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ABSTRACT

Sincegamificationhasstrengtheneditsplaceineducationovertheyears,itisfrequentlypreferredin
EnglishasaSecondLanguagelearning.Thisstudyaimstoinvestigatetheliteratureontheeffectsof
gamificationonstudents’Englishlearningasasecondlanguageandthetendencyofstudentstouse
gamestolearnEnglishasasecondlanguage.Thisreviewcontainsasystematicreviewofpublished
articlesaboutgamification inEnglishasaSecondLanguage learning for learnersagedbetween
11-18from2013to2020.ThestudywasdesignedaccordingtothespecificationsofthePRISMA
2009checklist.Acombinationofwordsrelatedtogamification,game-basedlearning,Englishasa
SecondLanguage,andsecondaryschoolwasincludedasasearchstrategy.Afterselection,10research
articleswritteninEnglishwerereviewed.Theirresultsindicatedthatthegamesenhancethefun,
raisestudents’motivation,andboosttheirparticipationwhilehelpingtheirautonomouslearning.
Thisreviewincludessuggestionstosupportplanninggame-basedEnglishlessons.
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INTRodUCTIoN

Gamification is getting popular in second language learning. Gamification is an approach for
empoweringusers’motivationswhileengagingandhelpingthemenjoythemselves incomputer-
mediated and non-gaming environments (Seaborn & Fels, 2015). The concept of gamification
comprisesgameelements(badges,points,awards,etc.),systematicandartisticgamedesigns,and
non-gamecontext.Thetargetobjectivesofitarenotfocusedonjusthavingenjoymentorfun.Both
ofthemareincludedinthelearningprocesswhilestudentsareexperiencinggames(Flores,2015).
AccordingtoTivarajuetal.(2018),usingeducationaltechnologyinEnglishlanguageclassrooms
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(viaagame-basedonline learningplatformcalledKahoot!) fosteredpositiveattitudes, increased
studentmotivation.ItallowedbetterperceptionsandexpectationsoflearnerstowardEnglishlearning
forthefuture.Also,MorthyandAbdulAziz(2020)suggestthatlanguagegamesenablestudents
tolearnthetargetlanguageinanon-threateninglearningenvironmentsuccessfully.Additionally,
gamificationmaypromotestudents’learningpractice,alsousinggamesinclassesisadvantageous
forstudents(Barabetal.,2009).Itcanbeutilizedataboutalllanguagelevelsandages.Students
mayimprovetheir21st-centuryskills,includingliteracy,speaking,listening,criticalthinking,digital
literacy,andproblem-solvingskills.Learnerautonomyincreasessincestudentscancorrectthemselves
withlowstress.Theyprogressbylearningattheirownpace(Maloney,2019).AccordingtoAydın
(2014),studentsparticipatemoreeffectivelybycreatingabasisformeaningfulinputsthankstothis
meaningfulcommunicationinforeignlanguageeducationcreatedbydigitalgames.Sincethereare
reviewstudiesexaminingEnglishlearningwithgamesonelementaryandhighereducationlevels,
therewasnoreviewstudyonsecondaryschoollevelwhosestudentsareagedbetween11and18
in several countries.The InternationalStandardClassificationofEducation classifies secondary
educationasISCED2(lowersecondaryschool)for12–15-year-old-studentsandISCED3(upper
secondaryschool)for15–18-year-old-students(ISCED,2011).Thistimespaniscriticaltoreinforce
andelaborateEnglishlearning.Forthisreviewstudy, thestudiesofthoseparticipantswhowere
11-18-yearsoldwerechosenassecondaryschoolagerangessoasnottolosedatabecauseofthe
age.Secondaryschoolspreparestudentsforhighereducation,anditisnecessarytolearnEnglish
fortheirresearch.Therewasnometa-analysisaboutgamificationinEnglishasaSecondLanguage
Learning(ESLL)forsecondaryschoolstudentsagedbetween11and18.

Themainaimof this review is to systematically review the studiesonobservationalproofs
detailedontheesteemofgamesinlanguagelearning,includingitsprosandcons.Withthisaim,
thestudiesfocusingontheeffectsofgamificationon11-18-year-oldstudentsandtheirlearningand
theirtendencytousegamestolearnEnglishasasecondlanguage(ESL)werereviewed.Therefore,
theresearchquestionsare:

1. Whatistheliteraturetendencyof11-18-year-oldstudents’gameusagetolearnEnglishasa
secondlanguage?

2. Howdoesgamificationaffect11-18-year-oldstudents’learningEnglishasasecondlanguage?

METHod

Thisstudyisdesignedasasystematicreviewtohelpteachersseegamificationeffectsinclassrooms.
AccordingtoGozcuandCaganaga(2016),pedagogically,gameshaveanextraordinaryvaluefor
SecondLanguageTeacherswithnumerousadvantages.Asystematic reviewstudy investigatesa
questioncommonlyemanatedfromapracticeorpolicyproblem(Denyer&Tranfield,2009).As
a systematic review study, it examines and tries to reacha clearunderstandingof the effectsof
gamificationonsecondarylevelstudents’learningofEnglishasasecondlanguage.

Protocol and Registration
When the literaturewassearched,Dehghanzadehetal. (2019)publishedasystematic reviewon
utilizinggamificationtobolsterlearningESLrecently.Theirreviewwasusedasatemplatetodevelop
theprotocolandtableforthereview.Thereviewprotocolwasgeneratedwiththespecificationsof
thePRISMAchecklist(Moheretal.,2009).Thereviewstatesthatbythedevelopmentoftechnology,
learnersfromdifferentcountriesneededtolearnESLL,andthissituationrequiredadvancedlearning
methods,includingreal-lifesituations.Gamificationineducationengagesstudentswhilecreating
afun,enjoyable,andtriggeringlearningenvironment.Butthecurrentreviewresearchdiffersfrom
Dehghanzadehetal.’s(2019)studyintermsofstudents’ages,daterange,andgamificationelements.
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Eligibility Criteria
Inthedatabasesearch,asinclusioncriteria,paperspublishedinascientificjournalclearlydescribed
atleastonegamificationelementanditsresultsinESLLclasseswith11-18-year-oldstudents.As
exclusioncriteria, thesis,books,conferencepapers,preprints, frameworks, studentessays,meta-
analysis,reviews,andarticlesaboutdifferentmajors,languages,primaryschool,andhighereducation
levelsare listed.Anotherexclusioncriterion isnot including thepapers focusingoneducational
technologiesand/ortechnologicaltoolsandteachingcultureexceptgamification.

Information Sources
In this review, electronic databases were searched between 31st March and 27th April 2021.
EBSCOhost,ERIC,Dergipark, andGoogleScholarwere searched in termsof education.These
electronicdatabaseswere chosenas theyare frequentlyusedbyeducators (Alliant International
University, 2017). McCormick (2013) stated that gamification turned into a buzzword with
practitionersfrommanyfieldshasteningtoadopttheconcept.Inthesameyear,moregamification
researchwasconductedafterGamification2013,heldattheUniversityofWaterlooStratfordCampus
(GrowthEngineering,2019).Journalspublishedin2020areresearchablesince2021istheyearthat
hasnotfinishedyet.Therefore,theresultswerefilteredbychoosingyearsbetween2013-2020.

Search Terms
Gamificationisanotionoutsideofseriousgames,asitappliesfull-fledgedgameplaywithoutgame
elementstoanon-gameenvironment.Game-basedlearningalsoappliestofull-fledgedgames(Fatta
etal.,2018).Therefore,searchtermsincludegamification,ESLL,gamificationineducation,game-
basedlearning,gamificationinESLL,andsecondaryschool.Game-basedlearningandgamification
werechosenaskeywordssinceresearcherswereusingthemintheirarticles.Itaimstodrawthe
bigpictureofgamificationinEnglishasasecondlanguagelearninginsecondaryeducationaged
between11and18.Additionally,themeaningsofthesewordswereclosetoeachotherandcould
beusedinterchangeably.

Study Selection
Thepapershadbeenidentifiedbythesearchtermsfromthedatabases.Alltermsandphrasesare
searchedinalldatabasesonebyonewithdifferentsearchcombinations.Firstofall,“gamification”
and“ESLL”then“gamificationineducationorgame-basedlearning”,atlast,“gamificationinESLL
secondaryschool”termsweresearchedrespectively.Asingleresearcherperformedthesearch,which
resultedin624studiesbytitle.Thepaperswerefilteredbetween2013-2020,researchtypes,school
grades,topics,andmajors.Intheend,tenstudiesmetthecriteria.

EBSCOandDergiparkweredeterminedasthedatasourcesinthefirstplace.However,therewere
noresultsthatarerelatedto“GamificationandESLL”,“Gamificationineducation”,“Game-based
learning”,and“GamificationinESLLsecondaryschools”.Formerly,“GamificationandESLL”were
searchedtogetherinERIC.Onestudywasfoundineachresult,andtheotherstudieswereeliminated
duetotheirschoolgrades(primaryschoolandhighereducation).“Gamificationineducation”or
“game-basedlearning”weresearchedbyusingtheERICdatabase.71studieswerefound.26ofthem
wereabouteducationinESLL,buttwowereaboutpreschool,6wereaboutprimaryeducation,and
18wereforhighereducation.InGoogleScholarsearch,“Gamificationineducation”or“game-based
learning” termsweresearched,and therewasahugeamountofstudies.Therefore, thesearched
termwasspecifiedas“GamificationinESLLsecondaryschools”.From483results,255ofthem
wereacademicdissertations,2ofthemweremeta-analyses,1ofthemwaspreprint,1ofthemwas
aboutascale,2ofthemwerebooks.Afterpublicationelimination,itwaseliminatedagaindueto
schoolgrades,8ofthemwereaboutprimaryschool,and33ofthemwereaboutteachingathigher
educationlevel.49studieswereabouttechnology,applications,ortools,buttheywerenotfocused
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ongamificationineducationorlanguageclasses.27ofthemwereaboutteachingculture,whichis
outofgamification.Intotal,tenstudiesmetthecriteria.SeedetailsinTable1.

data Collection Process
Datawerecomprisedof10studies.“Zotero”and“PublishorPerish7”programswereusedtomanage
thedataasCVS.

Table 1. Keywords, scanning steps, elimination, and its reasons

Keyword First 
scanning

After 
elimination Elimination reason

Gamification+ESLL(ERIC) 1 0 Highereducation

Gamification+ESLL
(EBSCO-AcademicSearchUltimate) 1 0 AboutPrimarySchool(7-10yearsold)

Gamificationineducationorgame-based
learning(ERIC) 71 0

Science/STEM:9
Management:1
Preschool:2
HigherEducation:18
PrimaryEducation:6
Writing/Turkish:1
P.E./Health:2
GeneralEducation/Instructionalusage:16
Politics:1
Maths:1
SocialStudies:4
Business/Marketing:3
ComputerSciences:2
German:2
Russian:1
French:1
Music:1
SpecialEducation:1

GamificationinESLLsecondaryschool
(GoogleScholar)
2013-2020

483 10

Maths/Geometry:6
Science:4
Business:2
Economy:1
Thesis:255
StudentEssay:2
Book:2
Preprint:1
Conference:16
HigherEducation:33
PrimarySchool:8
Review:23
Meta-analysis:2(highereducation)
Framework:18
Medical/Health:1
Psychology:1
Literature/Essays:17
Tech/Tools(Notfocusedongamification
ineducation):49
Teachingcultureoutofgamification:27
Malay:1
Urdu:1
Chinese:1
Scale:1
Military:1
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data Items
Data items were paid attention to that included up-to-date, solution-oriented, everyday learning
experiences.Therefore,theyweresoughtduetovariablesrelatedtotheyearofpublication,aims,
authors,publicationsources,researchquestions,learningenvironment,methodology,datacollection
method, duration, data analysis method, sampling, gamification elements, learning experiences,
learningoutcomes,results,andrecommendations.

Risk of Bias in Individual Studies, Across Studies, and within Studies
Themethodsandresultsofthestudieswereexamined.Whileexaminingthestudies,itwasseenthat
themethodsandresultswerecarriedouttopreventbias,consideringtheriskofbias.Thestudieswere
carriedoutinrandomlyselectedschoolsandclasses,andtheresultsweremeasuredwithpre-tests
andpost-tests.Therewasnobiasinthearticlessincetheyhadclearfindingsandresults.

Tenstudiesforreviewwereexaminedwiththeanalysistablebyoneresearcher.Theresearcher
paidattentiontotheappropriatenessofmethods,designs,relevancytotheagerange11-18inthe
lightofresearchquestions.Thesecondresearcheroverviewedtheresultsandconfirmedtheanalysis
ofthefirstresearcher.Therewasnobiasacrossstudiessincetheywerefromdifferentcountriesand
classes,includingresults.

Synthesis of Results
Inthisreview,therewasnometa-analysis.Noeffectsizecalculationswereencounteredinthestudies.

RESULTS

Study designs
Inthetenstudies,differentresearchdesignswererepresented.Someofthemusedquasi-experimental
studydesigns(n=2),andoneincludedqualitativeresearchdesign(n=1).Someofthemusedquantitative
(n=2),whileotherschoseexperimentalstudies(n=2),oneofthemwasadescriptivecasestudy(n=1),
whileoneofthemusedactionresearch.Anotheroneusedapre-experimentaldesign(n=1).Ingeneral,
10studiesaredesignedasquantitativeresearchmethodologies,1ofthemalsoincludedqualitative
design.8ofthestudiesareexperimental,and2ofthemarequantitativestudydesigns.

Sampling in the Studies
Samplinginthestudieswasdifferentiated.Quasi-experimentalstudiesincluded30and70participants.
Acombinationofquasi-experimentalandqualitativeresearchincluded22and30students,andasa
controlgroup,20studentshadjoined.Oneofthequantitativestudiesincluded30participantslike
anotherexperimentalstudy,andanotherquantitativestudyincluded63participants.Thedescriptive
casestudy(n=13),thepre-experimentalstudy(n=16),theexperimentalstudy(n=174),andtheaction
research(n=40)wereimplemented.

Summary Measures, data Collection, and Analysis
The studies used questionnaires, pre-tests, post-tests, t-tests, ANCOVA, and frequency count as
measuresoftheindividualstudiesexaminedforthisresearch.Datacollectionmethodsmainlyincluded
pre-testsandpost-tests,especiallyforexperimentalandquasi-experimentalstudies.Oneofthestudies
hadaface-to-faceinterview,while2ofthemincludedquestionnairesadditionally.4ofthemonly
usedquestionnairestocollectdata.Fiveofthestudiesusedpre-testsandpost-tests.

Results of Individual Studies
Inthereviewedstudies,theresultsofpre-testsandpost-testsareshared.Inoneofthestudies,most
participantshadbettergradesandimprovedthemselvesingrammarlearning.Inanotherstudy,the
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participants’vocabularylevelsincreasedafterplayingpaper-basedorcomputergames.Gamification
failed to improvestudents’ skillswhen it comes toargumentativewriting,although itmotivated
students.Gamificationhelpedstudentslearngrammarasawhole,anditsadvantagesinclasseswere
identified,includinglanguageaspects.Inoneofthestudies,ithasappearedthatgamificationhas
positiveeffectsonstudents’extrinsicandintrinsicmotivationinlearningEnglishasasecondlanguage.
Accordingtothesamestudy,students’autonomy,abilitytosocialize(relatedness),andcompetence
skillsimprovedthankstogamification.Anothertoolinastudyrevealedthatgamificationhelped
studentsinunderstandingEnglishtexts.Gamificationcreatesapositiveenvironment,includingchances
toexperienceandestablishlanguageskills.Meaningfullearninghadbeenexperiencedeffectively.
Gamificationraisesmotivation,initiateshealthycompetitiondynamics,includingrapidfeedbackin
afun,student-centeredenvironment.

Quasi-experimentalandexperimentalstudies’durationswerechangingbetween3weeksand
14weeks.Questionnaireswereappliedintheotherstudies.However,differentresearchquestions
wereaskedin thereviewedstudies.Lametal. (2017) includedtheresearchquestions, including
ifablendedlearningapproachimprovesstudentargumentativewritingcomparedtoateacher-led
direct-instructionapproachandablendedlearning+gamificationapproach.Otherquestionswere
iftheblendedlearning+gamificationapproachimprovesstudentargumentativewritingcompared
toacontrolconditionandiftheapplicationincreasesonlinestudentcontributionandstudents’and
teachers’perceptionabouttheblendedlearningapproach.AzarandTan’s(2020)researchquestions
includedtheUniversityInterns’preferencesandperceptionsofICTTechs(MALL,Gamification,
andVR)application in teaching theEnglishLanguage for secondary school studentsduring the
Covid-19PandemicinMalaysia.Rajendranetal. (2019) includedthequestionsin theirresearch
likeidentifyingQuizvaganzagame-basedlearningincreasesthelevelofmotivationamonglearners
toengageinlearningtheEnglishlanguage;identifyingtheperceptionsoflearnerstowardsEnglish
language classroom with Quizvaganza game-based learning platform. The research questions of
reviewedstudiesmainlyfocusedoncharacteristicsandlearningexperiencesofgamificationinESLL.
SeedetailsintheAppendix.

Applied Games
In studies, Kahoot!, Quizizz, Edmodo, SMARTies, online language games, Jclic, Surala,
computer-basedgames,andICTTechsincludingMALL,VR,andgamificationwereapplied.
AccordingtoAnisaetal.(2020),Kahoot!positivelyaffectsstudents’motivation.Itstimulates
intrinsicandextrinsicmotivation;theyhavetheexperienceofautonomy,abilitytosocialize
(relatedness),andcompetencesothatlearningbecomesmoreenjoyableforstudents.Quizizz
creates a healthy competition in classes. Also, it gives students chances to explore while
motivating them (Rajendranet al., 2019).Additionally,Edmodooffers students a senseof
achievementandinstantfeedback,whichhelpsthemfocusandinteracteasily(Lametal.,2017).
A non-threatening learning tool SMARTies triggers meaningful learning while rewarding
studentsacademicallyinafunandenjoyableenvironment(Lee,2016).Onlinelanguagegames,
includingKahoot!,Socrative,andPowerPointchallengegames,encouragestudents,enhance
confidence,improvetheirself-esteemandmotivatethem(Hashimetal.,2019).Accordingto
Rafiqetal.(2019),onlinelanguagegamesenhancestudents’confidenceandself-esteem.Jclic
isaninteractivecomputerprogramwherethestudentscancarryoutmanyeducationalactivities
inaplayfulway,helpingstudentscorrectthemselveswhileimprovingtheircomprehension
skills of texts in English (De La Cruz et al., 2020). Surala provides autonomous learning,
givesstudentsfeedback,motivatesthemwhileincreasingtheircreativity(Matsumoto,2016).
Letchumananetal.(2015)comparedpaper-basedandcomputer-basedgamesintheirresearch.
They stated that in the language syllabus, includinggames to teach languages, vocabulary
maybe learnedmore interestingly.MALLhad thehighestpercentageof38%onbehalfof



International Journal of Game-Based Learning
Volume 12 • Issue 1

7

gamificationandVR.Itcreatesafun,enjoyablelearningenvironment.Withthesuccessful
integrationoftheseICTtools,pupilswouldhavethepossibilityandchanceforeffectiveand
meaningfullanguageenhancement(Azar&Tan,2020).Differentgameshaveseveralprosin
termsoftheireffectsonlearning.

Gamification Elements
Gamificationelementswereexaminedinthestudies.Todaetal.(2019)presentedgamification
elements in five dimensions: ecological, social, performance/measurement, fictional, and
personal.AccordingtoDeLaCruzetal.(2020),gamificationtechniquescanbedeployedin
threeareascalledemotional,social,andcognitive.Emotionalexperienceslikecuriosity, joy,
frustration, optimism, and repeated failure help students learn by making mistakes. Social
experiencesfacilitatethelearningandteachingprocess.Itissupportedbyresearchonfindinga
newwaytoteachgrammarandvocabularyinEnglishasasecondlanguage.Challenges,badges,
rank/leaderboard,unlock/levels,points,progressbar,storyline,andteamsaresomegamification
elements.Somegamificationelementswerementionedintheappliedgame’spart.Additionally,
Kahoot!’sdesignfosteredstudents’learning,alsothestructureofrewardsnotonlyleaderboardand
pointsbutalsocompetitioninKahoot!raisedstudents’interest(Anisaetal.,2020).Accordingto
Rajendranetal.(2019),Quizizzwasusedasatooltoassessstudentssinceitrecordsthescores,
percentages,andresultsthatwereabletobedownloadedmanually.Points-basedsystemsand
leaderboardswerefoundmotivatingbystudents,anddigitalgamemechanicsimprovedstudents’
argumentativewritingandincreasedtheironlinecontribution.

Duetostudents’readingandrespondingtoeachother’sposts,peerfeedbackandinteraction
weremoreeffective(Lametal.,2017).WhenstudentsplaywithSMARTies,theycanexhibittheir
levelindirectlyordirectly,andteacherscanassesstheirprogress(Lee,2016).AccordingtoHashim
et al. (2019), online language games motivate students and help them improve their results and
grammarinESL.JClicsoftware-generatedcontemporarychangesinthelearning-teachingprocess.
Itallowedstudentstobeinvolved,developtheirautonomy,self-evaluation,andunderstandingof
thelearningprocess(DeLaCruzetal.,2020).AccordingtoMatsumoto(2016),itisessentialto
conductgamificationelementsinflippedlearningforsecondlanguagelearning,consideringlearners’
characteristicsandtheirpedagogies’idealachievementlevel.Afterstudentsaccomplishedthetasks,
studentslearnedfromtheirmistakesandsometrialsaccordingtoincidentallearning(Letchumanan
etal.,2015).AccordingtoAzarandTan(2020),gamificationincludedscaffoldingconceptsand
helpedstudentstohavereal-worldexperience.MALLwaseasytoaccessintermsoftimeandspace,
andVRenabledthelearners’interactionbydifferenttypesofactionsandsocialskills.Learners’
perceptionstowardsgamifiedlearningwereexamined,gamescreatedapositivelearningenvironment,
studentshadfun,anddepartedknowledgetolearnerssuccessfully(Rafiqetal.,2019).Asaresult,
gamificationisachallengingwayforstudentstohelptheirmeaningfulEnglishlearning.Inafun
andhealthycompetitionatmosphere,studentschallengethemselves,allowingthemtoimprovetheir
autonomouslearning.

Synthesis of Results
There was no meta-analysis, but results displayed that students learn English meaningfully,
including all English language skills with gamification. Students’ grammar, vocabulary
acquisition,comprehension,understandingtexts,creativity,intrinsicandextrinsicmotivation
improve with the help of gamification. Instead, the research about argumentative writing
has no positive results about gamification. For example, blended learning + gamification
experimentalgroupmembersexplainedtheirideasaboutthetopicinsteadofchallengingother
people’sopinions.Somestudentswerenotconfidentenoughtoputforwardopposingviews,and
gamificationfocusedonexplainingskillsusingevidence.
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dISCUSSIoN

Summary of Evidence
This review aimed to explore gamification effects on ESLL for 11-18-year-old students.
GamificationinESLresearchholdsessentialresults.Ahealthycompetitionenvironmenthelps
studentstocompete,boosttheirparticipationandmotivation.Choosingtheappropriategame
answersstudents’needs.Intermsofstudents’characteristics,gamificationhelpsstudentsreach
theideallevelofsuccess.SomenewsoftwarelikeJcliccanbeusedbyteachersoptimally.Thus,
students’willdisplaygreatsuccesssincetheirneedsmet.Studiesaboutwritingdemonstrated
that gamification helps students’ self-judgment and self-monitoring during the process. By
self-correction,studentstendtowriteessaysinabetterway.Gamificationisalsoeffectivefor
grammarteaching.Onlinelanguagegameshelpstudentstoachievesuccess,includingmotivation
andfun.Languagegamesallowstudentstolearnvocabularyattheirownpace,autonomously,
and inanenvironmentwithout languagebarriers. Inclasses,students’attentionraises,quick
feedbackgivesstudentstimetolearn,positivecommunicationisanotherproofgamification
inESLL.Shystudentsalsocompete,andstudents’weaknessesandstrengthscanbemeasured
easily.Bygamification,students’intrinsicandextrinsicmotivationrises.

CoNCLUSIoN

Thisreviewincludesthestudiesexplainingtheeffectsofgamificationandthetendencytousegames
for11-18-year-oldstudents’learningEnglishasasecondlanguage.Accordingtostudents’needs,
gamification elements boost students’ motivation and help them learn in a healthy competition
environment(Rajendranetal.,2019).Students’interestinplayingcontributestoincreasingtheirself-
esteemandconfidencelevelinlearninggrammar(Hashimetal.,2019).Autonomouslearninghas
greatimportanceinthe21stcentury.Whilestudentsareresponsiblefortheirlearning,theirextrinsic
andintrinsicmotivationandparticipationincrease(Anisaetal.,2020).Gamesaboutlanguagemaybe
afunctionalstrategyforlearnerstoobtainvocabularyinanon-threateningandfun-filledenvironment.
Shyandslowlearnersmayplaygamesattheirownpace.Additionally,studentslearnautonomously
byreferringtodictionariesinelectronicorprintmodestodiscovermeaningsofwordsthattheyhave
problemswith(Letchumananetal.,2015).

Whentherecognizeddialectperspectiveshavebeengenuinelyconsidered,utilizinggames
intheclassroomoffersadvantages(Lee,2016).Newgamificationelementsareacceptedand
accessedbylearnerstohelpthemdeveloptheirself-evaluationandautonomy.Sincelearnersare
involved,theyunderstandtheprocessoflearning(DeLaCruzetal.,2020).Matsumoto(2016)
statedthatGame-basedcontentkeepslearners’learningmotivationhighandcreatescreativity
more. Due to ICT techs like gamification, learners with high motivation may learn English
effectively(Azar&Tan,2020).Instantfeedbackisalsoanexcellentopportunityforstudents
(Lametal.,2017).AccordingtoRafiqetal.(2019),students’perceptionsaboutlanguagelearning
games were surprisingly positive; they found them fun, attractive, encouraging, motivating
aside from games helped improve their self-esteem and learning experience. It is a great
opportunitysinceteachersneedapositivelearningenvironment.Itisnoteworthythatteachers
givefeedbacktostudents,thoughstudentsmayforgetthequestionandcannotremembertheir
answersimmediately.Learners’autonomyisacrucialelementoflanguagelearningsincethey
cancontroltheirlearningprocess.Learningbydoingandhavingfunatthesametimeisthekey
togamification.Becauseithelpsstudentslearnfromtheirmistakesimmediatelytoimprovetheir
Englishlanguageskills.Byincludinggamificationelementsintoinstruction,shystudentsmay
participatemoreinEnglishlanguagelearningactivities.Therefore,gamificationhelpsteachers
toimproveandevaluatestudents’languageskillsquickly.
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Suggestions
Inthisreview,primarilycomputer-basedgamificationisincluded.Thestudiesdonothavemuch
informationaboutthedynamicsofgamification.Futureresearchmayconsistofmorewordsand
moredynamicsaboutgamificationinESLLinanextendedperiod.Flippedclassroomsandonline
teachingarepopularthesedaysduetopandemicquarantines.Hence,thefollowingresearchmay
includegamificationinflippedlearning.

Limitations
Thestudieschosenforthereviewweresampledinclassesindifferentcountriesanddifferenttopics
andskills.Researchersdidnotdesigngames.Therefore,theychosethegameswhichweredeveloped
ordesignedbyanexpert.Thereviewislimitedtothekeywordsandthedatabasesmentionedearlier.
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