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ABSTRACT  

Gamification is the use of game design elements in non-game contexts. Gamification 
has been used in a variety of settings, including education, marketing, and employee 
training. The purpose of this paper is to investigate how gamification can improve the 
experience of language learning in the classroom. Gamification is a relatively new 
concept in the field of education, and there is still a lack of research on the effectiveness 
of using gamification in the language classroom. This dissertation aims to fill this gap 
by providing an in-depth analysis of how gamification can improve the experience of 
language learning in the classroom. The results of this study show that the introduction 
of gamification techniques into the language classroom had a positive effect on the 
students’ experience of learning the language. 
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Introduction 

It is now widely recognized that effective communication in a second language 
is vital in an increasingly globalized world (Rego, 2015). For many students, the 
classroom is the only place to gain the necessary skills and knowledge to communicate 
effectively in a second language. However, the traditional language-learning classroom 
can often be dull and uninspiring, leading to students becoming disengaged and 
unmotivated. 

One way to address this issue is by incorporating gamification into language 
learning (Flores, 2015). By incorporating game mechanics and thinking into otherwise 
non-gaming environments, we refer to this as "gamification" (Cruaud, 2018). Using it in 
a classroom setting for teaching a foreign language can make lessons more exciting and 
entertaining for pupils and encourage them to study more. 

This research examines how gamification might enhance the language learning 
teaching experience (Rego, 2015). Specifically, it will examine the role that context and 
teamwork play in the gamification of language learning. In several fields, including 
education, gamification has become increasingly popular in recent years to attract and 
retain students. 

Studies on the effects of gamification on learning have demonstrated that it can 
increase students' interest, motivation, and retention (Flores, 2015). However, most of 
this research has been conducted with adult learners, and there is a need for more 
research on gamification with children and adolescents. In addition, most of the research 
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on gamification in education has been conducted in Western countries, and there is a 
need for more research on gamification in other cultural contexts. 

Variables for Effective Language Development Gamification: 

Consideration of crucial variables is vital for successful gamification (Shortt et 
al., 2021). These variables encompass: 

Game Type: Choose engaging games that align with language learning goals, 
striking a balance between challenge and engagement. 

Challenge Level: Balance game difficulty to prevent disinterest or frustration 
among learners. 

Playtime Management: Limit game time to avoid overshadowing language 
learning commitment. 

Interaction Emphasis: Foster interaction among students and with teachers for 
collaborative learning. 

Reward Strategy: Employ rewards judiciously for significant achievements, 
avoiding excessive use. 

Player Count: Ensure an optimal number of players for a balanced and enjoyable 
game experience. 

By accounting for these variables, educators can design a gamified approach that 
genuinely enhances language learning within the classroom. 

Effective Gamification Strategies for Pakistani Classrooms 

Enhanced Challenge: Elevate game difficulty or introduce multiple levels 
(Annamalai et al., 2021). This maintains student focus and engagement. 

Performance Rewards: Incentivize high game performance with points or access 
to advanced levels .This motivates effective language learning. 

Social Interaction: Foster social engagement by enabling score sharing and 
friendly competition among peers. 

Rich Media: Integrate graphics and sound effects to heighten game engagement 
and language learning effectiveness. 

By employing these strategies, educators can implement gamification 
successfully in Pakistani classrooms, enhancing language learning through engaging 
and interactive methods. 

The implementation process 

Hangman game 

Word games like hangman can also be an excellent method to keep pupils 
engaged and learning. In a lighthearted and engaging approach, this game can help 
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pupils hone their linguistic abilities. Moreover, students can use these games to study 
new content in a fun and participatory way. Language learning with these games is 
enjoyable and engaging for students (Harpia, 2020). Firstly, the teacher will need to write 
out a list of words or phrases the students will need to guess during the game. It is crucial 
to ensure that the words are appropriate for the level of the students and that they are 
words they will likely encounter in their daily lives. 

Once the list of words has been prepared, the teacher will need to write each 
word or phrase on a separate piece of paper. These pieces of paper should then be hung 
around the classroom, with each word or phrase visible to all students. 

The game can start by asking the students to choose a word or phrase from the 
list. The student who chooses the word will need to draw the hangman diagram on the 
board. As the other students guess letters, the person who chose the word will need to 
fill in the letters on the diagram. If the students guess the word correctly, they will get 
the point. If they guess the word correctly, the hangman diagram will be completed, and 
the person who chose the word will retain a point. 

Word Ladder game in the classroom context 

Word Ladder is another game that can be easily implemented in a classroom 
setting to improve students' language learning experience (Arfani&Sulistia, 2019). The 
game can be played with a group of students or individually. To play the game, the 
teacher will need to write out a list of words that the students will need to use. These 
words should be appropriate for the level of the students and should be words they are 
likely to encounter in their daily lives. 

The teacher will then need to write each word on a separate piece of paper and 
put them into a bag. The students will then take turns picking a word out of the bag and 
using it to start a ladder. The student must use the word's letters to make a new word. 
For example, if the word is "cat," the student could make the new word "bat." 

The student can then keep going, making new words until they cannot think of 
any more. If the student gets stuck, they can ask the teacher for help. The teacher will 
then give the student a new word to start with. 

The game is over when the student has used all the words in the bag. The student 
with the most words at the end is the winner. 

Teaching benefits of using games in language learning 

One way the game Hangman can motivate a child to learn is by providing a fun 
and interactive way to learn new words. As the child tries to guess the word, they also 
hear the correct pronunciation and see how it is spelled. This can help them to remember 
the word and how to spell it correctly. Another way that the game of Hangman can 
motivate a child to learn is by providing a sense of competition. If the child is playing 
against another person, they will be motivated to try their best to win the game. This can 
also help them to learn new words more quickly as they will be more focused on 
guessing the words correctly. 

Finally, the game of Hangman can also motivate a child to learn by providing a 
sense of achievement. If the child can guess the word correctly, they will feel a sense of 
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satisfaction and accomplishment. This can encourage them to keep playing and guess 
more words correctly. 

There are many benefits to using Hangman and word ladder games to improve 
language learning and accuracy. These games can help students learn new vocabulary, 
practice spelling, and improve their pronunciation. They can also be used to review 
material that has already been learned. In addition, these games can be used to provide 
a fun and interactive way for students to learn. 

Hangman and word ladder games can help students learn new vocabulary. 
These games can introduce students to new words they may need to become more 
familiar with. In addition, these games can help students review vocabulary they have 
already learned. By playing these games, students can become more familiar with 
spelling new vocabulary words. 

Hangman and word ladder games can also help students practice spelling. These 
games can help students identify the correct spelling of words. In addition, these games 
can help students practice their spelling skills. By playing these games, students can 
improve their ability to spell words correctly. 

Hangman and word ladder games can also help students improve their 
pronunciation. These games can help students practice pronouncing words. In addition, 
these games can help students learn the correct intonation and stress of words. By 
playing these games, students can improve their ability to pronounce words correctly. 

The complicated process of using games: 

Using language learning games can be advantageous for enhancing language 
skills, but they can also pose challenges, particularly for learners unfamiliar with the 
language. Hangman, a vocabulary-building game, requires selecting a topic, finding 
word lists, and choosing difficulty levels. Similarly, Word Ladder involves word 
guessing and climbing a ladder based on difficulty. However, games like these can be 
intricate due to specific requirements. 

Games might demand particular resources like computers or internet access, 
potentially limiting accessibility. Furthermore, they may require specific knowledge or 
literacy skills, as seen in Hangman's vocabulary and spelling demands and Word 
Ladder's grammar and vocabulary requirements. Moreover, games can demand 
significant time and effort to set up and explain rules. 

In conclusion, language learning games offer benefits but can be complex due to 
material, skill, and time demands. Overcoming these challenges can lead to valuable 
learning experiences. 

Visual Elements' Significance in Gamification: 

Visual components hold a pivotal role in game design, fostering feelings of 
progress, reward, and achievement. In an educational setting, integrating these elements 
can enhance student motivation and transform language learning into an enjoyable and 
fulfilling endeavor. 

Points: Points, a staple in game design, serve as incentives for players to advance. 
In education, points can be employed to reward task completion or language concept 
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mastery, fostering a sense of accomplishment (Hew et al., 2016). By recognizing 
progress, students are motivated to persist and enhance their engagement with language 
learning. 

Levels: Mimicking game progression, levels denote achievement milestones. In 
classrooms, levels can gauge language concept proficiency. As students ascend levels, 
they earn points and rewards, driving them to attain higher tiers (Hew et al., 2016). This 
approach cultivates motivation and engagement in language acquisition. 

Leaderboards: In games, leaderboards showcase player advancement relative to 
peers. Similarly, educational leaderboards can fuel healthy competition, compelling 
students to excel (Hew et al., 2016). By offering feedback on their progress, learners stay 
motivated and committed to the learning process. 

Incorporating these visual elements can transform language education, 
harnessing the power of gamification to boost motivation and engagement among 
students. 

Rewards' Significance in Gamification 

Rewards hold a crucial role in game design, incentivizing players' progress. 
Similarly, rewards prove impactful in the classroom by motivating and engaging 
students in language learning. 

Immediate Rewards: Given upon task completion or mastery, immediate 
rewards in classrooms spur language task completion and concept mastery, boosting 
motivation (Nicholson, 2015). They encourage ongoing effort and higher levels of 
achievement, enhancing engagement. 

Long-term Rewards: Awarded after achieving mastery or task quotas, long-term 
rewards encourage sustained effort and higher mastery levels (Nicholson, 2015). Such 
recognition, in the form of certificates or badges, fosters accomplishment and sustained 
motivation in language learning. 

Importance of Game Mechanics 

Game mechanics, pivotal tools in game design, define goals, rules, and 
progression. In language learning, they ensure structured progression, keeping students 
engaged and focused (Zhu, 2012). These mechanics offer several advantages: 

Structured Progression: Game mechanics maintain a logical flow, promoting 
engagement and focus in language learning (Zhu, 2012). 

Achievement Sense: Successfully solving problems or completing tasks through 
game mechanics fosters accomplishment and motivation. 

Social Engagement: Mechanics encourage collaboration, competition, and 
communication, enriching the learning environment. 

Fairness and Equality: By providing equal opportunities, game mechanics foster 
healthy competition and a positive classroom environment. 



 
 
Pakistan Languages and Humanities Review (PLHR) 

 
April-June, 2023, Vol. 7, No. 2 

 

851 

Reward and Recognition: Mechanics offer rewards, like points, for tasks and 
achievements, motivating students to continue efforts and improve skills. 

Overall, game mechanics enhance language learning by structuring content, 
promoting interaction, and creating a sense of achievement, fairness, and recognition 
within the classroom (Zhu, 2012). 

The Importance of Using Game Dynamics 

In addition to using game mechanics to create structure and rules for the game, 
game dynamics, such as collaboration and competition, can also be used to create a more 
socially engaging learning environment (Courel-Ibáñez, Martinez, &Marín, 2019). These 
dynamics are important tools in game design as they can help to create a sense of 
teamwork and promote social interaction between players. 

Collaboration is an important game dynamic when it comes to language learning 
in the classroom, as it can help to create a sense of cooperation between students. By 
providing students with the opportunity to work together to complete goals or solve 
problems, collaboration can help to create a more positive learning environment and 
encourage students to learn from one another(Courel-Ibáñez, Martinez, &Marín, 2019). 
Additionally, collaboration can help to foster a sense of trust and understanding between 
players, which can help to create a sense of camaraderie and promote social interaction. 

Results and Discussion 

The case study's findings revealed several important themes related to the 
integration of gamification in language classrooms. One key theme is the significance of 
game design elements in creating an engaging learning environment. Visual elements 
such as points, levels, and rewards were highlighted as essential motivators that 
encourage students to work harder. The study also emphasized the importance of using 
game mechanics to provide structure and rules for the game, along with incorporating 
game dynamics like collaboration and competition to create a socially engaging learning 
environment. 

Another theme that emerged is the importance of utilizing various types of 
games and activities in the classroom. The study emphasized the need to incorporate a 
diverse range of games, including traditional board games, digital games, and mobile 
games, to effectively engage students and enhance their language skills. 

Furthermore, the study discussed the significance of implementing different 
techniques to effectively use gamification in the classroom. Techniques such as 
competition, collaboration, role-playing, problem-solving, and rewards were 
highlighted as ways to create a more interactive and enjoyable learning environment. 

Lastly, the study emphasized the importance of considering the cultural context 
of the classroom when implementing gamification. It discussed the need to select games 
and activities that are culturally sensitive and relevant to the students in order to ensure 
their engagement and motivation. 

The study's findings provide insights into both the positive and negative impacts 
of using gamification for language learning. Overall, the study underscores the 
multifaceted nature of successful gamification in language education, encompassing 
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various design elements, game types, implementation techniques, and cultural 
considerations. 

Table 1 
Impact of gamification strategy 

Positive results Negative results 
i. Increased motivation and engagement 

in language learning 
ii. Can lead Addiction 

iii. Improved vocabulary retention and 
recall 

iv. It Can cause learners to practice 
Cheating in exam 

v. Improved spelling accuracy vi. Bullying tool 

vii. Improved pronunciation accuracy viii. Some require Skills 

ix. Improved grammar and sentence 
structure accuracy 

x. Time Wasters 

xi. Improved reading comprehension xii. Setup 

xiii. Improved understanding of complex 
language concepts 

xiv. Difficulty 

xv. Increased confidence in using the target 
language 

 

xvi. Increased enjoyment of language 
learning 

 

xvii. Improved focus and attention during 
learning 

 

xviii. Increased independence and autonomy 
in language learning 

 

 
The findings demonstrate that incorporating gaming strategies into the 

classroom can boost student engagement and motivation and help to make language 
learning a more enjoyable and rewarding experience. Furthermore, the study offers 
valuable information about how students feel about gamification in the classroom, 
which can be utilized to shape future approaches to language instruction. 

Conclusion 

In conclusion, language learning holds a crucial place in Pakistan's education 
system due to the increasing demand for proficiency in languages like English. 
Traditional teaching methods have proven insufficient in equipping students with the 
necessary skills for a globalized world. To overcome these challenges, a shift towards 
innovative approaches, such as gamification, becomes imperative. 

Games offer an engaging and interactive platform for language learning, 
addressing the limitations of traditional education. By incorporating elements like 
leaderboards, points, rewards, and multimedia, students can actively participate and 
interact with the material. Implementation should be tailored to the students' language 
level and age group to ensure appropriateness and avoid discouragement. 

Strategies for successful implementation include designing game-based 
language networks, fostering digital game development, leveraging social media for 
learning, integrating technology, collaboration with educational institutions, resource 
investment, teacher training, and establishing measurable impact metrics. 
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Through gamification, students are motivated to learn and practice language 
skills, thereby deepening their understanding of complex language concepts. This 
innovative approach not only addresses educational challenges but also reflects 
positively on students' attitudes toward learning. Overall, this study underscores the 
effectiveness of gamification in language teaching and provides valuable insights for 
future language education strategies. 
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