-reported data, which may introduce bias. Third, this study relied on
published literature, which may have introduced publication bias, as positive results are
more likely to be published than negative or inconclusive results. Future research should
address these limitations by including larger and more diverse samples, using objective
measures of learning outcomes, and conducting longitudinal studies to evaluate the
ongoing impact of gamification (Sun, 2023, p. 3). (Shaffril et al., 2018) Future research
should address these limitations by including a broader range of studies over a longer
period and from diverse geographic locations. These findings are consistent with existing
literature on the benefits of gamification in education. For example, Parveen and Ikhtiar
(2023) found that gamification increases student engagement and motivation by making
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learning activities more interactive and fun. Similarly, McFadden et al. (2017) reported
that gamification strategies improved language skills through immediate feedback and a
sense of accomplishment. The collaborative aspect of gamification, highlighted in
Alharthi (2020) and Pham's (2020) research, further supports the idea that gamified
learning environments encourage social interaction and teamwork, thereby enhancing
the overall learning experience.

Future research should explore the long-term effects of gamification on student
learning outcomes and motivation. Longitudinal studies are needed to determine
whether the initial benefits of gamification can be maintained over time. In addition,
research should investigate the impact of different types of gamification elements on
different aspects of learning and identify the most effective combinations. It is also
important to examine the differences in the impact of gamification on diverse student
populations, including those who have different levels of understanding of digital games.
Finally, integrating qualitative methods, such as interviews and focus groups, can provide
deeper insight into students’ experiences and perceptions of gamified learning
environments (Nair & Mathew, 2021, p. 15; Zainuddin et al., 2020).

To build on the findings of this study, future research should explore the long-term
impact of gamification on student motivation and language learning outcomes.
Longitudinal studies can provide insight into whether the benefits of gamification will
persist over time or wane when the novelty wears off. Additionally, research should
investigate the impact of gamification across various educational contexts and student
demographics to determine its generalizability and effectiveness across a variety of
situations. Finally, integrating qualitative methods, such as interviews and focus groups,
can provide deeper insight into students' experiences and perceptions of gamified
learning environments (Nair & Mathew, 2021, p. 15).

5. Conclusion

This systematic review provides a comprehensive analysis of the impact of
gamification on English language learning among students in Asian countries. The
findings reveal that gamification significantly enhances student motivation, engagement,
and various language skills, including vocabulary, spelling, pronunciation, grammar, and
reading comprehension. Notably, gamification shifts the classroom dynamic from
teacher-centered to student-centered, promoting active participation and collaboration.
The study highlights the novelty of examining gamification within the specific cultural and
educational contexts of Asia, offering localized insights that contribute to the broader
educational technology literature. Despite the positive outcomes, the review identifies
gaps regarding the long-term effects and cultural adaptability of gamification, suggesting
a need for further research to optimize its implementation across diverse settings. The
implications of this study are substantial, indicating that integrating gamification into
language curricula can transform traditional educational practices, making learning more
engaging and effective. Educators and policymakers should consider these findings to
enhance English language education, thereby equipping students with essential skills for
academic and professional success in a globalized world. Future research should focus
on longitudinal studies and explore the impact of gamification across various educational
contexts to fully realize its potential in language learning.
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